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Introduction
Not lile lellslglinlmero/Iighl escaped theCi1stle'stall black wurdows.
lis brokrn battlmlenls sketched 11 jagged line across tlte Jarke11l:d
sky. Castle Ravttlloft brooJrdovera blellk. n1isl-s1lrouded vlJlIcy.
Constnu lrd on the shcrr sil/e of II IhouStHld-fOOI cliff, tIlt.' terriblr
fo rtress wasoccupied by something ,md t'fll andevil.

AbioIofnight detadl c!1 from theshadOlwJ wallsof lIl t'ca stleatl, l
mOllrdout onloII narrowbalcorly. Lig'llning rewaled the slIffri ' lg
(ou,llfflallCf ofCount Straltd von Zarovich.

His eyes, burning will. II "('vtr-~lisfied hunga , look in 'h e
J rizzli,lg twilight, the looming pt'aks, and flit' few Sthllig'lfsof IIl f
Villagebelow. He d utchrd one 'lanJ to his dlcsfand muttered, as
if makirlg a promise, or !,erhaps delillc rirlg 11 curse, a single tllHue:

~ In·eua . .."
Strahd grimaud, a'id his sharpca 'iine Jeetll promised mayllem.

Abllterw;'ldspun deat' leavN about him, bzllowing Jusvelvet-lined
Ct111t'·

Anotherfi tofIighftling burst fromIht'storm'sunderbelly. casting
stark light across Strahd'sfacr.Thrangular musclesofl lisVisage' and
1hi lim' lintSin his hands revealeda man accus tomed to fxercisitlg

complete aut llorily. In that[ace, no pitylived-hul, pt'rhaps, (lints
.ifs,....·'ng ...". I,u· ••'

His eyes ,zarTowedas he spied the newcomers. Agroup lrave/ell
downOldSva/icll ROtld toward tIl('V"'tlgl'. HisgrimaCt' transformed
into a hideous smile. He knell' lIl('y were coming, knew WilY tlify
came, andrelidl('dwhat lVould be lI1('jrult lmatefate. Noplatlcould
be called goodunless blood was spilledduring its tx((ulio'i .

All thepawns were ji'lallyassemble";all thepieces, prepared for
solong, were in place und H'aiti' lg to Jllay Ihf ir par is. Evm from
lVluYl: lu stood on III(' balcony,Strahd ht'ard tIll' unceasing vU ISf
ofHie Dayluart; its beal tltrollbed up lllrough lIlt casl!e stone mto
his rigid j1fsh. lis horrid se mblance of life sustained Stralld witll a
Vigor even more polenl than the Imholy exislencehe had enjoyed
these many ren turf es. Precious ffH' Il'fapons cOllld pt'rmane'ltly
11lm n him anymore.

Soon enough, Sirahd lVould personally altftld the newcomers.

WHAT IS EXPEDITION TO
?

The Expedition to Castle Ravetlloft campaign advent ure is
designed for four srh-level DUNGEONS & DRAGONSoll charac
ters (though player characters who survive to th e adventure's
finale sho uld gain three or even four level s). This book pres
ents an expanded, revised version of th e orig inal advent ure
mod ule 16: Ravenloft by Tracy and Laura H ickm an . Like th at
mod ule, this adventure is a classic gothic hor ro r sto ry; how
ever, mod ern eleme nts of terror also infuse th is book.

The original, ground-breaking adventure had severa l
mem orable features:

The fantas tic ort hogonal maps ofCastle Ravenlofr designed
by David Sut he rland proved suc h a powerfu l aid to play
th at a gene rat ion of Dungeon Masters sti ll fondly reca ll
th em and ree mploy them whenever possible.
Characters had thei r fortunes told by an en igmatic gy psy.
The resu lts of th e ca rd reading determined not only th e
placement of an important tr easure in th e cas tle, bu t also
set the antagonist's goa ls for the adventure.
Finally, Cou nt Stra hd von Zarovich has become one ofth e
most infamou s villains in D&D h istor y.

£."J'edllion to Castle Ravenlofl retains th ese exciti ng features
and updates th e classic adven ture with a new look and a new
encounter format. The game material in encounters reflects
th e most recent ed ition of the rules, and ma ny of th e fami l
iar ele me nts of th e origi nal sett ing now include expanded
(and some times reimagin ed) backgrounds. Th is adventure
also presents entirely new features, threats, and rewards for
player characters.

In addi tion to adventure m aterial, th e appendix of this
book contai ns information for player characters, including
special items and magic ite ms, new feats , and a prestige class
speci fic to th e Raven loft sett ing: th e kn ight ofthe raven, ideal
for PCs who wis h to take up th e mantle of Barovi a's ancie nt
order of holy knights.

THE ENCOUNTER FORMAT
This upda ted adve nt ure breaks some ne w ground ofits own
as th e first pu blica tion to use a new forma t for presenting
en counters: th e co mbats, traps, and othe r cha lle nges th at
await adventurers in the villa ge of Barovia, in th e wi lderness
areas around th e village, an d in the forbidding environs of

Castle RavenlorritselE
Every encounter in the adventu re is d isplayed on facing

pages. In most cases, that two- page spread ro nrains all th e
information necessar y to play ou t that enco un ter at th e
tab le-a description of the situat ion and how it unfolds,
sta tis tics fo r mon sters and tr aps, and a keyed map of th e area
in which th e encounter ta kes place, so that the event can be
set up and run on a battle grid using D& D miniatures.

Th e encounter spreads do not all provide exactly th e same
kinds of information ,and they don 't all loo k th e same on th e
page, Each one is tailored to provide the essen tia l det ails par
ticul ar to th at event- the encounters th at take place in th e
village (Chapter 2) aren't bu ilt th e same way as the ones in th e
ou tlying lands of Barovia (Chapter 3}-and the encounters
in th e cas tle are in yet anot he r style, one th at best suits th at
g roup of event s.

O n rar e occ asions, an encounter spr ead refers to an earl ier
page in th e book for othe r in formatio n th at might or m igh t
no t be needed, depending on how the encounter unfolds.
Most ofth ese page referen ces are a way ofpreventing frequent
repetition of ce rta in pieces of text- for ins ta nce , we don't
include inform ation in every in fected creature's sta tis tics
block abo ut how to properly tr eat the necromant ic infect ion ,
beca use we didn't think th ose details needed to beca lled out
every time th ey might come into play.

This adventure is intended for use in any DUNGEONS &
DRAGONS game. The sett ing can be dropped into any cam
paign and played out as an extended series ofcha llenges, or
it can be truncated to span jus t a few playing sessions. lr's
even poss ible to experience th e th reats and th rills of Castle
Raven loft in a single afternoon or eve ning of play.

You need th e Player'sHandbook (PII), DungeonAIl1ster'sGuidt'
(DMG), and Monster Manua l (M M) to make use of th e mate
rial. Th is book draws from some D&D supp lements as well ,
partic ularly LibrisMortis: TIleBook ofUUtlead. However, all th e
informa tion a DM need s to run th e adventure is provided in
th ese pages.



I As with any preco nstructed advent ure . you shou ld read
th rough E.'<llcJit ion 10 Casllc Ravmlofl ahead of time to
become fami liar with the material. The adventure is
divided into keyed encoun te rs, li nked by letters and
nu mbers to specific areas of th e overview map of Barovia
on page 54. The PCs might reach the various encounter
areas by a nu mber of different routes and at various
times duri ng the course of the adventure.This nonlinear
flow means that sometimes an enco unter might refer to

de tails descr ibed later in the book, so it is importan t to
have a solid grasp of th e interconnected elements.

TACTICAL ENCOUNTER FORMAT
Some encounters use traditional narra tive text. For
those in which combat is expec ted, the ent ry points
to an associa ted tactical encounter; these encounters
are collec ted at th e end of each chapter.

Each tact ical encounter includes a map of the
room or area in which the enco unter takes place.The
in formation includes creature statistics and tact ics,
in itial pos itions ofcomba tants , the locations oftraps
or other hazards, and other deta ils important to the
encou nte r.

The encoun ters in th is adventure are designed for use
with D UNGEON S & DRAGoN.S* minia tu res, wh ich make
th e interactions of comba tants easier to visualize.

(, Ii"~,I - / I, /

elcome [0 Barovia ,"a mi st-sh rouded fores t
•valley in the 'southeastern footh ills of a broo d-

ing mountai n range. This minor realm is little
visited ,being far off th e major trade routes and
having a poor reputa tion in surrounding lands.

Ancient curses, gloomy weather, and vicious werewolves
plague the long-suffering peasants who bend-beneath th e
yoke of a cruel nobleman.

ADVENTURE
-:-:--;-:--.,...------:-_BACKG..RQU t:ID.

Hundreds of years ago, Count Srrahd von Zarovich conquered
Barovia and moved his family, "long un seated from the ir
ancient thrones," to the valley, fortifying Castle Ravenloft
and raisin g it to new grandeu r. Strahd is the arch itec t of
his own vampiric existence, having made a blood pact with
an un named evil entity. Since th at tim e, he has lingered
on while his family per ished one by one. Now he ru les the
lands of Barovia alone .

After centuries of d reary ine rt ia, and perhaps growing a
bit mad in his endless existence, the count has developed
new aspirations. The time has come for Strahd to move, and
for the player charac ters to resist him , if th ey can.

The PCs have their own reasons to venture into Barovia.
Their investigation leads deep int o th e misty valley and the
village of the same name, unt il th ey finally discover th e
infamous Castle Ravenlofr and its grim master.



COUNTSTRAHD
_.,....--__-"-VO:>.L~ ZAROVlO:i

Expedition to Castle Ravenloft cen rers arou nd th e vamp ire
Strahd von Zarovich. As Dungeon Master,you must play him
as carefu lly as the playe rs run thei r cha rac te rs. Always kee p
in mind hi s mo tives, his activ ities, and hi s plan s.

The following text provides Strahd's full statistics block ,
along with important notes and explanations. You can
pho tocopy these pages for reference during the adven ture.
Variations on th is statist ics block appear elsewhere, in racti
cal en counters invo lving the vampire, since he m ight adopt
d ifferent form s or pre pare di fferent spe lls to max imize hi s
op tions in di fferent circums tances. In su ch cases, Strahd's
statistics are abb reviated to fit into the tact ical encounter
form at; see the Undead and Vampire Characteristics sideba r
for a summary of these shortened abi lity en tries.

COUNT STRAHD VON ZAROVICH CR 15
Male vam pire (human) necromancer 10
l E Medium undead (aug mented humanoid)
Init +7; Senses dar kvision 60 ft .; lis ten +13, Spo t +13
l anguages Com mo n, Draconic, Elven , Giant , Infernal

AC 27, tou ch 1S, flat-footed 24; Dod ge
hp 70 (10 HD); fast healing 5; DR 10/silver an d magic
Immune sunlight; un dead imm unities
Resist acid 10, cold 10, e lectricity 10, fire 10, positive ene rgy

l a, sonic 10; +4 tu rn resist ance; ring of counte rspells
(disp el magic) , non detectio n

Fort +6, Ref +11, Will +13
Weakness vam pire vulne rabilities (except su nlight )

Speed 30 ft. (6 squa res), s pider climb 20 ft.
Melee sla m +9 (1d6+4 plus ene rgy d rain)
Base Atk +5; Crp +9
Atk Options Com bat Reflexes , ene rgy drain, magic st rike
Special Action s alternate form, blood drain l d4 Co n, childre n

of the night l / night, do mina te (Will DC 18), gaseous for m
Com bat Cear bead afforce, lesser Silent metamagic rod, ring of

counterspe lls
Wizard Spells Prepared (Cl l Oth; prohibited sc hools

abjuration and illus ion):
Sth- c:Ioudkilf (DC 20),Jell draining lightning bolt (DC 18;

creatu res that take damage also gain one negative
level), min dfog (DC 20) , waves offa tigue

4th - dimension door, enervation (+8 ranged to uch),Jear
(DC 19), enervated scorching ray (+8 ranged to uch,
+50% da mage to living creatures , half da mage to
unl iving), serying (DC 19)

Jrd- deep slumber (DC l 81,fi reball (DC 18), hasteJell
draining m agic m issile (creatu res that take damage also
gain on e negative level), ray ofexhaustion (+8 ranged
touch , DC 18)

2nd-blindness/deafness (DC 17),f alse life, fog doud,
scorching ray (+8 ranged touch), see invisibility,
spectral hand

1st- chill touch (+9 mele e to uch, DC 16), expeditious
retreat, mage armor (2), m agic missile, ray of
enfeeblement (+8 ranged touch), true strike

a- detect magic (2), ghos t sound (DC 15), message, touch
offatigue (+9 melee touch, DC 15)

Abilities Str 18, Dex 16, Can -, Int 20, Wis 17, Cha 16
SQ crea te s pawn, forest sign, mount ain sign, swa mp sig n
Feats Alertness', Com bat Cas ting" , Comba t Reflexes' ,

Dodge' , Enervate Spetlt', Fell Drain'] ", Im proved Ener gy

Drain'], Imp roved Initiative' , li ghtn ing Reflexes ' , Posit ive
Energy Resistance']',Scribe Scroll' , Spell Drain"j"

"'If you are us ing th e taint ru les in Heroes ofHorror,
replace Combat Casting with the Touch of Taint feat from
that book.
"j"Feats described in libris Mortis.

Skills Bl uff +17, Concentrat ion +16, Diplo macy +7, Disguise
+3 (+5 acting), Hide +13, Intimi date +11, Knowledge
(arcana) +18, Knowledge (religion) +18, listen +13, Move
Silently +17, Sea rch +13, Sense Motive +17, Spel lcraft +20,
Spot +13

Possessions combat gea r plus ring ofprotec tion +2, doak of
resistance +3

Spell book s See "Strah d's Spe llbooks ," below .

Fast Healing (Ex) If reduced to a hp in combat , Strahd
automatica llyand im mediately assumes gaseous for m
and makes his way toward his crypt (area K86).

Vampire Vulner abilities As long as the Dayhea rt remains
int act, Strahd suffe rs no ill effects from sunlight.

Energy Drain (Su) Living creatu res hit by Strahd 's slam attack
gain two negative levels . At the same tim e, Strahd gains
10 te m po rary hit point s and a +2 bon us on skill checks ,
ab ility checks, attack rolls, and sav ing th rows for 1 hour.
(Th is bonu s der ives fro m his Im proved Ene rgy Drain
feat.)

Whe neve r a s pe llcas te r oppone nt loses a prepared
s pe ll due to ene rgy d rain, Strahd gains the abil ity to cas t
th at spe ll once (as if he had prepared it). The s pell's
effec t is treated as if the original s pellcaste r had cast it.
The s pell remains in Strahd's m ind for up to 1 hou r, and
he can keep up to three stolen s pe lls at a time. This
ab ility has no effec t on spel lcasters who don 't prepa re
s pe lls or on ch arac te rs who have no s pe lls prepared.
(This ability co mes from his Spe ll Drain feat.)

If you are using the taint rules in Heroes ofHorror,
Strahd 's ene rgy drain also inc reases t he ta rget 's depravity
score by 2 po ints or its corruption an d depravity sco res
by 1 point each (because of his Touch ofTaint feat) .

Magic Stri ke (Su) If Strahd hits with his slam attack, the
attack is treated as magic for the pu rpose of overcoming
damage reduction.

Altern ate Form (Su) See below for Strahd 's statistics in his
animal forms . In animal form , Strahd can no t use his
eq uipmen t or cas t spel ls , nor can he use his do minate
ability.

Blood Drain (Exl lf you are using the ta int rules in Heroes of
Horror, Strahd's blood d rain also increases the ta rget 's
co rru ption sco re by 2 points (because of his Touch of
Taint fea t).

Caseou s Form (Su) Strahd 's Armor Class in gaseous form is
15 (19 with mage armor ac tive), to uch 15, flat-footed 12.

Forest Sign (Su) As a res ult of his con nection to the forests
of Barovia, Strahd benefits from a co nsta nt no ndetection
effect o n himself and his gea r, as the spe ll (cas ter level
check DC 19}. lf Strahd 's connection to the Forest Fane is
seve red , Strahd loses this ben efit and his CR is red uced
by l.

Mountain Sign (Su) As a result of his connect ion to the
mo unta ins of Barovl a. Strah d is surrounded by a field of
force armo r that grants him a +6 armo r bon us to AC.
Because it is ma de offeree. this ar mor protect s him
against incorporeal attacks and applies when Strahd is in
gaseous for m. lf Strah d's connection to the Mou ntain
Fane is seve red , his Armor Class is reduc ed to 21 an d his
CR is red uced by 1.

Swamp Sign (Su) As a result of his connectio n to the
swa mps of Barovia. Strahd has resis tance to acid l a , fire



10, and sonic 10. Ifh is co nnection to the Swam p Fane is
severed, Strahd loses these res ist ances and his CR is
reduced by 1.

When in bat form , Strahd has the following changed
statistics:

BAT FORM CR 15
l E Diminutive undead (augmented hum anoid)
AC 22, touch 16, flat-footed 20
Ref +7

Speed 5 ft. (1 squa re), fly 40 ft. (good)
Melee-
C;'I' - 12
Abilities Str 1, Dex 15
Skills Disguise +3 (+13 to mimic bat), Hide +24, Move

Silently +16

When in dire bat form, Strahd has the following cha nged
statistics:

D IRE BAT FO RM CR 15

lE large undead (augme nted humanoid)
AC 26, touch 15, flat-footed 20
Ref+11
Speed 20 ft. (4 squares] , fly40 ft. (good )
Melee bite +7 (1d8+4 plus ene rgy drain)
Crp +12
Abilities Str 17, Dex 22
Skills Disgu ise +3 (+13 to mimic dire bat) , Hide +12, Move

Silently +20

When in dire wolf form, Stra hd has the following cha nged
statistics:

DI RE WOLF FOR M CR 15

l E la rge undead (augmented humanoid)
AC 20, touch 11 , Oat-footed 18
Ref +7
Speed 50 ft. (10 squares]
Melee bite +11 (1d8+10 plus ene rgy dra in)
C;'I' +16
Atk Options tr ip +1 1
Abilities Str 25, Dex 15
Skills Disguise +3 (+13 to mimic d ire wolf), Hide +8, Move

Silently +16

Trip (Ex) In dire wolf form, Strahd can att empt to tr ip
an oppone nt he hits with a bite att ack.

Strahd calls h im sel f the ' first vampire; but
the claim seems unlike ly.The de tai lsofh is
story are se t down in the Tomt" of Strahd,
with key excerpts p resented on page 22.

Strahd is a tal l man , sta ndi ng just over 6 feet . H is body
is lean and hard , an d h is gaunt face has strong features and
prominent cheekbones . H is eyes are da rk and hypnotic, like
deep pools with subtle reflections of red light, but whe n he is
enraged they bum like red -hot coa ls. H is ski n is usu ally pale,
but it beco mes flushed wi th each feedi ng and ret ain s that
heahhy-looking color for several hours. Hi s elonga ted and thin
fingers have long, sha rp nails. His fangsare no t obvious unless
he wants th em to be not iced-he can spea k and even yawn
without revealing h is tru e na tu re. When he attac ks, however,
the fangs lengt hen to protrude from hi s mouth.

St rahd prefers to wear b lack wi th touch es of wh ite and
red . H is clot hing sty le is the ratlored. Iayered look co m mon
to the nobi lit y.

SPECIAL STRENGTHS AND
WEAKNESSES

Stra hd d iffers from sta nda rd vampires in a few key respects .
He enjoys an unnatural co nnect ion with the lan d of Barovia
(see bel ow), which has given h im three sign ifica nt defensive
abilities: force armor, e ne rgy resistance, an d a co ns tant 'Ion
detection effec t. Srrahd has no aversion to garlic o r mirrors.
Though he can be turned , charac te rs ca n not keep h im at
bay simply by presen ti ng a holy symbol. He ca n enter any
building in Barovia, whethe r he is invi ted or not . Fina lly,
the artifact k now n as the Dayhrart (see below) grants Strahd
im munity to the destruct ive effec ts of sunlight.

In add ition to the standa rd alternate forms assumed by
vam pires, Stra hd ca n tak e the sha pe ofa barlike hu ma noid
(rwerebat' form) and a best ial human oid with wolfish charac
ter istics (feral fo rm ).These spe cial forms appear in Strahds
sta tis tics block for e ncoun te rs in which he ass umes them.

The W i ldern e ss Fanes: In the co un tryside of Barovia
stand ancien t sites of worship. Stra hd ap propr iated th ree
such wi lderness fanes loc ated near hi s cas tle-one in the

ermn' Strll hd 'f)on LAr(J'IJich



UNDEAD AND VAMPIRE CHARACTERISTICS
Undead cre atures - es peci ally va mpires-a re a recurr ing
theme in Expedition to Castle Rallenfoft . Full descript ions of the
special abilit ies. resistances. and weaknesses of these creatures
woul d make their stat blocks unw ieldy as well as repeat ing large
amou nts of text. To save space, th is sidebar summarizes the
deta ils co mmon to such creatures . Whe re an exception exist s ,
such 015 Strahd's igno ring typical vampire aversio ns . th at fact
is noted in the creature's stat block .

UNDEAD CHARACTERISTICS
~ A n undea d cre ature ha s the follo wing charact er ist ics
(MM 317).

Undead Immunities: Immunity to all mind-affecting spe lls
and abilit ies (charms. compuls ions. phantasms. patterns ,
and mo rale effects), poison , sleep effect s , paralysis , stunning,
disea se, and death ef fects . Not subject to extra damage from
critical hits , nonlethal damage, ab ility dra in, or ene rgy drain.
Immune to damage to physical abilit y scores (Stre ngth , Dex
ter ity, and Constitut ion), as well as to fatigue and exhaus tio n
effect s. Not at risk of death from ma ss ive damage, but when
red uced to 0 hit points or less , it is immediate ly de str oyed.
Immune to any effect that requ ires a Fortitud e save (unless the
effec t also works on ob ject s or is harmless) .

Undead Traits: Darkvis ion ou t to 60 fee t . No Constitution
score. Uses its Cha risma modif ier fo r Concentrat ion checks.
Not affected by raise dead and reincarnate spells or abilities.
Resurrect ion and true resurrection turn undead creatures back
into the living creatures they were befo re becom ing undead .
Negative energy (such as an inflict spe ll) ca n heal undead
creatures. Undead do not breathe , eat, or s leep .

VAMPIRE CHARACTERISTICS
Avampire has the following cha racterist ics (MM 252). Vamp ire
spawn share man y of these abilit ies .

Vampire Abilities: The DC for all saves agains t these ab ilit ies
islO.. 1/2 vampire's or spawn's HD .. vamp ire's or spawn's Cha
mod ifier unless otherwise specified (MM 252).

Fast Healing (EIC).o A vampire heals 5 points of damage each
round so long as it has at least 1 hit point; a vampire spawn
heals 2 points of dam age each round . If reduced to 0 hp in
combat , a vampire or vampire spawn automat ically and imme
d iately assumes gas eous form and must reach its tomb within
2 hou rs o r be utt er ly destroyed. Any add itional damage it takes
in gas eo us form has no effect . Once at rest in its crypt, the
vampire or vampire sp awn is he lples s fo r 1 hour. After 1 ho ur,
it regains 1 hit po int and is no longer helpless, then resumes
healing at the normal rate per round.

Spider Climb (Ex): A vampire o r vampire sp awn can climb
sheer surfaces as though with a spider clim b spe ll.

Energy Drain (Su): livi ng creatures hit by a vam pire's s lam
attack gain two nega tive levels , and the vampire gains 10 tem 
pora ry hit po ints. living creatures hit by a vampire spawn's
slam attack gain one negative level, and the vampire spawn
gains 5 temporary hit points. See OMG 293 for more informa
tion abou t energy drai n and negative levels .

Alternat e Form (Su): A vampire can assume the sha pe of a
bat , d ire bat , wolf, or d ire wolf as a standard act ion . This ab ility

is similar to a polym orph spell (Cl 12th) , except that a vam pire
does not rega in hit po ints fo r changing form and mu st choos e
o ne of these forms. A vampire in an imal form loses its natura l
slam attack and it s dominate ab ility.

Blood Drain (EIC): A vampire or vampire spawn can suck
blood from a living victim with its fangs by making a success
ful grapple check.lfit pins the foe, it dra ins blood , dealing ld4
po ints of Constitution drain each round the pin is maintained .
On eac h such successful attack, the vampire or vamp ire spawn
gains 5 tem po rary hit points that las t for up to 1 hour. This abil
ity doe s not affect elementals, plants , o r creatu res tha t lack a
Con stitut ion sco re.

Children of th e N ight (Su): Once per day, a vampire ca n call
forth ld6..1 rat swarms , ld4..1 bat swarms, o r a pack of 3d6
wolves as a s tandard act ion . The creatures arrive in 2d6 rounds
and se rve the vampire for up to 1 ho ur.

Dominate (Su): A vampire can crush an oppo nent's will jus t
by looking into his o r her eyes. Th is is simi lar to a gaze att ack
with a range of 30 feet , except that the vampire mu s t use a
s tandard act ion and choose a s ingle target-those merely loc k
ing at it are unaffected. The vampire 's tar get mu st succeed o n
a Will save or fall instantl y under its Influence as though by a
dom inat e person spell (Cl12th) .

Create Spawn (Su): A humanoid or mon strous hu man oid
s lain by a vampire's energ y dra in rises as a vampire spawn
ld4 days after burial. A victim sla in by a vampire's blood d rain
retu rns as a spawn (4 or fewer HD) or as a vampire (5 or mo re
HD).

Gaseous Form (Su): As gaseous f orm at will (Cl 5th), but the
vampire o r vampire spawn ca n remain gaseous indefinitelyand
has a fly speed of 20 fee t with pe rfect mane uverab ility.

Vampire Aversions: A vampire or vampire spawn cannot
tolerate the stro ng odo r of ga rlic. It reco ils from a mirror or
st ro ngly presented holy symbo l. Whe n reco iling, it must stay
at leas t 5 feet away from a creatu re holding the mirror or holy
symbol and ca nnot touch or make melee attacks aga inst th e
creature holding the item for the rest of the encounter. Holdin g
a vampire or vampire spawn at bay take s a standard act ion . A
vampire or vampire spawn can 't cross runn ing water (thou gh it
can be ca rried across) and can' t enter a private bu ild ing unless
invited.

Vampire Vulnerabilities: Vamp ires and vampire spawn share
the following vulnerabilities .

Sun light: If a vampire o r vam pire spawn is exposed to d irect
sunlight, it is disor iented and can take only a s ingle move ac tion
o r standard act ion in the first round of exposur e. In the next
round , it is de stroyed utterly.

Runn ing Wat er: Immers ing a vampire o r vampire spawn in
runn ing water dea ls on e-thi rd of its hit po int s in damage each
rou nd . If it reaches 0 hit po ints when imme rse d, or at the end
of three round s of immersion, the creature is des troyed .

Wooden Stake: If a vampire or vampi re spawn is help less , a
foe can take a full-round act ion (simila r to a coup de grace) to
dr ive a woo de n stak e through its heart . This renders the body
ine rt, like a normal corpse. and ma kes it vulnera ble to no rma l
att acks so that it can be de stroyed. If the wooden stake is re
moved before the bod y is de stroyed, howe ver, the vampire o r
vampire spawn returns to unlife, althou gh it has 0 hit po ints
and assumes gaseous form .



Svalich Woods, one in the swamp to the east, and one high
in the mountains. Performing dark rituals at each once -sanc
tified altar, St rahd bound him self to the land and the land
to him, gaining great powers in the bargain . Stripping hi m
of those powers requires visit ing each fane and pe rformi ng
specific ritu als to sever his con nect ion to the land.

Th e Dayheart: Th is massive crystal, fed by dreadfu l
energies, grants vampi res link ed to it immunity from the
effects of sunlight. The Daylleart occu pies th e h ighest par t
of one of the castle's spires . For more in formation about this
artifact, see area 60A in Castle Ravenlofr (page 158) and the
Appendix.

l egacy Items:Two legendar y magic items ofgreat power
can overcome many of Strahd's defen ses. Th e H oly Symbol
ofRavcnki'ld predates th e arrival of Strahd's family in Baro
via and is a potent tool against vampire s, but has been lost
for centuries. The SUt15tvord, the origina l model for all su n
blades, is the bane of undead. St rahd at temp ted to have the
weapon destroyed, but un kn own to hi m, its blade sur vives.
For more about these two item s, and the ritu als needed to
fully awaken their powers, see the Appendix.

IREENA
Strahd believes that Ireena Kolyana (see page 31) is the
reincarnat ion of Tatyana von Zarovich, wife of Strahd's
brother Sergei. Strahd's unrequ ited love for Tatyan a drove
him to madn ess and plunged him over th e precipice into
irredeemable evil. Having seen Ireena in Barovia, Strahd
believes his anc ien t love has returned [0 him, and he seeks
to claim her. Th is obsession is the primary motivation for
everything he does.

Strahd wants to "win the love" of Ireen a, but in the evil
manner of a corrupt immortal, such wooing occurs over
the course of th ree visits. He believes that in this way he is
"building a relationshi p." During the first two visits, St rahd
lulled Ireena into complacency through domi nation . He
maneuvered her into being alone with him so he could bite
her neck and drain some of her blood . He hopes to deliver the
last bite during their th ird meet ing, making her his vampire
consort.

Srrahd never directly attac ks Ireena, nor does any creatu re
under his comman d. However, he had her fath er, th e burgo
master, killed for atte mpting to interfere in th eir romantic
"destiny."He keeps an eye our for any opportu nity to separate
Iree na from the PCs, should she join them , then bring her

STRAHD'S SPELLBOOKS
More than simply a treasure to be won by skilled or lucky pes,
Strahd's spellbooks represent a wealth of additional tactica l
options for the vampiric genius. The following lists add itional
spell s that Strahd knows in add ition to those he has prepared.
Feel free to substitute different prepared spells to account for
the party's capabilities and weaknesses . If you have access to
sources other than the Player's Handbook, particularly Spell
Compendium , you can substitute spells from those books for
others in Strahd 's repertoire.

5th- cone ofcold, hold monster, magicjar, prying eyes, teleport,
wallof f orce.

act ical Encounter Maps
All maps are scaled in 5-foot squa res for the sake of regu
lating movement on the battle grid. As described on page
59 of the Dungeon Master's Guidc, if a map feature covers
more than halfof a given square, the feature is considered
10 exte nd into that squa re. For example, if an area of light
undergrowthskirtstheedges ofasquare,but the restofthe
square is clear, then entering that square entails no extra
movemen t cost If the und ergrowth extends past the cente r
of the square , the square cos ts 2 squares 10 move into.

Diagon al walls on th e tactical maps are positioned so
they cut through the sides of squares edges instead of ru n
ning from corne r 10 corne r. As a result, it's easy to tell on
which side ofa walla cha racte r can stand in a given square,
since every squa re that a diagonal wall passes th rough has
one area th at is largely clear and another tiny corner th at
is impassable.

into a new real m ofexistence. Dom ination is Strahd's ace in
th e hole-ten days rem ain before the effect ends, though
l reena doesn't realize she is unde r the vampire's control.
Strahd calls upon this advantage on ly when he deem s the
time is ripe to bring h is bride-to-be into the fold.

As the undisputed master of Barovia, Strahd has many spies,
from swarms of bats to wandering Vistani, packs of ghou ls
to dri fting gho sts. Th ese agents consta nt ly patrol the land s
of Barovia and report ever ything they see to Strahd.

Every day and every night the PCs remain in Barovla, some
spy of the cou nt checks on th em and att empts to return to
Strahd with a report (once ever y 12 hours). A spy does not
const itu te an encou nte r if th e PCs are un aware of its pres
ence. If they do not ice it, the spy's top priority is usually
escape, not combat. After all, Strahd brough t the PCs to
Barovla for a reason, and kil ling th em would run cou nter
to th e master 's directives- at least at the outset. (Later on,
St rahd might well want the PCs dead; if so, hi s spies attempt
to carr y o ut h is wishes, th ough they still flee when a fight
tu rn s against th em.)

A seconda ry goal for a spy is to acqu ire some physical
object- a possession, an article of cloth ing,or even some part
of a cha racter's body such as a lock of hai r or a bit ofnail-th at

4th - animate dead, arcane eye, bestow curse, confusion, con
tagion, detect scrying, Otiluke's resilient sphere, solid fog .

3rd- c1airoudience/c1airvoyance, gentle repose, hold person,
slow, stinking cloud, vampiric touch, wind wall.

2nd- bull's strength , cat's grace, command undead, darkness,
detect thought s, glitterdust, gust of wind, Melfs acid arrow, see
invisibility, Tasha's hideous laught er, touch of idiocy, web.

1st- burning hands, cause fear, charm person, comp rehend
languages, identify, obscuring mist , shocking grasp, sleep, unseen
servant.

O-all except abjuration and illusion.



Each night the PCs remain in Barovia, choose one of the
following spies or roll idzo. Again, add 1 to th e roll each
night after the first.

Strahd can use to cast scrying more reliably. If confronted by
the party, the spy attempts to grab some accessible item from
a character and then fIees if possible.

Should th e situa tion merit his personal involveme nt,
Strahd himself might leave th e castle to observe the PCs.

Each day the PCs remain in Barovia, choose one of the
following spies or rcll rdzc. Add 1 to th is roll each day after
the first.

VISTANI
The Vistani of Baroviaare a loose gangofhuman and halfIing
thieves, smugglers, extortionists, and can artis ts.They travel
the region in small groups, carry ing stolen goods and con
traband between Barovia'sneighbo rs on all sides. Alth ough
the villagers fear and despise them, th e Vistani are un der
the protection of Strahd and are among h is most loyal and
useful servants. ~

These human Vistani look like thugs,armed with wickedly
curved swords and wearing chain sh irts under th eir colorful
garb, but they are actua llyskilled rogues- and keen observ
ers. If the PCs spend time in the vill age of Barovia, several
Vistani sit or stand in a cluster nearby, seemingly eng rossed
in a conversation in their own language while one pays atten 
tion only to the PCs. A character who makes a successful
Sense Motive check opposed by any Vistan i's Bluff check
result (Vlsrani have a +6 modifi er) noti ces one of th e group
watching the PCs.

When the PCs are outside the village, the Vistani tail them
through the wilderness for an hour or so, remaining about 60
feet awayand using their elixirs ofhiding and elixirs ofsneaking
(increasing their Hide and Move Silently modifiers to +16).
The PCs can atte mpt to not ice the spies every 10 minutes,
makingopposed checks (Spot against the Vistanl's Hide,and
Listen against their Move Silently). Remember that when the

Vtstan i are moving th rough light undergrowth, th e PCs get
a +2 bon us on their Listen checks, while heavy u ndergrowth
gives a +5 bonus. If attacked, the Vistani dr in k their potiom
ofshit/II of faith and fIee at the earliest opportunity.

For more about the Vistan i, includ ing statis tics blocks,
see encounter area G on page 52 and the associated tact ical
encounter on page 76.

VARIKOV THE TRAPPER
Thi s dwarf ranger is a depraved killer who enjoys trappin g
and skinni ng hum an prey more th an ani mal quarry. He
knows the Svalich Woods and the surroundi ng area bette r
than any other living creatu re. Vatikov's lair is a cave beh ind
Tser Falls (area H on the overview map).

Varikov keeps his distance when spyingon the PCs, relying
on hisgood Spot modifier to keep them within the maximum
range ofhis vision (rough ly 120 feet during th e day, or 60 feet
at night) whi le tr ying to stay out of th eir sight. If he loses
sight of th e PCs, he uses Track to follow their trail unt il he
can see them again. Parkash,h is wolf compan ion,uses th e aid
another action to help Varikov in tracking. Vartkov'sfavored
enemy is humans, so he gain s a +2 bonus on Survi val checks
to track the party if it includes a human.

The ranger tries his best to avoid combat, but if th e pes
notice him and attack, he does not retreat unt il defeat is
obvious. Even th en, if he is su re that a sign ificant number of
th e PCs can keep up with h is relatively low speed, he stands
and fights desperately rather than making a futile attempt
to gel away.

WORGS
These large, intelligent wolves follow th e PCs. During day
light hours, the pack is arelativelysmall group that stays about
70 to t20 feet from the PCs. Thi s separation corresponds to
the maximum distance at which their Spot checks can detect
the PCs in a dense forest (2d6 X 10 feet; DMG 87). If the PCs
attack the worgs dur ing dayligh t. the creatures scatter imm e
diately, running off in different directi ons.

At night . the pack is larger and more aggressive.The worgs
stay abou t 30 to 60 feet away from the PCs (i d- - z X 10 feet),
since they mus t rely on their fog-hindered darkvisicn to
keep tabs on the part y. If the PCs th reaten or attack them
at nigh t. the worgs try to surround the party and fight back,
withdrawing on ly after roug hly one-quaner of them have
been slain.

Should the PCs remain in th e village during the day, th ey
can see and hea r the worgs ranging around the edge oftown
and howling frequently. If the Pes stay in the village at night,
th e ",o rgs snarl and howl as they stalk the streets outside the
building where the characters are lodging.

In combat, th e worgs use flank ing and aid one ano ther in
attacks to hit high-AC characters more easily. If one manages
to trip a PC. the orherworgs concentrate their attacks on that
character and make at tacks ofopporruniry when she tr ies to
stand. (A worg can not use th at attac k ofopport unity to trip
the character again, since she isalready prone when the arrack
occurs.) Flank ing worgs often take tu rns figh ting defensively
(- 4 attack, +2 AC), but if a foe concentrates attacks on one of
the pair. th at one takes the total defense action (+4 AC, no
attacks) while the other makes th e best use offlanking.

Spy

1d3+1 Vista ni (El6)
1d4+1 worgs (EL 6; MM 257)
Va rikov the trapper (EL7; see below)
Kavan the Grim (EL 7; see page 11 )
Servingspell

Spy
2d4 worgs (EL 7; MM 257)
1d4+1 dire wolves (EL7; MM 65)
2d4 bat swarms (EL 7; MM 237)
2d4 dire bats (EL 7; MM 62)
2 ghasts plus 2d4 ghouls (EL 7; MM 11 9)
1d4+1 vampire spawn (EL 7; MM 253)
1 wraith (MM 258) plus
1d3+1 wights (MM 255) (EL8)
1d3 spect res (EL9; MM 232)
Sasha lvliskova (see page 13) plus
2 vampire spawn (EL8)
Strahd (EL 15; see page 6) (roll 1d6):
1-2: Di re wolf form plus 1d4+1 dire wolves
3- 4: Bat form plus 2d4 bat swarms
5-6: Dire bat form plus 2d4 dire bats

23+

19- 20
21- 22

d20
1-3
4-6
7-9
10-12
13- 14
15- 16
17-1 8

d20
1-4
5- 10
11- 15
16- 18
19- 20
21+



Formore about Varikov, including statistics for him and Far
kash,seeencounter area H on page62and the associated tactical
encounter on page 82.

KAVAN THE GRIM
Srrahd has been experi
menting (0 create vampire
minions with the ability to
move about in daylight . He might
even beplanning to create a population of
rhe daywalker breed (see Srrahd's Dynasty on page
15). Among the first of these creat ions, Kavan the Grim is a
savage brute w·ho relishes his new abili ty to cause mayhem
under the noond ay su n. His ferocity makes h im a poor
covert spy, but he can accu rately repo rt on the PCs' combat
abilities.

Kavan hurries toward the part y at top speed, making no
effort at stealth-once he closes to 90 feet , the PCs notice his
approach. On his first turn in combat, Kavan rages and moves
10 attack the nearest character. He fights until he drops to 0
hit points, then dri fts off in gaseous form toward the crypt s
beneath Castle Ravenlofr.

Kavan'sdaylight attack should beaclear warning to the PCs
that they are not up against any norma l vampire foe. Unlike
Strahd, though, Kavan suffers from the normal vampi re
aversions.

KAVA N THE GRI M CR 7
Malevampire (human) barba rian 5
CE Medium undead (augme nted humano id)
Init +S; Senses darkvision 60 ft.; listen +12, Spot +8
Languages Common, Giant

AC 22, touch 12, flat-foote d 18
(+4 Dex, +4 armor, +6 natural, - 2 raging)

hp 38 (5 HD); fas t healing 5; DR l a/s ilver and magic
Immune sunlig ht; undead immunities
Resist cold 10, electricity 10; +4 turn resis tance
Fort +4, Ref+7, Will+5
Weakness vampire aversion s, vampire vulnerabilities (except

sunlight)

Speed 45 ft. (9 squares), sp ider climb 20 ft.
Melee +1 bastard sword +15 {ldl0+l0} and

slam +9 (ld6+4 plus energy drain)
Base Atk +5; Crp +14
Atk Options Combat Reflexes, energy dra in, magic st rike,

rage 5/da y (3 rounds)
Special Actions blood drain ld4 Con, gaseous form
Combat Cear potion of resist fire 10

Abilities Str 28, Dex lS . Con -. Int 14, Wis 15, Cha 14
SQ crea te spawn
Feats Alertness' , Combat Refle xes' , Dash '"] , Dodge ", Exot ic

Weapon Proficiency' (bastard sword), Extra Rages,
Improved Initiative", lightn ing Reflexes"
*Feat described in Complete Warrior
*If you are using the ta int rules in Heroes of Horror,
replace Dash with the Touch of Taint feat from that book .
Kavan's speed becomes 40 ft. (8 squares).

Skills Intimidate +10. Jump +20, listen +20, Sense Motive
+10, Spot +16, Survival +10

Possessions combat gear plus masterwork cha in shirt, +J
bastard sword. gauntlets ofogre power



Fast Healing (Ex) If reduced to 0 hp in combat, Kavan
automat ically and immediatelyassumes gaseous form
and makes his way toward an empt y crypt in area K84,
which he must reach within 2 hours or be utterly
des troyed.

Vampire Vulnerabilities Kavan suffers no ill effects from
sunlight.

Energy Drain (Su) living creatures hit by Kavan's slam atta ck
gain two negative levels. At the same time, Kavan gains
10 temporary hit points.

If you are using the taint rules in Heroes ofHorror.
Kavan's energydrain also increases the target 's depravity
score by 2 points or its corruption and depravity scores
by 1 point each (because of his Touch of Taint feat).

Magic Strike (Su) If Kavan hits with his slam atta ck, the
attack is treated as magic for the purpose of overcoming
damage reduct ion.

Blood Drain (Ex) If you are using the taint rules in Heroes of
Horror, Kavan's blood dra in also increases the target's
corruption score by 2 points (because of his Touch of
Taint feat).

Gaseous Form (Su) Kavan's Armor Class in gaseous form is
14, touch 14, flat-footed 10.

When not raging, Kavan has the following changed statistics:
AC 24, touch 14, flat -foo ted 20
Will +3
Melee +1bostord sword +13 (ld10+8) and

slam +7 (ld6 +3 plus energ ydra in)
Grp +12
Special Actions alternate form (doesn't use), children of the

night (doesn't use), dominate (Will DC 14)
Abilities Str 24
Skill s Bluff +10, Hide +15, Jump +18, Move Silently+15,

Search +10, Sense Motive +10, Survival +10
Alternate Form (5u) Although Kavan can change to other

forms as anyother vampires can, he never does so.
Children ofthe Night (5u) Kavan revels in his own power and

never uses this ability.

Se RYING SPELL
Strahd casts scrylPig on one of the PCs, based on the infor
mation reponed to him by earlier spies. If the PCs have
prevented anyspy from returning to Strahd with information
about them, there is no scrying attempt th is day.

Strahd targets the character he believes is most likely to
fail the Will save (DC 19). Take int o account any of the fol
lowin g circumstances that apply:

If Strahd is relying ent irely on spies' in formation, his
choice of target is based on a ske tchy description of the
Pes. If one of the PCs is described as bruti sh (a half-ore
barbarian, perhaps), then Strahd targets th at character. He
does not choose anycharacter whose descripti on suggests
a speIlcaster or one who has an animal companion.
If Strahd has observed the Pes in action before, he targets
the character with th e lowest Will save mod ifier.
Unless Strahd has person ally seen the Pes, th e targeted
character gets a +5 bonus on th e wll1 save.
Ifhis spies secured a possession or garment ofone of th e
PCs, Strahd targets th at character, who takes a - 4 pena lty
on the Will save.
If his spies secured a lock of hair, bit of nail , or simi lar
piece ofone of th e PCs, Strahd targets that character, who
takes a - to pen alty on the Will save.

DIRE WOLVES
Larger but far less int elligen t than Strahd's worg spies, these
ani mals trail the PCs (or circle thei r camp) in a pack, occa
sionally piercin g the night with their cries. If the PCs spen d
the night in the Village, they hear the wolves' howling nearby
after nightfall. If a PC is alone, whether in the woods or on
the streets, the pack attacks immediately.O therwise, the dire
wolves attack 1 hour after locating th e party, even entering
th e Vi llage and trying to break through doors and wind ows.
They try to flan k and (rip PCs but are not as sophisticated in
th eir tact ics as worgs-they do not position themselves to

make attacks ofopport unity, nor do they fight defensively.

BAT SWARMS
Masses of bats engulf all the PCs in their area. If the part y
is ins ide a build ing, the bats pou r in through open doors,
wind ows, and chimneys. Th ey swarm arou nd the PCs for
up ro 10 round s, th en disperse. Even if the swarms are dis
persed before th en, some bats return to Strahd to give th eir
report .

DIRE BATS
Enorm ous bats fly 10 feet off the ground over the area where
the PCs are spending the night , screeching horribly (and
str iking terror into the townsfolk , if the PCs are in the vil
lage). If attacked, the bats fight back fiercely but flee after
two are killed.

GHASTS AN D GHOULS
This pack of undead stalks through the village or circles
the PCs' camp in the wilderne ss. If attacked, the monsters
scatter- but return in a half an hour or so, maintaining their
distance. Thei r aim is to tire the characters ou t by forcing
them to remain vigilant thro ugh the nigh t; the pack strikes
about an hour before dawn. The undead use tactics similar
ro those of worgs:The y concent rate on characters the y per
ceive as weak , and team up to exploit flank ing or use th e aid
another act ion. If a ghoul begins its turn adjacent ro a para
lyzed charac ter and at least 15feet away from a non paralyzed
charac ter, ir grabs the paralyzed character and moves away
from the battle .The ghasts continue to fight until no ghouls
remain , th en flee.

VAMPIRE SPAWN
These weak vamp ires w'ere villagers un ti l very recently, and
th ey appear to be young, healthy hu mans- until they open
th eir mouths . They behave in a friendly fashion, trying to
get close enough to attack as many PCs as poss ible before
the party can react. In part icular, th ey target lightl yarmored
characters who might otherwise stay out of melee and use
ranged spells or attacks. O nce each is adjacent to a PC, or
combat begins, th e spawn bare th eir fangs and attack. They
fight without fear, fleeing ro Castle Ravenloft (and their cof
fins in th e cry pts) in gaseous form if they are reduced to 0
hit points .

WRAITH AND WIGHTS
Like the ghouls, these undead stalk through the Village or
circle the PCs' camp in the wilderness. Unlike the ghouls,
the y aim to hit hard, weaken th e PCs, and th en retreat. The
wraith sends the wight s forward in a pack to assault the main



groupwhile it sneaks around to attack spellcasters who are
avoiding melee. The wight s try to bestow negative levels on
as many PCs as possible, while the wraith drain s as much
Constitution from its target as it can. Once half the wights
have been destroyed, the remaining undead tr y to flee.

SPECTRES
These incorporeal undea d begin
anencounter byexploiting their
unnatural aura. PCs in the vil
lage hear their stabled horses
neighing wildly in response to
spectres' presence. If the PCs
are camping in the wild, the
spectres deliberately approach
horses, ani mal co mpa nions,
or any other anima ls with the
pany,(Arcane familiars and spe
cial mounts are magical beasts,
not animals, so they are not
affected by the spectres' unnatu
ral aura.)The spectres th en hide
in solid objects nearby (such
as the ground), leaving only
their facesexposed.They attack
anyone investigating the source
ofthe disturbance, drain ing the
PCs of life energy to weaken
them aga inst Srrahd. Once they
have done sufficient damage, or
ifbatrle turns against the m, the
spectres dive into the g round
and head back to the castle to
report their observations.

SASHA IVUSKOVA
Sasha lvliskova is a beautiful
anddangerousvampire who was
transformed byStrahd in an ear
lier romantic liaison. Altho ugh
sheis normally confined to her
crypt beneath the castle, Sasha
has been let off her shor t leash
to spy on the PCs. s he bri ngs
two vampire spawn wi th her
but avoids combat at all costs.
She casts blurand mage armor on
herselfbefore approachi ng th e parry's locat ion. and imme
diatelyflees in gaseous form if the PCs attack. The vampi re
spawn fight for a few rou nds to cover Sasha's retreat, then
assume gaseous form themselves and follow their mist ress
back to the castle.

For more informa tion about Sasha, includi ng her statis tics
block. see the description of Cry pt 20 in area K84, page 123.
andthe associated tactical encounter on page 190.

STRAHD
IfStrahd spies personally on the PCs, he assumes one of his
animalforms(see page 7)and travelswith agrou p of the same
kind.The animals behave as described above, with Strahd

blend ing in as one of the pack. If combat ensues, Stra hd joins
in unti l he is serious ly th reatened, then flees.

If Strahd takes bat form and joins a swarm of bats, he is
ind istinguishable from the other members of the swarm. He
cannot be targeted separately un less the attacker uses lld ect
IHhlead or some similar means to pinpoint Strahd's location

amo ng the other bats. He
shares the swarm's space hut
makes his own saving throws
against areaattacks th ataffect
the swarm, raking damage
separately.Wind affects him
just as it does a flying creature
of his size.

STRAHO'S
GOAlS.

Strahd is the d riving force
beh ind every thi ng that goes
o n in this adventu re. Usu
ally the desires of the PCs
determine what d irection
th ey take, which of myriad
op port uni ties th ey decide
to pursue. Not so here. The
PCs come to Barovia because
Stra hd \..'ants them to. They
stay beca use he will not
permit them to leave.

Srra hd has two goa ls
that drive h is every action
and influence his int erac
tion with the PCs and the
village of Barovia. One is
fixed- his desire to win the
love of Ireena Kolyana. His
secondary goal isvariable and
de termined by you, the DM,
before the adventure begins.
Th e nature of thi s goal deter
m ines how and why Strahd
brings the PCs to Barovia. It
also guides his actions once
they arrive and t herefore
has a d ramatic impact on the
overall tone and mood of the

adventure. For th is reason , you should choose a seco ndary
goal that interests you. However. you can also randomly
determine a goa l by rolling Id6 and consulting th e follow
ing table. (In a short adventure or a one-night session, Strahd
has no secondary goal; see page 18.) The description of each
secondary goal below also discusses Strahds genera l stra tegy
and the goal's effect on the adventure's mood.

Strahd pens a letter th at purports to come from the bur
gomaster of Barovia, which is intended to d raw the PCs into
his scheme. Choose the appropri ate version of the lett er from
the Appendix, depending on whe ther Strahd has a second
ary goal and what it is. Photocopy the letter and give it to the
players.



d6 Second ary Goal Letter
1 Brook No Rival A
2 Descent into Madness B
3 Strahd's Dynasty C
4 Undead legions D
5 Untamed Allies E
6* (no seco nda ry goal) F
*Roll aga in on a result of 6 if you want to determ ine a

secondary goal randomly. If you are playing a situation in
which Strahd has no secondary goal, lette r F is the one
the PCs receive.

BROOK NO RI VAL
Strahd seeks to dest roy the coven of witches that gathers at
Lysaga Hill, and in particular its leader, the gree n hag Baba
Zelenna . (For more about the coven, see Chapter 3.) He
believes-c-rlghrly-c-tha t Baba Zelenna seeks to summon a
demon who would challenge Strahd'sauthority over Barovia.
He hopes that by lurin g the PCs to Barovia, he can incite
them to root out the Witches. Either Baba Zelenna will come
to Strehd for help,or the PCs will destroy the hag and scatte r
the coven. Strahd would be content with either outcome.

To furt her th is goal, Strahd sends a message (letter A) to
the PCs that claims Ireena is suffering under a curse placed
by the Witches. Once the PCs have arr ived in Barovia and
dealt with the zombie plague, they find that Ireena has been
having bad dreams- and bears the marks of Strahd's bite
on her neck. (They probably also discover that the letter is a
forgery,since the burgomaster has been dead for some time.)
Strahd hopes that the PCs are sti ll cur ious about the witches
of Lysaga Hill. Ireena and the other villagers do believe that
the witches are a threat, and they in form the PCs that the
coven gathers on the night of the new moon every month .

If the PCs visit Lysaga Hill before the nigh t of the new
moon , they find the ancient ruins that mark the site of the
gathering, along with the undead that haunt it, but Baba
Zelenna evades them. Should the y come at the new moon,
they discover the witches in the midst of the summoning
ritu al. The witches have already succeeded in conjuring an
aspect of their demon lord, and they are tr ying to create a
portal through which his true form can pass. If the PCs fail
to prevent thi s, the demon prince enters the world and moves
toward Castle Ravenloft.

Srrahd's St rategy: As long as the PCs are working against
the witches, they find unlikelyallies in the minionsof Strahd.
Strahd's spies do not attack or threaten them and maintain
a relatively inn ocuous presence. The Vistani , vartkov the
trappe r, and even Strahd's vampir e servants offer informa
tion about the witches' gathe rings. If the PCs enter Castle
Ravenloft before facing the witches ,Strahd does not attack;
if the PCs find him, he tries to rum them against the coven.
He uses his ,laminate ability to bend as many PCs as possible

TAINT, CORRUPTION, AND DEPRAVITY
The Heroes of Horror supplement deta ils optional taint rules
to increase the sen se of horror. Encountering creatures tainted
by evil, o r simply remaining in a defiled area , makes characters
increasinglytwisted in both body and soul.The greater the taint.
the more severe its effects on the character.

Corruption emcompa sses physicaleffects, ranging from mere

to his will . He then departs, urging the dominaled characters
to leave the castle and hunt the witches.

If the PCs defeat the witches, Strahd initially views them
as useful , if unwi tting, allies.Should theyventure into Castle
Ravenloft afterward, he appears before them personally to
thank them for their help but thenceforth avoids them. How
ever, if the PCs st rip any of his fane-Signs away from him or
per form the bonding rituals for either the Sunsword or the
Holy Symbol of Rallenk hlJ, he finally recogn izes them as a
th reat. At that point, he revert s to the cat-and-mouse tactics
described throughout the adventure.

Mood:Thisscenario creates and reinforces a mood ofinrer
nal struggle, With Srrahd's assistance.the PCsdo und eniable
good by thwarting the witches' demonic cu lt, but they are
simultaneously aiding an even greater evil by helping Strahd
remove a threat to his power.

DESCENT INTO MADNESS
During centuriesof unde ath ,Strahd has grown increasingly
depraved and is now utterly lost to madness. His madness has
manifested as a shapeless spawn that has established itself in
Strahd's old audience chamber.This horror is the true master
of Castle Ravenloft now.Strahd does not have a specific goal
in thi s scenario but is engaged in crazed activities that draw
the PCs Into the advent ure.

Without being fully conscious of it,Strahd seeks freedom
from his madn ess. Such release can be accomplished only
th rough the death of the shapelessspawn,but neither Strahd
nor his minio ns can attack the creature. When hisworg spies
report that the burgomaster ofBarovia tried to send a message
outside the valley, thi s news tri ggers something in Strahd's
demented mind. He makes up a message (letter B)- little
more than lunat ic ravings-that he signs (he burgomaster 's
name to and sends it out int o the world. The letter lands in
the hands of the PCs.

You can make thi s scenario part icularly effective by
adopting the taint rules in Brroes of Horror. (See the Taint ,
Corruption, and Depravity sidebar.) If you are using these
rules.creatures who gain negative levels from Strahd'senergy
drain attacks also become more depraved and time spen t in
Castle Ravenloft has the same effect.

When the PCs reach Barovia and meet Ireena, they find
that-in addition to suffering from Strahds blood drain-she
is also slowlygoing mad, her mind warped by Strahd'satten
tions.Terrible nightmares have plagued her sleep, filled with
tentacled horrors and howlin g darkness. She has gained a
mild phobia of aberra tions, forcing her to make a successful
Wi ll save (DC 12 + the CR of the aberrat ion) whenever she
encounters one, or be shaken for the duration of the encoun 
ter, (If you are using the taint rules, Ireena has a depravity
score of 4.)

blemishes to horrific decay and mutation . Depravity de scribes
mental ins tability brought on by taint , anything from a mild
phob ia to full-blown psychosis. Fulldeta ils on taint, corruption,
and depravity begin on page 62 of Heroes ofHorror.

Certain characters encountered in this adventure might have
corrupt ion or depravity scores noted for campaigns that use the
taint rules.



If th e PCs find and slay th e shapeless spawn in area K25A
(see th e tactical encou nter on page 138), Strahd begins to
regain hi s hold on sanity. He still behaves erratically until
the PCs find h im in the room determined by th e Fort unes of
Ravenlofr reading. (Even if th ey have encountered him th ere
before, Str ahd ca n always be found in th is room af te r the
shapeless spawn's death.) At th at t ime, his tact ics are log ical
and intelli gent-he even has the presence ofmi nd to th an k
th e Pes for freei ng him fro m hi s m adness.

Mood: Th is sce nario produces an adve nt ure filled with
con fusion and a sense of eeriness or incongruity. Being un able
to find th e logic or reason in a situ at ion ca n be a horrifi c expe·
rience. In addi tion, if you are using the taint rules, Srrahd's
madn ess spreads to the PCs.Their increasing dep ravit y creates
a mood ofgrowi ng desperation and self-loathing.

STRAHD'S DYNASTY
Stra hd see ks to found a dyn asty of daywalk er vam pires, a
network ofundead sp ies and agents wh o will do hi s bidding,
day or night. Th e PCs come to hi s atten tio n becau se of th eir
power: Turned to his service, they would be able m inions.
In this case, Srrahd's m issive (lette r C) is designed to draw
the PCs d irectly to th e cas tle. H is servants harry th em as
they move about th e village and su rrounding land s, tryi ng
to d rive th e party in that d irect ion.

St ra hd's Strategy: O nce the PCs reach the cas tle, Strahd
tri es to co nfron t th em one at a time and drink th eir blood.
(Death by energy d rain crea tes a useless vampire spawn,
wh ile a vict im d raine d of blood becom es a form idable ser
vant.) He waits u ntil a charac ter becomes separated from th e
group with in the castle , then att acks in human form. Srrabd
typically begins with ",illli fog to weaken hi s target 's wil l and
then uses h is domi'lttle ability to subdue th e PC wi thout a
fight . If that doe sn't work, he uses any or all of dfep slumber,
rayofexlmustiou, and cltill loucJl to weaken th e cha rac te r and
inc rease his own odds in a gra pple. Ifall else fails, Stra hd uses
his btadofforce to restrain the character unti l hi s do mi nate
atte mpt succeeds. (Since he has only one bt-ad offorct,he saves
it for a tru ly desperate situarion.)

O nce he manages to overcome hi s target ,Srrahd com mands
submission while he drain s the domi nated characrer d ry. He
then inters th e body in a cry pt benea th the cas rle. The de ad
PC animates as a vampire ld4 days later, unless th e ot he rs first
find th e body and eithe r dest roy it o r return th e character to
life. An y PCs wh o rise as Stra hd's m inions are sent aga ins t
th eir forme r com panions.

Ifhe must face the enti re part y (fo r exa mple, when th e PCs
firs t enter th e room indicated in the Fortunes of Ravenloft
readi ng), Strahd leads with mind fog again, th en tries deep
slumbe r to lake 3 1 least some PCs out of the figh t. He tries
to domi'late all those who rem ain, com ma nd ing characters
who succ umb to stand aside from the batt le. Ifhe manages to
overco me a strong combatant, such as a fight er, he comma nds
th at PC to grapple a spe llcas ter who is resis ti ng Strahd's will
(g ran ting the attacker a new save with a +2 bonus).

Mood : The possibili ty of fellow adve nturers tu rni ng
agai ns t th e part y, along wi th Strah d's frequ ent atte mpts at
domiflation, contribu tes to a mood of betrayal and dis trus t.
Strahd also relie s on separat ing and overcoming the PCs
one by one , producing a sense of isolation th roughout an
adve ntu re using th is seconda ry goa l.

St r ahd 's St rategy: The mi nions of Strahd behave nor
mally,as described throu ghout th e advent ure. Strahd himself,
however, acts erra tica lly. When ever th e pe s enter an area
in Castle Ravenlofr in which Strahd might att ack (accord
ing to the description of the are a), there is a 25% chance
he does so, regard less of other circums tance s, unless he is
incapacitated.

Strahd's tactics in battle suggest a confusio'l effec t more
than th e act ions of a ge nius. He always direct s his at tacks
ar the last characte r wh o dealt h im dam age , and he uses th e
most powerfu l attack or special ability he ca n mu ster in each
round. He casts area spe lls against th e target of hi s in san e
fury, centeri ng them on th at character without regard for
how many o thers they can en com pass in th e area.

When fighting, Strahd sho uts cra zed exclama tions. The
following are a few suggestions.

"Iiiiiir rrrreeeeeeeenn n nnnaaaaaa!"
"The worms are creeping!"
"I am th e once lord, no lon ger lord ."
"All is void and vanity:
"Master! J am th e mast er!"
"It's so dark!"

WEIRD HAPPENINGS

dl0 Effect
1 The sound of a voice screaming comes from

somewhere in the castle; it sounds exactly like one
of the PCs.

2 The area is abruptly swathed in a deeper darkn ess
effect centered on a random PC; the e ffect ends
when that PC leaves the area .
Every word spoken in the area is ech oe d in a harsh,
evil whisper.

4 The las t PC to enter the room se es a large shadow
dart across the ent rance beh ind him, but no creature
can be dete cted .
An urgent whispe r repeats one PC's name over and
over as long as any PCs remain in the area.

6 A random PC hea rs the soft giggling of a little girl;
no one else can hear it.

7 A PC's holy symbo l drips blood while any PCs
remain in the area. There is no evide nt sou rce.

8 One of the PCs has a sudden sense of deja vu,
believing that he ha s been in this place before or
perhaps dreamed it-then suddenly "remembers"
dying horr ibly here. He ca n' t remember the cause.

9 When the PCs try to leave the area, rega rdless of the
exit they choose, they find the mselves leaving the
way they came in. If they reen ter the area, roll again
for a Strahd atta ck or a new weird hap pen ing.

10 As the PCs enter, the area begins filling up with fog.
After ld6 rounds, thi s du plicates the effect of a fog
cloud spell. If the pes rema in in the area , they begin
to see phantasm s in the fog, as described in the
Mists section (page 49).

IfStrahd does not arrack, some thing bizarre and inexpl icable
happens in stead. Roll idro and consult th e Weird Happen
ings table below. These events have no har m ful effec ts on
the Pes bUI produce an ever more unnerv ing atmosphe re.
If you are usi ng th e taint ru les in Heroesof Horror, each PC
must make a DC 20 w ill save each time a weird happening
occurs . Failing th is save increases th e cha rac ter's dep ravity
score by Id 3 points.



UN DEAD LEGIONS
The zombie infestation in the village of Barovia is just the
begin ning. Ultimately, St rahd want s ro [Urn every living
creature in the world into hi s mindless undead slave. His
only interest in th e pe s is as carriers to spread the infecti on
to th e outside world . In this situa t ion, St rahd sends out a
message {let ter D) designed to lure th e pe s to Barovia for a
battle against u ndead.

If th is is Srrahd's goal, th e zombie plague in th e vill age is
a trial run for his plans. St rahd killed Doru , the son of the
village priest, Danovich . He also made sure th at Danovich
found and read a fragment from the li ber Bfasphemr (see
page 214), hoping th at the grief-mad dened priest would use
th e vi le kn owledge in th at tome to res tore his son to terrible
unl ife.All is going according to plan , including the imminent
arriva l of the PCs. O nly th eir success against the zombies is
a surp rise to the vampire.

St ra h d's Strategy: Assuming that the PCsdes troy the blas
pheme Doru, Srrahd turns his full attent ion to transforming
the party int o the epicenter ofa new outbreak of his plague .
O utside the castle, his servants keep a close watch on th e PCs
and drive th em to seek out their master in his home. O nce
the PCs enter the castle, Strahd's tactics are simple and brutal.
He attacks whenever the PCs enter a room in wh ich he might
be encou ntered, unless he is currently too weak from his
last battl e with them. Each time, he is accompanied by two
in fected Strahd zombies, which combine the virulent conta
gion with the extraordinary resilience ofthese new creations.
All other Stra hd zombies encounte red in th e castle carry the
infectio n as well. Strahd hopes th at the PCs will con tract th e
necroman tic disease and spread it beyond Barovia .

If the PCs return to the Village after entering th e castle,
th ey find a renewal of the zombie plague, albeit diminished
from its earlier level. (Reuse zombie encounters in the vtl
lage as you see fir.) Each time they return to the vi llage, they
discover that a villager who was he lpful to them on their last
visit has become a zombie.Eventually, even Ismark, son of the
late burgomaster, falls to the plague. O nlyStrahds destruction
can put an end to th e zombie attacks.

Mood:The seemingly un stoppable zombie plague,spread
ing [Q people the PCs care about, lends a mood of spiraling
despair to thi s scenario. The players should have a sense of
racing agains t time, as the PCs try to destroy Strahd before
he transforms the entire Village into zombies.

INFECTED STRAHD ZOMBIE CR 2
HP 42 -;:-_ _ ,-.,--- _

NE Medium undead
Init +0; Senses darkvision 60 ft.; Listen +0, Spot +0

AC 16, touch 10, Flat-footed 16
(+6 natural)

HD 6; DR S/slashing
Immune undead immunit ies
Resist hard to kill
Fort +2, Ref +2, Will +5
Speed 30 It. (6 squares, can 't run)
Melee slam +6 (1d6+4 plus disease)
Base Atk +3; Grp +6
Atk Opt ions disease
Abilities Str 17, Dex 10, Con - , Int -, Wis 10, Cha 10
SQ hard to kill, plodding, undead tra its

Feats Toughness
Skills Listen +0, Spot +0
Diseas e (Su) Necromantic infection-slam, For t DC 13

negates, incubation period instant , damage sickenedj -c-.
An infected creature that drops to - 1 hit points or fewer,
or that dies , rises as an infected zombie in ld4 +1 rounds
unless properl y treated (see the sidebar on page 29).

Hard to Kill (Ex) Whenever a Strahd zombie would ta ke
enough dam age from a me lee or ranged att ack to be
destroyed. roll l d20. On a result of 11 or higher, the
zombie ignores all dam age that would reduce its hit
points below 1.

Plodding (Ex) Zombies can move and attack , but they can
not move more than their speed (6 squares) on thei r
action, and they cannot charge.

UNTAMED ALLIES
The werewolves of th e Svalich Wood s do not work for Srrahd.
though they do not oppose h im. Strahd considers them allies,
bur he wou ld like to make th em his servants. If thi s is Strahd's
goal, he en tices th e PCs to Barovia wi th a written message
(lett er E) describing th e recent werewolf attac ks.

The werewolves have no inclination to rebel against Strahd.
Th ey have been particularly act ive recently, havin g attacked
th e vill age several times in the week or two before the zombie
problem began . (Having no desire to be transformed into
mindless undead mon strosit ies, th e werewolves keep clear
of the village as long as th e zombi e outbreak rema ins.)

O nce th e PCs arrive and have dealt with th e zombies, the
villager s describe the monstrous wolfatt acks that preceded
the plague, only the latest in a series of misfortunes. Should
the PCs observe the wou nd s on l rcena's neck , th ey can rec
ognize th em as un like wolfbites-and Ireena denies having
been attacked by a lycanth rope. (They probably also discover
th at the lett er is a forger y, since the bu rgomaster has been
dead for some time.) However, Stra hd hopes that the PCs are
st ill inclined to dea l wi th the problem of the werewolves. If
they begin a serious effo rt to fight the beasts, the PCs might
have to appeal to Strahd for aid .

St rah d 's St rategy: If the PCs start hunting werewolves
in the Svalich Woods, th e werewolves retaliate with a brutal
att ack upon th e village while the party is away. At th e same
rim e, the werew olves entreat St rahd for assista nce, whi ch he
grants in exchange for an oath of loyalty from th eir leader,
the co rrupted nymph Valicia. (See encou nter C3: Nymph
Hid eaway, page 68.) Srrahd send s his mini ons in to the woods
to help the werewolves.Th e tacti cal enco un ters Ct , C2, and
C3 in Chapter 3 incl ude notes about Strahds serva nts, who
are present only in th is ci rcu mstance .

Should the PCs defeat th e werewolves and make th eir way
to Castle Raven lofr, Strahd attac ks them ferociously. He is
furious at the lossofsuch valuable servants, and he slaughters
any villagers he suspec ts of assis ti ng th e PCs.

Mood:The savage and bloodthirst y werewolves make th is
scenario simi lar to modern horror films. The violence of
these encou nters, and th e shoc k of th e slaughter in the vil
lage, defin es th e tone of th e advent ure.That mood con ti nues
even after th e PCs have dealt with the werewolves and en ter
th e castle. O nce Strahd begins to murder th e villagers, the
survivors refuse to speak to the part y, adding a sense ofisola
tion to th e mix.

F



ACT II: ILL FORTU NES
At the start ofAct II, the PCsshould befollowing several lin es
of investiga tion. O nly one advances th e storyline, though:
visiti ng the Tser Pool enca mpme nt. There, Madam Eva can
read th e PCs' for tun es and give veiled hints about th e other
inform ation they seek. (See the Fort un es of Raven loft section
on page 56.) Th e PCs might deci de to follow clues on their
ow n, and even learn some impo rta nt de tails , but any Vistani
they encounter become increasingly insistent th at Madam
Eva is expect ing th em at th e enca mpmen t. If the PCs set off
without having their fortunes told first , you'll have to deal
and interpre t the cards secre tly,

Readi ng th e Fortu nes of Ravenloft reveals important clues
about where th e Holy Symbol of Ravt'nbnd and the SUPISword
can be found, and how to awaken th e powers of both of these
legacy item s. The fonun e-telling also reveals where to find
the To",eofS lmlid. The result s of the reading random ly deter
mine these details: The items might lie h idden with in Castle
Ravenloft or somewhere in the surrounding wi lderness. The
forrune-telling also gives th e pe s some inform ation about the
secondary goals of Strahd , to assist them in their eventual
showdown with the vampire. Finally, the lay of the cards casts
omens about their path ,wh ich translate into combat penalties
and bonuses within certain areas ofCastle Ravenloft.

Arm ed with these clues, the PCs can track down the Holy
Symbol and the Sunswcrd, Acquiring the legacy item s, and
awaken ing their powers, is centra l to the adven ture. The
Tottle of Stmltd reveals that some of Stra hd's power derives
from his con nec tion to the land of Barcvia itself; severing
th is connec tion will weaken him further.

ACT I: INAUSPICIOUS START
Upon arriving, the pes find the village ofBarovia under siege
from a sudden zombie infes tation. To make th ings worse,
anyone in fected by zombies beco mes a zombie if killed or
severely injured.The PCs are called on to quell the incursion,
if on ly to save themselves. Over the course ofapproximately
three sessions ofplay, they fight the zombies (with the help of
a band ofzombie-hunti ng mercenaries), encounter the new
bu rgomas ter and learn of th e death of his father, and meet
l reena Kolyana. th e objec t ofStrahd's mon strous obsession.
Finall y, they track the source of the zombie scourge to the
church and the vi llage pr iest ,driven to madness by the death
of h is son. These encounters and events appea r in Chap ter
2, along with descriptio ns of the people and locations in th e
vi llage of Barovia.

During their adventu res in Barovia, th e PCs discover a
number of leads point ing to var ious location s arou nd th e
cou ntryside. The Vistani in the village sugges t having their
fort unes told at th e Tser Pool enca mpment. Ireena tells the
PCs about the Holy Symbol of Ravcnkllld,a powerful defen se
again st Strahd. O ne of the mercenaries hns a notebook that
describes the SlIflSlVord, a legendary weapon she has bee n
seeking to aid her fight against the un dead. The villagers
speak ofwitches and werewo lves that haunt the surrounding
wilderness.And from the journa l ofthe mad priest Danovich ,
th ey can learn of the Tome of Sfmlta, a book in Ravenloft 's
library that illuminates some of th e vampi re's weaknesses. If
nothing else, the PCs have a clue in th e letter they received
from Cou nt Stra hd . Any or all of these clues might lead the
PCs in to the events of Act II.

This model uses all th e material in this book 10 form a
minicampaign last ing around fifteen to twenty sess ions,
or roughly five mon ths of real ti me (assu ming you play
weekly). The PCs come to Barovia at Stra hd's invitation
and remain th ere for weeks, exploring the lands su rround
ing the village before atte mpting an assault on the castle
itself. The enti re advent ure conta ins enough enco unters
and treasure for characters to advance from 6th level to 9th
levelby its conclusion.

The min icampaign takes place in three acts th at roughly
correspond to the next th ree chapters of th is book. Act 1
takes place in the village of Barovia, Act II in the su rro und
ing wilderness, and Act III in Castle Ravenloft itself. The
order of the PCs' explora tions, however, is fluid. They might
spend time in the wilderness in both Acts I and II , th ey're
likely to ret urn to the village repeatedl y, and they might
enter Castle Raven loft one or more times during Act II.

As a minicampaign, EXlledilion to Castle Ravenloft can be
demandi ng: The OM must ma intain a sense of horror and
dread over a long period, whi le the players must take th e
initiative to seek out clues and in formation th at help s their
characters rid Barovia of Strahd.

Adventure Options
You're holding 3 zz -t-page book in your hand s. and tha t's a
lot of adve nture material. To make th is book as useful to
you as possible, thi s sec tion presents several options for
using the encounte rs in th e way that best suits you, from
one nigh t of horrific adve ntu re to a min icampaign last ing
for months.

One of the amazing th ings abou t the original RavfIllo{t
module is th at its fans never grew ti red of runni ng or play
ing in it. Th an ks to th e random ele ment of the Fort un es of
Ravenloft, the adven ture was diffe rent every time, and we've
tried to replicate th at replayability. Even ifyou play the entire
minicam palg n, th ere will li kely be some encounte r sites
that you don't use, treasures the pe sdon' t find, plans Strahd
never has a chance to execute. You can flesh these out into
later adventures (perhaps increasing the EL of encou nters
to challe nge more experie nced PCs), or even build a new
campaign featu ri ng Strahd, ret urned from apparent dea th,
threateni ng th e world with a new sche me.

The nonlinear nature of thi s adventure mean s its enco un
ters are largely self-conta ined, a feature th at encou rages
' plundering." If you li ke a given tact ical encou nter, you
can drop it in almost as writ ten into a di fferent adven
ture, or stri ng several encounters together into you r ow n
storyline.

These ideas are a starting point. What you do from here
makes EXpt'lfilion to Castle Ravenfoft your own.

PROLOGUE
Tostat r the adventure, the Pes receive a letter,ostensibly from
the burgomaster of Barovia. Combined with other rumors
and in form ation , th is lette r brings th em to Strahd's domain
and plan ts the seeds of their adventure, The nature of the
letter depe nds on Stra bd's secondary goal, ifany.



As they pursue these leads, the Pes must dealwith thedanger
ous inh abitan tsof the region, including the werewolvesofthe
Svaltch woods, Varikovthe crazed trapper,and the three hags.
Their investigations might also bring the Pes into the castle
where an attack by the count himselfshould drive home the
message that they must beadequately prepared before theycan
hope to defeat Strahd . Wilderness encounters are described in
Chapter 3, and Chapter 4 details Castle Ravenlofi.

CT Ill: THE FACE OF EVIL
Once the Pe sare armed with the HolySymbolofRal'fnkindand
the Sumword, and they have cut off'Strahd's con nection to the
land, they are as prepared to face the vampire as they're ever
likely to be. By th is time, they should be at or near 9th level,
which should enable them to explore Castle Ravenlof and uln
matelychallenge Coun tStrahd von Zarovich.In order to make
best use of the Sunswonl,however, the PCs must first destroy
the Dayluart,which gives Strahd immunity to sunlight.

Madam Eva's fortune-telling determines where this final
showdown will take place-the one spot from which Strahd
will not flee a battle that turns against him. lfStrahd is to be
truly defeated, however, th e PCs must venture in to his crypt
far beneath the castle to find his body and destroy it utterly.

Ifyou'd rather not sidetrack you r enti re campaign for several
mon th s, you can select some elements of the minicampaign
to put together a long adventure lasti ng about eight sessions .
In this model,Strahd start s offa little weake r- he lacks his
legacy abilit ies from his connection to the land, so the PCs
do not have to discover the TomeofStrahdand visit the three
wilder ness fanes. O ther than that fact , the general outline of
the adventure remains the same as descr ibed above. Strahd
still has a secondary goal.

Because the PCs do no t have as much opportunity to
gain experience before facing Srrahd , they should begin at
7th level. Thi s makes their enco unters in the village easier,
which also speeds thei r progre ss toward the castle and th e
final confront ation with Strahd.

If you so desire, you can tr uncate the adventu re even fu r
ther, so that it takes about four sessions to play th rough .
In thi s model, the PCs need to find or awaken only one of
the two legacy items. They do not need to destroy th e Day
Heart-Strahd has not yet man aged 10 draw on its power to
ward him self from sunlight.

Ifyou use th is model, th e PCs sho uld begin at arh level in
order to have a chance agains t Strahd by the cli max. Strahd
has on ly a single goal in th e shorr adventure.

SESS ION I: WELCOME TO BAROVIA
As in the minicampaign , the PCs receive a letter from Srrabd
to begin the adventure.They arrive in Barovia and discover the
zombie infestation. In th is model, the Pe sspend less rime com
bating the zombies:Ashlyn and her comrades have had some
success already, and have already found dues pointing to the
village church as the source of the infection .The PCs should
haveone good fight in the streetsofthe village (you might need

to increase the numbers or strength of the opponents) before
entering the church to find Danovich and the blasphem e.
They learn of the existence ofboth the Sunsword(from Ashlyn)
and the Holy Symbol of Ravenkind (from Ismark and lreena),
although they need find only one of the items. Danovich's
library contains no mention of the To meofStrahd.

SESSION 2: GETTING ATTHE ROOT
Time is of th e essence-you might have to tell the players
outright th at visiting th e Tser Pool encampment is the most
expeditious way to learn more. Madam Eva reads the PCs'
fortunes. but she does not deal a focu s card for the To me of
Sfralld. She provides information about only one of the two
legacy items-the other, she says, is "hidden in shadow"

Arm ed with information from Madam Eva, the pe s strike
out to a single wilderness fane (you decide which one) to
recover th e legacy item . Their assault on th e castle has a
speci fic room as their objecrtve-c-rhe place where they ca n
awaken th e item th ey have retrieved .

SESSION 3:
ENTERING THE CASTLE

The PCs brave the castle gates and make their way into
Strahd's home, seeking to awaken the hidden powers of the
legacy item .Their first encounter with Strahd occ urs in the
dining hall as normal (see encou nte r area K IOon page 132)
and end s with either the PCsor the vampire fleeing.The PCs
find the room in which to perform the ritual and arm them
selves with one effective weapon against the vampire .

SESSION 4: DEFEATING STRAHD
Readyfor rhe finalconfrontation, the PCsexplore the rest of the
cast le unril they encou nter Strahd again in the room foretold
by th e Fortunes of Ravenloft.This time the vampire docs not
flee. Assuming they win the battle, the PCs must still vent ure
into the crypts to preven t Strahd from ever returning.

Perhaps you want to observe Halloween in classic style by
taking abreak from your regular campaign and venturing into
Castle Ravenlofr. Or youjust need to fill a night of adventuring.
In th at case, you can select materi al from this book 10 build
one long session that comprises five or six encou nters.

For a one-night session, the characters should be about
9th level. The y bypass most of Barovia and the surro unding
land s, heading str aight to the castle. In this mod el, Strahd
has neither his fane-signs nor immunity to sunlight. The pe s
do not have tim e to acqu ire either th e Holy Symbol of Rcven
b,ld or the Suns1l'ord, so th ey must rely entirely on their own
abilities.Th e Fortunes of Ravenlofr do not come into play in
this shorr session, and Srrahd has no secondary goal.

INTRODUCTION:
THE VILLAGE OF SAROVIA

As in the minicampaign, the PCs receive a letter from Strahd
to begin the adventu re. In thi s scenario, the village of Baro
via is enti rely free of zombies.The PCs quickl y meet Ismark
and Ireena, and Ireena pleads with them to destroy Strabd
before he can finish what he has begun and make her his
vampire bride.



ADVENTURE: CASTLE RAVENLQFT
The pe s enter the castle . Strahd att acks immediately after
their first combat encounter and fight s th em just long eno ugh
(0 get th eir measure. He launches hi s next attack at what he
feels is the most advantageous moment , and t h is lime he
fights 10 the death. Allow the pes to explore the castle freel y
for most of the time allorred for your session Then have Srrahd
attack about an hour before you wan r to end the game.

Simplydefeati ng Srrah d in combat is a sign ificant accom
plishment, and you can end the adventure at th at point if you
desire. Alternatively, the pe scan descend into th e crypts to
find Srrahd's lomb and destroy him utterly, bUI that has the
potential 10 expand the adventure beyond a single session.

Characters could become entangled in Strahds machination s
through a wide variety of mel hods . The adve ntu re works
best if the PCs have at least two dis ti nc t reasons to vis it Baro
via-in add it ion rc feeling properly motivated, they'll have
plenty of que stions to ask once they arrive.

Regardless of the length of th e adventure or Srrahd's sec
ondary goals, one hook is always th e letter purporti ng to be
from the village's burgomaster. (See Lerrer from Barovia ,
page21.) If you are running ExpcditiOll to Cas tic Ravrnloft as
aone-night session, rh ts alone sho uld be enough to draw th e
Pes to Barovi a- you don't want th em wasting time chasing
downother leads. For longer adven tu res, ch oose at least one
hookfrom the optio ns presented below (or cre ate one of your
own, drawing on these for inspiration).

SMUGGLERS' DEN
A constable, duty collec tor, or other official in one of the
regions near Barovia asks the PCs to help roo t out a g roup of
smugglers operating in the area.The nature of this officia l's
concern is up to you to de termine: She might be pursuing
them for evading duties on luxury goods (such as fine wine
or rich cloth), be outraged because th ey are supplyi ng weap-

DEALING WITH DEATH
Expedition to CastleRQven foft is a dangerous adventure, and one
or more PCs might well die over its course. Ifthe characte rs are
lUCKy, their friends are me rely dead ; if things go poorl y, former
all ies might become vampire slaves of Count Strahd. Barovia
is isolated and the village cleric, in addition to being only 5th
level. is ent irelymad. Thus, the characters probablydo not have
accessto resurrection magic (unless the ir own cleric reaches 9th
level by the end of the adventu re). How, then, should you deal
with dead characters-and, more to the point, their players?'

Afew NPCs could make good replacements for fallen cha r
acters. These include Ashlyn the Lightbringer (whose stat istics
appear in tact ical encounte r E3, page 36), Sir Urik (tactical
encounter F, page 74), and possibly even lreena Kolyana (entry
Ell , page 30). All three of these cha racte rs have equ ipmen t
appropriate to PCs of thei r level- though Ireena starts with
a handicap, in that she has already failed her saving th row
against Strahd's J omma lt ab ility and lost some Constitut ion to
his blood dra in.

Ofcourse, you can also allow players of dead PCs to bring new
characters into the adventure . A new characte r shoul d start at

ons to bandits or ins urgents, or be t rying to locate a stolen
tr easure. Evidence provided by th e official or rooted out by
the PCs po ints to th e valley of Barovia-conveniently situ
ated outside the jurisd ict ion of any larger government-as
the smugglers' headquarters.The officia l believes the human
and halfling "gypsies" wh o t ravel th roughout th e region are
transporting the cont raband goods.

GRIEF'S PLEA
Th e PCs encounte r Helen e Maurgen , th e gr ieving wife of an
adventurer who was last seen entering Barovla th ree mo nt hs
ago,armed with silversheen and wolfsbane. She begs the PCs to
find her hu sband,or at least hi s body.lfhe is dead, she would
like them to return his wedding ring to her as a memento.

This lost adven turer, JerefMaurgen, is now a trophy in the
cavern hom e of Vankov the trapper (see en counter area H 2
on page 82). Ierefhad been hu nting werewolves at the ou rer
edge of the Svalich Woods, an d came home to stoc k up on
sliverslu t'rl before fighting the beasts. vankov found and killed
him first .

SEARCH FOR TH E SUNSWORD
In response to the threat of a powerful undead creature
(which could be othe r than Stra hd), th e PCs must seek out th e
legendar y SUn5ll'onl. The mighty weapon disa ppea red fro m
knowledge cent ur ies ago, but the PCs' research indicates that
it was last used in th e rem ote mountain valley of Barovie.

CA LL OF THE L1GHTBRING ERS
This hook works well if any ofthe PCs have adop ted a prestige
class focused on combat ing th e undead , such as the hu nter of
th e dead (Complete Warrio r), master of radiance (l ibrisMorti s),
rad iant servan t of Pelor (Complete Divine), or sacred purifier
(l ibrisMortis), or if th e party includes a cleric ofPelororother
devotee of th at god . An orga niza t ion known as th e Light
bringers, dedicated to fighting the undead, sends out a call
for help-a call that reaches the pes' ears. (See t he Appendix
for more about the Lightbringers organization.) A group of

the beginn ing of the level one below that of the dead character
(DMG 42); for example, if a Zth-level character d ies, the new
character should start at the beg inning of 6th level. Youshould
choose a suitable adventure hook to draw that cha racter to
Barovia (see Adventure Op tions on page 17), which can be the
same as the original one or a new one . (A new hook is usefu l
if the PCs are flounder ing and cou ld use a new direct ion to ex
plore .) Alternatively, the new character's previous adventuring
companions all met horr ible ends , and she barely managed to
stagger into Barovia with her life.

If a PC is transformed into a vampi re, it' s best to take over that
characte r as an NPCand let the player create a new one. Another
possibility-especiallyeffective in a one-night session- is to let
the player join you on the other s ide of the screen , rolep laying
the new vampire's service to Strahd aga inst her former allies.
This approach enhances the mood of horror bycreating a sen se
of growing isolation in the rema ining players' minds . On the
other hand , it contributes to an antagon ist ic relationsh ip be
tween the OM and the players, which is not a good dynamic for
an ongoing campaign.



Lighrbrtngers journeyed to Barovia, where they found the
village plagued by zombies. The leader of this exped it ion, a
paladin nam ed Ashlyn , sent a mes sage to her Ltghtbrtnger
superiors asking for reinforcements.

RACE TO THETOME
l~~ ijii! -:a~i~~-rJ' If EXpt"di tiotl to Casfle
J lSiYdliiAnJ . ./Io€ l Rru,....lofl takes place in
_=~""':=~-.l~ _~...... the E8ERRON"' set ting,
consider using this hook in stead of or in addit ion to any of
the o the rs included here. "Race to the Tome" adds a layer of
Bberron-Ilavorcd intrigue to the advent ure.

The PCs learn of an ancient tom e of lore da ti ng fro m
the early days of Karrna th, in the years of Karrn's conquest
lead ing up to th e formation of Galifar. Beside s its obvious
his torical value, this volume- the T Oni CofStm lld-is said to
contain nec romant ic secrets unknown to modern spellcast
ers . Such knowledge is certain to be at trac t ive to the O rde r
of th e Emerald Claw. Evidence points to the tom e being
somewhere in Barovia, a sma ll valley nestl ed between the
civilized heart of Karrnath and th e forbidding mountains
of the Mror Holds .

The PCs might learn of the Tomcof Stralltf on thei r own and
seek it out,or some patron (such as a knight ofth e Silver Flame,
3 disguised dragon of the Chambe r, a wealthy member of th e
Aurum,oran agent of th e Emerald Claw) might hire them to
find it. Enemies are also after th e tome-most likely agents of
the Emerald Claw, but possibl y of an other organ ization that
better sui ts you r campaign. Example oppo nent s include the
Emera ld Claw necromancer Demise (at 8th level) or Halas
Marrain th e mercenary (at 9th level); th ese characters are pre
sen ted on pages 252-253 of th e EllERRON CAMPA/eN SI:.TfING.

See th e Action Poin ts in Ravenlofr sidebar for infor mat ion
about adjusting the advent u re for an EBERRoNcampaign.

RELICS OFTHE MORNINGLORD1 ~ . If E,,,,all ioll 10 Casll,
IeFEJeI1M ~AI..if1£rRav,"lofl rakes place in

th e FORCOlTIS REAL\IS'"
sett ing, consider using thi s hook in stead of or in addition to
any of th e others included here . "Rel ics of th e Morninglord"
ties the adventure more closely to the people and places of
Faerun.

An earnest young priest of Lath ander co ntac ts th e PCs.
Gevyen Tallmer is a scholar, not an adventure r: A 5th -level
cleric (or at least one level below the lowe st-leve l PC in
the party), he ha s more knowledge of ancient texts than
contemporary mo nsters. Hi s field of study is relics of the
Morni nglord, and he be lieves he has st umbled across an
importa nt text. According to Gevyen's research, a small
sect of Lathand er's church is active in a re mo te reg ion of
Damara, largely isolated from the rest of the world. This
sect is served by a small pries thood and two slightly larger
orders, the Eca teri ne monks and the Knights of the Raven .
The short passage Gev yen discovered ment ion s three holy
shrines dedicated to saints of Lathander in the same remote
region, as well as two powerful artifacts . O ne is a holy symbol
tha t shines like the sun, and the other is said to be th e first
sun blade.

Cevyen's propositi on is fairl y straightforward: The road
to Damara is long and dangerous, and he seeks an escort of

powerful adventu rers . His des tination is Barovia, a sma ll
realm nestled in th e eastern reaches of the Galena Moun
tains, a few days' journey from Iron spur. The pri est doe sn't
ant icipate an y t rouble once he reaches the remot e valley.

NEXUS OF SHADOW
Fora real twi st, Expt"difioll toCastleRavcnloft
can be a horrific experien ce for a group of
d20 MODER~'" cha racters. Most of th e pr e-
ceding hooks work just 3S well in 3 mod ern
setting as they do in a traditional D&D

~~ setting. Cons ide r using thi s hook if your
campaign has the PCs investigat in g pa ra·

norma l phenome na, such as in th e SHADOWCUASERS model
o r the UR8A.... ARCANA""Campa ign Sctt ing.

The PCs learn of a remot e European cas tle that is said to
be haunted. In cont rast to mo st such stories, ho wever, none
of the rumors about this place deal w ith events in side th e
castle-rather, the tale goes , no one has entered and survived
to tell about it. So great is th e evil of th is place that it extends
beyond th e castle walls to encompass th e su rrounding valley.
Monstrou s wolves , gh ostly spirits, g iant bats , and besti al
ogres are said to terrorize th e area, known as Barovia, tu cked
away in an isolated pan of eas tern Europe. If th e PCs work
for Department-Zor a similar o rgan ization, they are sent to
invest igate thi s mysterious cas tle; otherw ise, th ey learn ofi t
during their own inves tiga tion s.

Depending on the nature of your campaign, you might
want to downplay the nonhuman humanoids in th e adven
ture. W hen an enco unter describes halfl tng Vistani , use the
human Vistani sta tistics in stead. The elf werewolves in the
Svalich Woods use th e sta tis tics presented but appear more
hu ma n, th ough slig htly feral. Similarly, Varikov looks more
or less hu ma n (if short and stocky), but hi s statistics are
u nchanged.

See the Action Points in Ravenlofesidebar for information
about adjusting the adventure for a d20 MODERNcampaign.

ACTION POINTS IN RAVE NLOFT
In an EBERRON or d20 MODERNcampaign, having a pool of act ion
po ints might d imin ish the sense of horror in this adventure,
since the element of risk is less . To restore a mood of dread,
a special rule appl ies to the use of act ion points within Castle
Ravenloft . Whenever a PC spends an act ion point for a bonus
on a d20 roll but st illfails the che ck, Strahd immediatelygains
1 act ion po int . Ifthe PCs are fighting Strahd when th is occurs ,
the corners of his mo uth twist into a wicked sm ile. The fol
lowing readaloud text conveys the sense that someth ing is
terr ibly wrong.

You make a heroic effort, but lu ck sti ll fails you.
A ch ill passe s briefly through your bod y.

Strahd begins with 5 act ion points . Action points "s tolen"
from PCs can raise his total without limit. Strahd can spend
action po ints just as cha racters can-and he does so freely,
knowing that his supply will qu ickly be replen ished.

Action po ints spent outs ide Castle Ravenloft cannot trans
fer to Strahd. Only within the cast le can he benefit from the ill
luck of others .



Black pools of water sta nd like dar k mirrors abo ut
th e muddy roa dway. A pall of th ick, co ld mist
spreads over th e g round. Giant tree trunks stand
guard on both sides of the road , their bra nches
clawing at the mi sts. In every direction the fog
grows thi cker and the forest see ms more
oppressive.

The road seems threatening bu t is actually quite safe.
Strahd's servants do not generally venture beyond th e gates
of Barovia , so the PCs do not have an y sign ificant encoun
ters along the way.

B. Gates of Barovia

the su rrounding area s (areas C, 0 , F, G, H, and I). Chapter
4 describes Castle Ravenlofr itself (areas J and K).

The PCs approach the village of Barovia along the O ld
Svalich Road (area A on the overv iew map). Assuming they
st ick (0 the road , th e gates of Barovi a welcome them (area
B on the overview map).

The Tome of Strahd
The Tome of 5trahd is an ancient work pen ned by Stra hd hi m
self It is a trag ic tale of how Stra hd came to his fallen state,
blurring int o a nig ht marish raving abo ut the power he has
since acquired. The book is bound in a thick black leather
cove r with brass hinge s and fastenings. The pages are made
ofparch ment and are very bri tt le.The language is Common,
but the handwriting is small, cramped, and difficult to read.
Stain s and age have made much of the book entirely illeg ible.
Characters can mak e out the text presented on the following
page, bur th e rem ainder of the book is beyond deciphering.

Madam Eva's reading of th e Fortunes of Ravenlofr (see
page 56) determines the actual location of the TomeofSlrahd
in the course of the adventu re.

If the PCs approach within 50 feet from the outside, the
gates screech open slowly. After the PCs pass th rough (or
ret reat to a distance greater than 50 fee d , the gates close
again with a loud clang. Approaching from the Barovia
side does not cause the gates to open, and in fact they are
difficult (Strength DC 28) to force open from th at side .
Characters can circle around the gates to leave Barovi a if
they wish , although they might have to contend with the
mists (see page 49).

Gray in the fog, h igh stone pillars loom up from
the im penetrable woods on bo th sides of the road.
Hu ge iron gates hang from th e sto nework, dew
cl inging to their rus ting bars. Stand ing before th e
pilla rs are two stone statues of arme d guard ians
wi th wicked polearms. Th eir carve d heads li e
among th e weeds at their feet, neatly brok en from
th e stone sho u lders.

A. Old Svalich Road

Barovia and
Castle Ravenloft

The map on page 54 gives an overview of th e village and
lands of Barovia , wh ich are det ailed in the following chap
ters. Chapter 2 des cribes encounters in th e villa ge (area E
on the overview map), while Chapter 3 covers encounters in

the Vistani's direc tions are accurate. The Weary Horse In n
stands about 30 mi les from the village ofBarovia. At a speed
of 40 feet, a t raveler requires almost 8 hour s to cover th at
distance; unencu mbered light horses can make the jou rney
in about 5 hours.

However you get them to navel to Barov ia, once th e PCs are
on their way, use Strahd's letter to further draw them into
the adventure.The lerter is ostensibly from the burgomaster
ofBarcvia, Kolyan Indirovich.

Roughly a day's travel from the vill age, the parr y comes
upon the Weary Horse Inn, a roadside hostel whose common
room hosts patrons from the sparsely populated countryside.
Whether the PCs stay there for the night or stop in briefly
for a meal or information , a messenger from Barovia finds
them there and delivers the lett er. If they continue past the
inn witho ut stop ping, th e messenger runs out and calls ou t
to the m to stop. The following readaloud text assu mes th at
the PCs are dining in the common room of the in n.

With the dying ofdaylight , a fog creeps across the
land, clutching every thi ng in its clam my grasp. Inside
the Weary Horse Inn, though, the fire is warm
enough, and if the few patrons are sullen and stare at
youa little boldly, at least the food and drink are good .

For an inn's common room, it's quiet. It holds no
more than a handful of customers.They keep their
voices low,and even the clink oftheir mugs seems
subdued as the fog gathers outside. When the door
swings open, every head turns to see who has arrived.

This new arriva l loud ly stamps the mud offhis
boots in the doorway, then strides confidently over,
throwing a letter down on the table in front ofyou.

"The village of Barovia is in need of heroes," he says
in a thick accent. "You'll do as well as any." Without
another word, he turns to leave.

The messenger is a hu man Vistani (see page 76). If the PCs
stop him to ask questions , he offers little more in forma tion.
He can be persuaded to add the fol lowing detai ls bur refuses
to answer questions about him selfor the other Vistan i.

"Barovia lies to the west, a full day's ride from here. You
would do well to leave at first light . The y say the Svaltch
Woods are not safe at night."
"The lett er is from the burgomaster . That is all I kn ow."
"My journ eys take me through Barovia, bur I do not live
there.The villagers' troubles are not my troubles.They pay
me to find them heroes, and that is wha t I have done."
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ist blanketed tilt' village, smothering the streets end
ml1rooPl illg flu buildings, fo rming an archiJ1flago of
crumbling masomy illa gray, hopeless sea.

At Ille village's lonely edgt', most structures were
abatldoned, burnt-out llUlb. Cllarcoal was t,hick on lite air, but
that choking odor couldn't owrpo.wer the Ilflderlymg, sickly slt'eet
mlt'llofcarrionandspoIlage. Clawmarb ra kedsome oflhevacant
homes,ominousnotmerelybecause oftheir presence, but flt'ca use of
the five-fi ngert'tl, handlike shapetlteymggested. .

Fardleriml'ilrd, masIbUIldings survived. Doors were barrICa,led
with tables,broken carts,andsrt1L1Sht,dfurnishings. Windowswere
sllUttercJ a'IJ planked. Bull iad anyone been saved? Silence was
Ihick in lIlt'fog-boun,' streets,as tltougllfrom cottonstuffed i'ltotIl e
ears. Nothmg livltlg stlrreJ, nothingbreathingwalkedthestreetS.

But where the living wen'abse'lt, thenewly dt'ad shambled.
And IIIUlger, too, raw and unstoppable,stalked the village, mul

tiplyingWilli each nt'U'corpse that kicked anti slJuddaed its WilY

back tOlt"lrd artnnafio,l.
A lruPlga that (Quid never be s1,llwl.
An iufeclio'l thatcould neller be stemmrd.

The village of Barovia has suffered a str ing of bad luck. As
ifStrahd's recent attacks weren't enough, now a burgeon ing
necromantic infect ion threatens to erase it utterly (although
the zombie attack may be only indi rectly related). Characters
who come upon the village havea fighron their handssimply

[0 get to irs central square. Has [he en tire village fallen to
mult iplying zombies?

Entering Barovia is like moving th rough a war zone. Any
travel arall is risky- zombies migh t lurk anywhere, and
probabl y do.

SUMMARY
pe s who want to figure our what's going on need to
get to [he village square, wh ich is S[ i11 effectively he-I,d
against [he zombies (area £3), or [0 the burgomaster s
home (area Ell). Alth ough thi s house is zombie-free,
it has been recently breached by Strahd.

Characters eventually learn that the heart of [he
incursion festers in the old church and its graveyard
(areas £7 and £8, respect ively). If the pe s overcome
[he challenges in those areas, they quell [he zombie
infestat ion and [he accompanyi ng monstrou s
attacks. All zombies drop to the gro und, becoming
ordinary corpses ; grieving survivors gather and
bury their dead . Op portunistic monsters, such as
ghouls, dir e maggots, and [he like, slink away from the
village when the y realize that [he infection no longer
offers them cover.



RUNNING THE ZOMBIE INCURSION
This chapter con tains severa l zombie tact ical encounters
(Et, E2, £3, and £9), wh ich correspo nd to th e adventure
information presented in the keyed entries .

Fi rst St reet Encou n te r: Tact ical encoun ter £1: Zombie
Street Ambus h is intended as the firs t experience with th e
infestation when the pes arrive in the Village.

The pes run into zombies randomly as they travel the
streets and investigate buildings. Some encounters are
also keyed to specific locations, as detailed in the following
pages.

Subsequent St reet Encou n te rs: When the pes reach
the intersection marked £2 on the village map. they come
upon another group of zombies and associa ted crea tures.
This comba t is presented in tact ical encounter £2: Zombie
Street Encounter. For every 40 feet they tra vel through the
village of Barovia, the PCs have a 45%chance ofencounter
ing anothergroup ofzombies in the abandoned stree ts. (Such
random encounters should not take place wit hin 40 feet of
a keyed area.) You can use tact ical encounter E2 to handle
these random fights ; the tactical informa tion includes
instructions for varying the setup accordingly.

Shou ld the PCs make it to the Village square, they
encounter a paladin trying to fight off the zombies that have
broke n th rough one of the barricades. Tactical encou nter
E3: Zombies in Town Square, page 36, contains detailed
info rmation.

Building Encou n ters: Most buildings in the village are
not keyed to adventure locations. The citizens have piled up
furni ture and assorte d junk to barr icade doors against the
undead hordes (hardness 5; 50 hp; break DC 20). If the PCs
break into such a building, roll on th e table below to deter
mine what they find ins ide. If the result indicates zombies,
use tactical encounter E9: Zombie-Infested Building (page
46). Speci fic bu ildings might have locked doors in stead; the
tact ical encounters provide such details.

BAROVIA BUILDINC ENCOUNTERS
d% Encounter
01-50 Empty building
51- 70 Barovian survivors
71 -100 Zombies

Empty BUilding: This building is unoccupied. If you wish,
you can roll rd-e on a resu lt of lor 2, the struc ture is an empty
tenement: on a 3, an abandoned shop; and on a 4, a looted
warehouse. For each 10 minutes spe nt searching the debris
in a building, the party can attempt a DC 25 Search check.
On a success , roll for a random treasure (Table 3-5:Treasu re,
D.\IG 52) suitab le for a ts t-level encounter. No unkeyed build
ing has more than one treasure.

Barovian Survivors: A group of 2d4 villagers are huddled
in the bui lding. The scared survivors info rm the PCs tha t
the zombie attack began only a few days ago but got worse
quickly. Anyone who is killed by a zombie rises as a zombie a
few moments later.The villagers beg the PCs to escort them to
the village square , which they've hea rd is sti ll holding out.

Zombies: Thi s building is inhabited only by zombies,
whether transformed vill agers or marauders th at broke in
some othe r way.

If characters take shelte r in an abandoned bui lding, th ere
is a 25%chance per hour that a mob of 2d4+t zombies shows
tip at the ent rance and tr ies to break in . (Use the in fected
zombie statistics presente d in any of the referenced tact ical
encounters .) If the zombies fail to gain entrance after zdio
rounds, they lose interest and shamble away.

E. Streets of Barovia
Tall shapes loom from the dense fog, and the muddy
ground underfoot gives way 10 slick, wet cobble
stones. A dilapida ted wooden sign reads "Welcom e
to th e Village of Barovia." As you grow closer, the
shapes resolve into tenem ents whose windows are
boarded, broke n, and ligh t!ess. Nothing moves near
by, though the fog limits visibility. Faint sounds, as
of something groaning, echo hollowly from some
where deeper in th e settlement.

When characters enter keyed adven ture locations (identif ied
by letter-number combinations on the Village map), refer [ 0

the appropria te entries below. Not every entry has an asso
ciated tactical encounter; some of them de tail interactions
wit h important N PCs, while others involve examining an
area and do not provoke combat.



"Tbendrtck and Mathilda wanted to chec k out th e chu rch
to the northwest . The townsfolk believe th at's where the
zombies ari se. Ever yon e told th em to talk to Madam Eva
first- she's some sort of wise woman who lives west of
town, the same one wh o appa rently knows abo ut th e Sun
nvord, But they wouldn't listen , the arroga nt clods. Th ey
went to th e chu rch, con fide nt the y could handle wha tever
they found without needing advice. That was three days
ago. I haven 't heard from th em since, and haven 't bee n able
to venture beyond this square,"
"H ad you not arrived when you did, I doubt I could have
held th is last wave back . The zombies never breach ed th e
barricades before."
"If you're here to dest roy zombies, our aims likely coincide.
will you help me find my co mpanions , escape tow n, and
talk to Madam Eva?"
If asked abo ut Stra hd , Ashlyn replies: "I've heard th e
townspeop le cu rse with th at name. I th ought it merely a
local equ ivalent to th e evil eye. Wh y-does it have some
sig ni ficance?"
Developmen t : Once they have defea ted the zombies in

this location, Pes are free to check ou t the two businesses still
in operatio n in dow ntow n Barovia.These border the village
squa re as shown on th e tactical enco unter map: Bildrath's
Mercantile (area £4) and the Blood of th e Vine tavern (area
£ 5). See th ose entries for more informa tio n.

Ashly n is eage r to head to the church and learn about her
companions, and to end th e th reat. However, she can wait a
day or two if healing and res t are requ ired . If th e PCs dally

longer th an that , Ashl yn make s the atte mpt hersel f.
As long as th e source of the necrom antic infecti on

remains (see area E7A: Churc h Understo ry), the
zombie plague co ntinues . Every day, td3 groups

of 2d4 zombies eac h sha mble up to one or more
of th e barricades defending th e vi llage squa re

(each group attacks a different barricad e)
and att emp t to smas h th eir way through
u nti l defeated. If th ey have no t penetrated

the barricade after zd io rou nds, the zombies
wander off in sea rch ofeasier prey.
Barrimdc RC"llir: Without Ashl yn or th e pe s
to assist them , the few villagers rem aining in

th e area can no t fight off the zombies for
long.The firs t order ofbusiness is repai r
ing the breached barricade. Parriwimple

emerges from Bildra th's Mercant ile and
two su rly Vistani jo in him fro m th e tavern.
Th ey requi re 10 minutes of uninterrupt ed

work to co mple te rough repai rs and glad ly
accept any aid th e Pes offer. See areas

E4 and £5 for more informatio n
abo ut th ese N PCs, No zombies

att ack during thi s period ,
Treasu re: Should Ashlyn be

killed. the PC, can still learn
importanr information . She

keeps a journa l in addition to other
item s noted in her statistics.Th e journa l

A ib/p, is a Lighlb,.i"f.~'" p/~dg~d

IDd~slT())' IIIJ und~tfd

This encou nte r is keyed to a spe cifi c inter sect ion on the vii·
lege map. It represents th e pes penetrat ing deepe r into th e
village, now aler t for zombies. You can use th e assoc iated
tactical encounter for any randomly encountered zombies,
asdescribed above.

Tactica l Encounter: £2: Zombie Street Encount er on
page 34.

El: ZOMBIE

E2: ZOMBIE

Use th is enco unte r th e first time the pe s enter the village
of Barovia fro m any di rect ion, to simula te th e shoc k of an
unexpec ted zombie att ack.

Tactical Encou nter: Et : Zombie Street Ambu sh on
page32.

Ashlyn
Once the zombies in the square have been defeated,
the Pes can make th e acquaintance of Ash lyn (if
she survived).

Ashlyn is part of a group of undead hunter s
called Lightbringers (see p:lge 204 in the Appen
dix) who recently arrived in town. She reveres
Peloror a similar good dei ty appropriate to
your campaign. Ashlyn provides the follow 
inginformation to the Pes du ring the course
ofconversatio n.

"I and my co mpanio ns are called Lightbringer s.
We slay undead wherever we can find them . We'd
heard Barovia was th ick wi th the horrors."
"Mycompanions include Thendrick. faithful
servan t of Pelor , and Math ilda, a
fighter ofgreat renown."
"It is also myquest to find the legend 
ary Sutlsu'ord. A mighty weapon
against evil , especially undead,
it is most potent against vam
pires.It fell ou t of histories long
ago, but I've determined th at it
was last seen and used in
these lands.The townspeople
saysomeone na med Madam
Eva would know the sword 's
whereabo uts ifanyone does,"

E3: ZOMBIES IN
-=--_----,----,--TOW~ SQlJARE

Thisencou nte r takes place th e first time the pe senter Baro
via'scentral squa re.They have th e cha nce [0 meet 3 potential
ally: Ashlyn th e paladin.

Tactical Encou nter: £3: Zombies in Town Square on
page 36. Ashlyn's statis tics are presented in the encounter
description .



contains the basic information described above, making clear
that Ashlyn believed her friend s would still be alive if they
had listened to the advice of the townspeople and sought
out Madam Eva. Perhaps Eva would have knee..:n where to
locate the SUIIsword?

E4: BILDRATH'S

Sparse Iighl gleams from gaps in rhe boarded-up
w indows of this building. A sign ove r th e door
crea ks on its hinges, proclaiming "Bild ra rh's
Mercantile."

In normal times, Bildrath repleni shes his stock through
trade with the far-roving Vistani. His prices are high, but
the townspeople relyon the mercant ile for bard-eo-come-by
items. However, Bildrath closed shop when the zombie inva
sion began, and he will not open it again to regular business
until the infestation is quelled.

Bildrath (N male human warrior 4; Profession [shop
keeperll is holed up alone in the bui lding with his rather dim
nephew, Parrtwtmple (NG male hum an warrio r 9). Bildrath
sends Parr iwimple out to help repair the barr icade if it is
breached, but otherwise commands his nephew to remain in
the shop and defend it against shoplifters and zombies alike.
He sends anyone seeking sanctuary across the street to the
Blood of the Vine tavern (area E5).

Parriwimple serves as Bildrath's stock boy, and his uncle
occasionallyasks him to carry items out from the back room.
The width of his shoulders and the muscles rippling beneath
his leather jerki n reveal Parriwimple 's prodigious strength.
However,he isextremelysimple-minded. On no account does
Bildrath allow Parriwimple to accompany the PCs,whether to
quell the zombiesor to undertake someother task. Parriwimple
is dedicated to his uncle and would not follow the PCs even if
his uncle gavepermission. In his own dim way he knows that
to cross the master of the castle is death-or worse.

Development: Persistent PCs might get Bildrath to open
his shop to them even before the zombie incursion stops.
This requires a helpful result on a Diplomacy check; has atti
tude starts as unfriendly for th is purpose, but a 50 gp bribe
raises his starting att itude to indifferent. Once the store is
open, PCscan buy any thing they can normally find in a vii
[age-c-Barovia has a 200 gp limit (DMG 137), but the markup
on all items is 50%. Bildrath himself serves customers. He
never bargains:"If you want it badlyenough, you'll pay-you
won't find anot her shop in th is town:

If asked about Strahd, Bildrath gets a nervous look in his
eyes and refuses to speak on the topic. He doesn 't actua lly
have any information-he's just afraid.

An agent of Stra hd named Lucian has recruited Bildrath
as a spy. (For more about Lucian , see area K72on page 172.)
Bildrath has received a few pieces ofcorrespondence from
Lucian, asking about how th ings are going in town and
requesti ng report s on any newcomers or other interest ing
events.Since the correspondence alwaysincludes 5 platinum
pieces, Bildrath has never seen any reason not to comply.

He sees him self not as an agent of evil but as merely an
observer. He doesn't kn ow anythi ng more about the mys
ter ious Lucian.

Fortunes of Ravenloft: Depending on the resu lts of
Madam Eva's fort une-telling, either the Sunnvordor the Holr
Symbol ofRawnkind might be hidden in the back room ofBil·
drath's Mercant ile. Bildrath does not know the item is in his
shop, and he does not normally allow anyone back there bur
Parriwimple. However,a 50 gp bribe is sufficien t to persuade
him to cha nge his mind. Findi ng the item requires a sue
cessful DC 22 Search check. Alternatively, with a successful
DC 20 Diplomacy check, the pes can convince Parriwimple
to look aroun d in the back room. He searches diligently and
returns with the item after about 20 minutes.

In either case, Bildrath claims the item belongs to him
(even though he did n't know he had it), and he is loath to
hand it over without payment. It is clearlyoffine quali ty, and
he demands fair market value: 1,500 gp for the Holy Symbol,
or 3,335gp for the SIUlslt'ord. The pes might be able to drive
down the price somewhat through haggling, but theycannot
persuade Bild rath to simply give them the item.

ES: BLOOD OF THE VINE
__-.,...- T.&I.RN

A mutter of voices, a clatter of d lshware, and th e
squea l of a poorl y played w ind ins tru ment ush er
from th is rambling building. A sign hanging
precari ou sly askew reads "Bloo d on th e Vine
Taver n." A thin skein of smoke cu rls lip fro m a
wide ch im ney.

The structu re was once finely appointed, though it has suf
fered from poor upkeep over the years. A successful DC 18
Spot check reveals that the sign origina lly read "Blood ofthe
Vine Tavern ," but an N has been scratche d over the F.

Many villagers took shelter at the tavern when the zombie
incursion began and rem ain there as long as the infestation
continues. Ten families are packed in to the main room, and
another twenty occupy various gues trooms, spare closets,
the cella r, and even hallways.

Other than the families , th ree NPCs of note occupy the
tavern .Arik, the barkeep and owner, mindlesslycleans glasses
at the bar. Three Vistani were trapped during the uprising
(they nor mally stay at the Tser Pool enca mpment), and now
sit at a small table, slurping beer and playing cards. If the
zombies in the court yard are quelled (see tactica l encounter
E3), two of the Vistani emerge grumbling to help repai r the
barricade, then return to their game. Ismark the Lesser is the
son of the town's bu rgomaster. He sits in a shadowed corner,
apart from all the others,and sips wine from a goblet. Ismark
is dressed better than anyone else in the room, wearing what
passes for a noble's outfit , though it is di rty and stained.

Arik: NG male human warrior 1; Profession (bartender).
Vistani (3): N human rogue 3; see page 76.
Ismark the Lesser: CG huma n aristocrat 4 .

Arik refers all questions to Ismark. The Vistani only grin
and shake their heads. If pressed, one saysin heavilyaccented



Common, "Go to encampment west of town. Talk to Madam
Eva. Maybe she read your fortune."

Ismark
If approached, Ismark is initially reluctant to speak, but
buying him another goblet of wine or succeeding on
a DC 13 Diplomacy check quickly loosens his lips. He
relates the following det ails to the PCs during the course
ofconversation.

-I am Ismark the Lesser. My father is-was- Kolyan
Indirovich, the burgomasterofBarovia. But the burgomas
ter is dead! His body lies these ten days and more in the
mansion . My sister remains with him, barricaded there
against the zombies ."
'The plague began in the church. Danovich the priest used
to ward the church and the Village, but his vigil lapsed
when his son Doru was slain by brigands on Old Svalich
Road. No one knows what became of Danovich, but soon
afterward , the zombies began to walk. If the y aren 't
Slopped, we'll all be dead in days:
"Two Lighrbringers, undead hunters, went to investigate
the church a few days ago. We haven't heard from them
since. I told them to talk to Madam Evafirst- that woman
is wiser than any of us."
''The zombies didn't get my father; the infection began
after Kolyan was already dead , thank the gods. No-it was
the master ofthe castle , or his servants, that killed Kolyan
lndirovi ch!"
"A few mon ths ago, he who rules the castle-that dev il
Strahd-c-rried to pay us a visit. I don't know why. However,
my father bravely stood up to him, using the Holy Symbol
of Ravt'11fwlli. Then the attacks began ."
"The Holy Symbol of Ravcllkind is a powerful amu let that
hun Strahd. But one morning we woke to find our father
dead from poison . After that, the power of the amulet
wouldn't work for me or my sister.Lreena."
"Me?I'm going to sit here and drink. Go speak with Madam
Eva if you want to help-she's west of town . Or talk to
lreena . Perhaps she 'll give you the amulet-much good it
will do you. But Ireena won't leave the mansion. She's sit
ting Vigil by our father's body to make certain he doesn't
become a zombie."
Development: If the PCs show Ismark the letter the y

received from Kolyan Indirovich, he indicates that the hand
writing is not hi s father's.

-::-:-_---;-[6: GI:iOVUQRAY
This encounter take s place the first time the PCs enter this
crossroads from any dire ction.

Tactica l Enco u n te r: E6: Ghoul Foray on page 38.
Develop me nt: These gh ouls are- not part of the necro

mantic infect ion, but an independent pack ofundead taking
advantage of the chaos . After venturing out of the cemetery
(area £8), the ghouls are moving from house to house in
search of valuablesand still-living creatures.They are upset by
thequick conversion of zombie victims to yet more zombies ,
but rhey are so hungry that the y consume even the rotting
undead. They lust for fresh corpses.

--:-_--:-~::---::,--[7: CtlllRCH
A gray, sagging edifice- of stone and wood stands
atop a sligh t rise, on the very roots of the great
pillarsrone of the omnipresen t castle. light flickers
through holes burned through the roof shingles,
and the sound of hoarse chanting is audible Within .

Characters who listen at the double doors (Listen DC 15)
hear a voice uttering a strangely convoluted prayer emanat
ing from somewhere inside.

Danovich
Danovich w..as the Villagepriest . He- devoted years to fighting
the influence of Srrahd over Barovia. He spent most nighrs
meditating and chanting prayers to ward a\'l3Y evil. One night ,
though, his prayers proved inadequate: His son , Ooru, was
killed by brigands on Old Svalich Road.

This tragedy, on top of the stress of decades of Vigilance
without respite, finall y broke Danovich. Seduced by the very
evil he had fought so long, the priest read a fragment from
the Liba Blasplu'mf, a terrible manuscript he discovered years
ago in the catacombs below Castle Ravenlofr . Using the vile
techniques it described, he attempted to revive his son . The
result was a blaspheme, an undead horror whose perverted
existence propagates the necromantic infection.

Danovich keeps Oor u sequestered in the church's under.
story, but as long as the blaspheme exists , the zombie
infes tat ion persists. Several undead now share the ground
floor of the ch urch with th e shattered priest.

Tactica l Encounter: E7: Church on page 40.

Development: A hollow in the church's altar contains,
in addi tion to other items described below, a much-stained
journal kept by Danovich. The PCs can locate the hollow
automatically by announcing their intent to search the altar .
The last halfofthe journal describes Danovich's griefover his
son'sdeath , reveals his descent into madness, and rationali zes
his subsequent decision to read the accursed manuscript.

The first halfof the journ al contains only sparse notati on s,
spanning months or years with hardly a word . The PCs can
glean a fe-w bits of relevant information, summarized in the
following entries.

'There is a book, rhe Tomeof Strahd, that might she-d light
on the sreps ne-cessary rc destrcy the monsrerofthe castle.
It is well known that Srrahd kept meticulous notes from
ancient times on all he did or said. Perhaps some weakness
ofhis could be found there. This tome was once located in
Ravenloft's library,but now I'm not sure where it is. I asked
Madam Evaabout it, and she mumbled something inde-ci
pherable. Why do seers always speak in riddles?"

WAS IT STRAHD'S PLAN ALL ALONG?
If Strahd's secondary goal is Undead legions (see page
16), Danovich's son wasn 't the victim of a cruel accident ,
and Danovich's disco very of the tiber Blaspheme was not
a twist of fate , Instead, both events form part of Strahd's
ultimate plan to build a legion of undead, beginning with
the zombie plague,



.AI/('mprs a/ rtSltrrtcliolt somt/imtfl.0 horribly awry

Forgenera tions, the Villagehas buried its dead here without
trouble.The necromantic infection has nOI yet penetrated the

Treasu re : Danovich's specialized alchemical equipment
is worth 2,000 gp if undamaged. Should the church floor
collapse, all that survives is the equivalent of an ordinary
alchemist's lab; the remaining equipment is worth only
500 gpo

The PCs can discover the two Lightbringers' equipment
and clothing concealed in the southwest corner of the room
(Search DC 21).The cache includes a suit of halfplate armor,
a suit of +J ,hanutlail, a +2 grealsll'ord, two scrolls of CIIrelrght
u'Olmtls, and a scroll oflt'Sstr rf'storatlO1I.

TAINTED JOURNAL
Ifyou are using the taint rules in Heroes ofHorror. Danovich's
journal has become suffused with evil. The corruption that
consumed the priest is inescapably bound in his words. and
no one can read them without being changed for the worse.
Acharacter who closely reads the last half of the journal must
succeed on a DC 22 Will save or have his depravity score in
creased by ld3 points .

"l reena Kolyana is not the natu ral daughter of Kolyan
Indirovich. Ireena never know, bu t old Kolyan found her
one day at the edge of the Svalich Woods near the very foot
of Ravenlofr's crag. She was but a girl then and had no
memory of her past. Kolyan adopted her as though she
were his own and loved her dearly."
Tre asure: Atop the altar is the fragment of the lIlltr BIas

phone, which describes how to create a blaspheme from
a recently dead human corpse. The process is lengthy (1
week) and requires 15,000 gp worth of materials. It can be
attempted only on the corpse of a close blood relation of the
creator (parent, grandparent, child, or grandchild).

The hollow in the altar contains other valuables: a gold
chalice worth 700 gp, two silver bells each worth 50 gp, and
th ree potions ofcurt' moderate wounds.

Fort u nes of Ravenloft: Depending on the results of
Madam Eva's Iorrune- telltng. either the SIHlSIt'OrJ or the
HolySymbol of Rat'eflkrnd might be hidden on a landing in
the church'ssteeple.This area does not appear on the tactical
encounter map, being simply a to-foot-square room cluttered
with crates . A casual inspection reveals noth ing more than
miscellaneous items-old vestments, paramenrs, and con
secrated vessels that have outlived their usefu lness but have
nor been thrown away. If the characters are activelysearching
for one of the legacy items, they locate it with a successful
DC 22 Search check .

Asdescribed in tactical encou nter E7, the cenrerof the church
floor has begun to fall away. H'Danovic h decides to flee from
the PCsbyjumping into the hole,he joins his reanimated son
and two zombies in the understory to continue the fight.

Doru the blaspheme haunt s the unde rstory. Along with
him are the ani mated corpses of the two un fort unate Light
bringers ,Thendrick and Math ilda, risen as infected zombies.
The area contains remna nts of the alchemica l equipment
Danovich used for the reanimation process.

Tactical Encoun ter. E7A: Church Understory on page 42.
Development: Doru is the hub of the necromantic infec

tion . If the blaspheme is destroyed, all infected zombies
immediately become lifeless corpses and fall where they
stand . This immediately ends the zombie incursion. Other
undead leave the village once the zombies cease.

Ifrcs haven't yet spoken with Ismark and learned about
the th reat of Strahd. Ismark seeks them out at his first oppor
{Unity. He is lessapathetic than if they approached him in the
Bloodof the Vine tavern (see area £5 on page 26), explaining
Ireena's situation and requesting their help.

_oiioiiiioiioiiiiiioiiiiOiiiioiioii..........iiioiiOoiio.....................__....,...,.....------,_[8; CEM.EI.ERY
Stone slabs, mostly simple square markers in the
earth, do t the manicured grass (hat grows at the
foo t of the grea t crag. The omnipresent mist
enci rcles the cemetery but seems unwilling to
penet rate its hear t.



ground to trouble the tombs' occ upan ts. If the plague goes
unstopped, th ough , even th ose long dead would eventually
rise as zombies - were il not for th e nearby ghouls.

At first blush , nothing see ms out of th e ordi nary. However,
a successfu l DC 21 Spot ch eck or a th orough searc h reveals
thatone of the g raves appea rs to have been dug up recent ly,
perhaps severa l ti me s. (The sto ne grave marker reads "M ihail
Latcu-c-Father, Brother, Hu sband.")

IfPCs investigate, th ey ca n d iscover (Search DC 20) th at th e
grave marker covers a rough-hew n, e-foo r-wide tunnel into
the earth. A te rrib le stench ema na tes fro m th e opening.

Tactical Encou n ter: If th e characters inves t igate th e
tunnel, go to tac tical encou nte r E8: Ghoul Grave on page 44.

Developmen t: PCs in th e cemetery at midnight \vitness
somet h ing very strange.

Green-while radiance blossoms at th e foot of the
castle'spillarstone. From this point of spectra l light
marches a ghos tly procession. Wa vering images of
doughty women rou ting grea tswo rds. woodwise m en
with slender bows, dwarves w ith g li t rering axes, a nd

archaica lly d ressed m age s with beards a nd s t ra nge
pointed hats-c-all these and m ore m arch forrh fro m
the g raveya rd, their numbers g row ing by the second.

One hund red g hos tly forms ri se from th e gravey ard and
march straigh t sou th 10 in te rsect th e road leading west
from th e village. An y wh o follow th e pro cessio n obs erve
thai it heads alo ng the road tow ard Cas tle Raveriloft . At
the castle, the spir its march st raig h t th ro ugh walls and
doors to th e cha pel (area Kt 5), up th e H igh Tower stair
(area K18) to the top of the tower (area K59). They then
hurl th emselves down th e shaft toward the crypts, di sap 
peari ng partway down.

The spi r its have no int erest in th e living unless th ey are
themselves attac ked. A spiri t returns eac h attack once, th en
arrempts to co n tinue its march. A destroyed spiri t rises aga in
the next n ight to rejoin th e ghostly procession.

If the PCs mention th is ap pari tio n , v illage rs explain th at
the spiri ts are previous foes of Stra hd who d ied try ing to
destroy him. Each nig ht they at tempt to co mplete th eir quest,
andeach nigh t they fail.The spiri ts do not co mmunica te wit h
Pes.The only way they can be pu t to res t is th rough Strahd's
final destruction.

THE NECROMANTIC INFECTION
Zombies and so me other undead in the village carry a su per
natural disease that sickens those injured by the ir attacks and
can transform victims into mo re zo mbies.

The infected zombies that plague the village, brought into
existence by the infected blas pheme, are toug her tha n o rdina ry
human zombies. A cha racter who is tran sformed by the nec
romantic disease rises as a typical zombie. but it carries the
disease and has the plodd ing special quality, both as described
below.

Disease (Su): Necromantic infec tion-slam, Fort DC 13 ne
gates, incubation period ins tan t, dam age sickened. An infected
creature that drops to - 1 hit po ints or fewer, or th at dies, rises

CEMETERY SPIRIT CR 2
IN Medium undead (incorporeal )
Init +3; Sen ses dark vision 60 ft.: li st en +10, Spot . 10
Aura unnatural
Languages as in life

AC 15, touch 15, Flat-footed 12
Miss Chance 50% (incorporeal)
hp 32 (5 HD )
Immune undead im m uni ti es
Resist incorpo real, +2 tu rn resistan ce
Fort +1, Ref +4, Will +6
Weakness da ylight powerlessn ess

Speed fly 30 ft. (6 squares} (good)
Melee incorporeal to uch +5 melee (ld4)
Space 5 ft_; Reach 5 ft.
Base Atk +2; Crp -
Atk Option s Blind -Fight. Combat Refle xes

Abilitie s Str -, Dex 16, Con -, Int 14, Wis 14, Cha lS
SQ inco rpo real traits
Feats Blind -Fight , Combat Reflexes
Skill s Diplomacy +6, Hide +ll , lntimidate +10, liste n . 10,

Search +10, Sense Motive +8, Spot +10, Survival +2 (+4
fol lowin g track s)

Advancem ent -

Incor poreal Immune to non mag ical attack s; 50% chance to
ignore an y damage from corpo real source (exce pt positive
energy, force, gho st tou ch). Atta cks ignore natura l armor,
arm or, and shield , but deflection bo nus and force effect s
work. See DMC 295 for more informatio n.

Unnatural Aura (Su) Animals will not willingly approach
closer than 30 feet to a cemetery s pirit and panic if forced
to do so ; the y remain panicked as long as the y are within
that range.

Daylight Powerlessness (Su) A cemete ry spirit is utt erly
powerless in natural sunlight (not merely a dayl ight spell)
and flee s from it,

Treas u re : The PCs can rummage th rough the debris at th e
bottom ofthe coffins in this tunnel, wh ere the ghouls stashed
plunder from violated g raves. Make a DC 15 Search chec k for
each coffin. O ne co n tains a silver-rubbed pen worth 20 gp:
o ne co nta ins nothing; and o ne holds two gem-stu dded gold
cu fflinks (50 g p eac h) along with a slende r wood en baton
eng raved wi th th e words "Milosh's Wand." Th is is a wand of
magu missi lr (caster level 5th, 45 cha rges remainin g).

FortunesofRavenloft : Dependi ng on the results of.Madam
Eva's fortune-tell ing, either the Suosurord o r th e 1Ioly Symbol
ofRl11't'ukmJ might be buried in a grave in thi s ceme tery. The

as a zombie in ld4 +1 round s un less properly trea ted .
Treat ing Necromant ic Infec tion: The disea se is ofsupernat ural

origin and cannot be removed by natu ral me an s. On ly a remove
disease or remove curse spell can end the infectio n, A zom bie is
also cured of the d ise ase by being resto red to life.

On ce the blaspheme has bee n de st royed, the progress of
the d isea se immediately halt s . Creatu res that were previou sly
infec ted are no longer in danger of becoming zombies, and the
symptoms of their illness end.

Plodding (Ex): Infected zombies can move and attack, but
they cannot move more th an the ir speed on the ir actio n, and
the y cannot charge.
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grave in question is closest to the castle bur is otherwise
unremarkable. Irsworn stone bearsasingle, fadedword:
"Shem." Noexternalsigns mark thisgraveas holding
anything out of the ordinary, but its position might
him at its imponance. A character using sJ"l'ak wlfh
Il fad to question the cemetery spirits can
attempt a DC 15 Diplomacy check to per-
suade a spirit to point out the correct
grave. Halfan hourofdigging reveals
a coffin that is empty except for the
item in question.

E9: ZOMBIE
INFESTED

This encounter rakesplace
the first time the parry en
ters the building labeled
£9 on the Baroviavillage
map. The associated tac
tical encounter can also
be used whenever the
PCs enter a building in
the village and discover
zombies; see the table on
page 24.

Tactical Encounter: £9 :
Zombie-Infested Buildi ng on
page 46.

Treasure: For each 10 minutes spen t
searching the debris in this building, the
party can make a DC 25 Search check. On a
success, roll for a random treasure (Table 3-5:
Treasure, DMG 52) suitable for a 5th-level encounter. If the
encounter was a random result of a building search , then
treasure is appropriate to a tsr-level encounter. No building
has more than one treasure .

Fortunes of Ravenloft: Depending on the results of
Madam Eva's fortune-telling. either the SUPlSword or the
HolySymbol of Ral't'nkmd might be hidden in the cellar of
a tenement. This is an isolated building to the northeast of
the village, closest [0 the edge of the Svalich Woods (see the
village overview map). It is a dilapidated shack. long unin
habited. The item is buried under debris (Search DC 25).

EIO: MAD MARY'S
__---:--:----,--TOWf'i!:lOUSE

A moaning sob floats through the still, gray streets,
hoarse and drained of hope. The sound issues from a
darkened, two-story building.

Investigating PCs find that the door to the building is bar
ricaded (hardness 5; 50 hpj break DC 20). The interior is an
impoverished home, long untended. In an upstairs bedroom
is the source of the crying, Mary Bogoescu(NG human com
moner 3;Craft [knitting]).

This bedroom is painted
bright pin k with fluffy whi te

clouds. A big yellow sun with a
smiling face stares down from

the ceiling. A great fairy castle
wi th gleaming crystal windows
adorns a wall, with pretty girls,
unicorns, and handsome lords

painted on its verandas and in
the courtyard. A small canopied bed

stands in one corner of the room, made
up perfectly. Dolls, play-princess
crowns, and other lu rle girls' toys fill
shelves. In the center of the floor
sobs a despondent older woman.

.Mary's mind shattered with griefwhen
her beloved daughter, Certruda, disap
peared . Thus she is called "Mad Mary"

by some of the villagers.
Development: PCs who suc

ceed on a DC 15 Diplomacy check
can rouse Mary long enough for
her to notice their presence and
speak . She relays the following
information during the course

ofconversation but soon descends
again into inconsolable grief.

"I kept Cer tr uda in thi s room her enrire life!
She was safe here. Safe!"
• "Gert ruda was happy here-she knew only

the storybook tales I told her. The real world is
too hard, too dangerous . I never let her know any
thing of it."

"M y gi rl had every th ing she ever could have wanted . Why
did she run away?"
~ I fear that the master of the castle has her now. Oh , my
poor Certruda! I know the worst has come to pass!"
Ad HocXP; If the PCs discover Gertruda in Castle Raven

loft (see page 143), convince her to return to her mother. and
escort her through the dangers of the road back, they earn
XP as if they had overcome a Sth-levelencounter.

An aged and dilapidated mansion squats behind a
rusting iron fence, but the gates have been twisted
open-one lies torn from its hinges, while the other
swings crazily in the wind, screeching and clanging
with mindless repetition. The house beyond is
marked by claws, fires, and ominous stains. Every
window is boarded, every door barricaded.

The burgomaster's home is the largest building in the village,
though it has suffered much during the zombie incursion.
Ismark spoke true (see area £5) when he said his sister yet
remained in the mansion ,guarding her father's body against
possible infection. If the PCsarrive here before dealing with
the zombie threat, Ireena will not unbar or open the doors.



CR4

AC 19, touch 11, Flat-footed 18
hp 32 (5 HO)
Fort +5, Ref +3, Will +3
Weakness dominated

The following pages provide detailed information for combat
encounters in the village of Barovia.A creature's position on
a tactical map is indicated by a circled letter symbol, which
is associated with rhe creature in the encounter'sdescriptive
text , Information about the features of a room or an area is
provided in a sidebar format along with rhe tact ical map for
the encounter,

Man y doors in the village have been barred or barricaded
against the zombies.Those that are nor (usually interior doors)
have hardness 5 and to hit points, Listen DCs inc rease by 5
through a closed door.

Lighting conditions depend on what time of day the PCs
arrive ; however, mist is everpresenr in the streets and limits
vision, Beyond 30 feet,creatu res have concealment (20%miss
chance),

Dominated Strand dominated treena 2 days ago , so 10 days
rema in before the effect ends. Ireena doesn 't real ize she
is under the vam pire' s control.

Speed 20 ft. (4 squares)
Melee +7 fongslNord +8 melee(ld8+3)
Ran ged mwk light crossbow +6 (ld8/19-20 or alchemical

flare bolt)
Base Atk +4; Grp +6
Atk O ptions Clea ....e. Power Attack, Quick Draw
Combat Gea r 3 alchemical flare bolts*, 1 alchemical sun

flash*, 2 potions ojcure moderate wounds. potion ojbulf's
strength
" New item described on page 208 ,

later. She does this only after the zombie incursion has been
quelled and she has asked Isrnark to make arrangements for
the body.

Unknown to her , lreena has been dommalfd by Strahd.
He allows her to act normally until he deems the moment is
right to seize control. Strahd otherwise does not harm lreena,
hoping to complete her transformation into his eternal bride ,
His minions never attack or harass her; if she is with the
part y, the y focus on the PCs,

PC O ption: If a player takes on the role of lreena as a PC,
advance her ro th e same average level as the rest of the party
and provide her appropriate equipment for th at level.

Abilities Str 15, Dell 13, Con 11*, Int 10, Wis 12, Cha 14
*Ireena' s Constitution has been reduced from 13 to 11 by
Strand's blood drain ,

Feat s Cleave, Power Attack, Quick Draw, Toughness,
Weapon Focus {longsword}, Weapon Specialization
(Iongsword)

Skills Handle Animal +9, listen +3, Ride +9, Spot +3
Possessions combat gear plus breastplate, +1 heavy steel

shield, +l/ongslNord, masterwork light crossbow with 10
bolts, cloak ojresistance +' , sunrod

IREENA KOlYANA
Female human fighter 4
LC Medium humanoid
Init +1; Sen ses l isten +3, Spot +3

Ireena welcomes the news that the threat of necromantic
infe-ction has passed. She asks for help transporting her
farher's body to the cemetery for a proper burial and even
offers to pay (two rolrO' lS ofcureUIOt.I t'rolf tt'OUlhls).

If asked about Strahd, Ireena can provide the following
informa tion, which she reveals ro the Pes over the course
ofconversation.

"The masrerof the castle punished my father for standing
up (Q his commands. My father held him off with the Holy

Symbol of Ral't'nb'HI , until he paid with his life , He was
poisoned! It had to be Strahd,"

o 01no longer have the floly Symbol , I couldn't make it work ,
norcould my brother, Ismark, though it was still precious
tome, Bursomething evil slipped in and stole it in the dead
of night!"
"The thiefcould have been a servant of Strahd, but if so, I
don't know which one. it could have been something else
ennrely,Evilof every sort has begun to collect in the woods
around Barovia. The floly Symhol of Ravrukintl could be
anywhere-c-Strahd's reach is long, and if he had it stolen ,
helikely he wants it as far from the castle aspossible, Maybe
the wise woman knows,"
"If I dared leave, I'd go to the encampment west of town.
I'veheard the wise woman there kn ows things that even
Srrahd is afraid to discover, She can gl impse the future."

Ireena reveals two marks on her neck, obviously made by
bites. She says she has had the 'dream" twice.

Development: Ireena is scared. troubled, and desperate
she realizes that Srrahd will convert her to his thrall on their
next meeting. But she is no shrinking violet, and if she learns
that rhe PCsplan to explore the castle or to find out more about
Srrahd, Ireena demands to accompany them. Perhaps accom
panied bysuch powerful characters , she might have a chance
rofendoff the count. She indicates she is good with a sword.

Even if the PCs don't meet tre ena here, or the y don't want
ro takeher with them, Ireena trails the pOlrty and trie s to join

Irtfna'sSurd : PCs who succeed on a DC 15Sense Mot ive
check get the sense that lreena is holding something back,
She is at first unwilling to say more, but with a success
ful DC 15 Diplomacy check, she reveals the following
information.
o "lt is rneSrrahd want s, so he says! I've had awful dreams

where he chases me, and when he catches me he kisses me
and calls me 'Tatyana,' At least , I thought they were
dreams-but when I wake .} find theS(" .'"

If the pe s have overcome the necromantic plague, she is
willing to speak with them and grants entry.

lreena Kolyana
The well-furn ished mansion shows considerable
wear, though the holy symbols hung in every roo m
ofthe house draw attent ion from the soiled divans
and ratty carpe ts. A man's body in burgoma ster's
robes lies in state in th e front roo m. Beside the
corpse kneels a haunted -looking young wom an .



AC 16, touch 10. flat-footed 16
HD 6; DR 5/slashing
Immune mind-affecting, poison, sleep, paralysis, stunning.

disease. death effects. crit ical hits, nonlet hal damage.
ability drain, ene rgy drain. damage to physical ability
sco res, fatigue and exhaustion

Fort +2. Ref +2. Will +5

Blood Frenzy (Ex) During the zombie attack , the streets of
Barovia run red with blood , and all carcass eaters are
automatically in a frenz ied state. While in a blood
frenzy. a carcass eater automatically uses its rend fallen
ability.

Rend Fallen (Ex) If an adjacent opponent is at - 1 hit points
or fewer, a carcass eater immediately makes an
additional bite attack, automa tically dealing 2d6+2
points of damage. Acarcass eate r can rend a fallen fee
once per round.

Skills Acarcass eate r has a +4 racial bonus on Hide checks.

Abilities Str 12. Dex 17, Can 21. Int 2, Wis 12, Cha 6
Feats Track, Weapon Finesse
Skills Hide +7, listen +3, Spot +3

Speed 30 ft. (6 squa res), burrow 10 ft.
Melee 2 claws each +4 (ld2+1) and

bite-l (l d4+1)
Base Atk +0; Crp - 3
Atk Options blood frenzy
Special Actions rend fallen

Abilities Str 17, Dex 10, Con - , Int -, Wis 10, Cha 1
SQ plodding, undead traits
Feats Toughness
Skills li sten +0, Spot +0

Speed 30 ft. (6 squares) ; can't run
Melee slam +6 (ld6+4 plus disease)
Base Atk +3; Crp +6
Atk Options disease

Disease (Su) Necromant ic infection-slam, For t DC 13
negates, incubation per iod inst ant, da mage sickened.
An infected creature that drops to - , hit points or
fewer, or that dies, rises as a zombie in ld 4+1 rounds
unless properly treated (see the side bar on page 29).

Ploddi ng (Ex) Infected zombies can move and att ack, but
they cannot move more than their speed (6 squares) on
thei r act ion. and they cannot cha rge.

CARCASS EATERS (FRENZIEO) (2) CR 1/2
HP 9 each _

N Small animal
Init +0; Senses low-light vision, scent; Listen +3. Spot +3

AC 13, touch 12. flat-footed 10
HD l
Fort +7, Ref +5, Will +1

INFECTEO ZOMBIES (6) CR 2
HP 42 each _--,---, _

NE Medium undea d
Init +0; Senses darkvision 60 It.: Listen +0, Spot +0

RUNNING THIS ENCOUNTER
Ask the players to place their characters anywhere at least
40 feet east of the overturned cart, then give each cha racter
3 turn to perform actions.

If the pes move wes twa rd. notice the zombies behind
th e carr (Spo t DC 26), or do nothing. place the infect ed
zombies (marked as Z on the map), the carcass eaters (C),
and [he infected dearhlock (D) as indicated on the tactical
map and roll in itia tive checks.

Carcass Eater Tactics
Both carcass eaters attack the close st PCs. If an adjace nt
character drops to - 1 hir points or fewer for an y reason , a
carcass eater uses its rend fallen ability.

Encou n te r Level 6

Use- this encounter for the pes' first experience with
zombies in Barcvia.

To begin, read aloud the following text :

The streets arc choked IVilh mi,t,limitmg vision to
onlya felV dozen feet. The building, here at the
edge of tOIVn look abandoned, burned out. or
barricaded. Garbage litter, the ground, anda
carrion stench assaultsyour nose. Ahead,an
overturned haycart blocks the street.

THE MONSTERS
Infected Zombies: These mind less corpses have been

animated by necromancy to walk once more.The zombies
(and some of rhe other creatures) stalking Barovi a are car
riers of a terrible infection.

Carcass Ea ters: These gore-streaked, four -footed ani
mals look like a cross between an overlarge rat and a wolf.
Their jaws are extra ordinary in size, and their eyes glitter
with rabid fury.

I nfected Deathlock: This corpse is skelerally thtn. Irs
cadaverous eyes sizzle with cursed power,and deadl yspells
dance on nits fingertips. Like the zombies, the dearhlock
is ani mated by means of the necromantic infection born
from the blaspheme in the chapel cellar (see th e ent ry for
E7A. page 42).

Zombie Tactics
On its turn, each zombie move's from its start ing position
toward the closest enemy it can attack. A zombie behind
a door opens it as part of its firs t move actio n.



INFECTED DEATH LOCK CR 3
HP 19
NE Medium un dead (h umanoid)
lnit +6: Senses darkvision 60 ft.: Listen +9, Spot +9
Languages Common, Abyssal, Infernal

AC 13, touch 12. na t-footed 11
HD 3
Immune mind-affecting. poison. slee p. paralysis. stunning,

disease. death effects. critical hits , nonlethal dam age.
ab ility drain, energy drain, damage to phys ica l ability
scores , fatigue and exhaustion

Resist +2 turn resistance
Fort +1, Ref +3. Will +4

Speed 30 ft. (6 squares)
Meleebite +1 (ld4 plus disease)
BaseAtk +l ;Crp +l
Atk Opt io ns disease
Spell-like Ab;lit;es (CL Jrd] :

At will-detter magic, inflict minor wounds (DC 12). read
magic

3/day-coust' fea r (DC 13). magic missile. summon
monster I

2fday-deoth knell (DC 14), hold person (DC 14)

Abilities Str 11, De x 15. Con -, Int 14, Wis 13. (hOI 14
SQ undea d traits
Feats Alert ness , Improved Initiative
SkillsCon centratio n +6. Hide +8, Knowledge (arca na) +8,

liste n +9, Spellc raf t +10, Spot +9

Disease (Su) Necro ma ntic infec tio n-bite. Fort DC 13
negates, inc ubation per iod instant , dam age sickened. An
infected c rea ture th at dr op s to - 1 hit point s o r fewer , or
that d ies, rise s as a zo m bie in ld4+1 roun ds un les s
prope rly treated (s ee the side ba r on page 29) .

. Deathlock Tactics
Thisdeath lock is the animate corpse of 3 powerful spellcasrer;
asare all of its kind. It possesses a number of spell-like abili
ties.and it has the intelligence to use th em [0 best advantage.
The creatu re has no allegiance [0 th e other mon sters in this
encounter, but it will not purposely h inder or harm them.

The death lock waits to move toward the street until at
least tWO PCs have advanced westward past the alleyway it
lurks in. If it is spotted before it has a chance to move ou t.
it makes a stand from where it is located. It begi ns combat
by using its holll pawn ability, following up with its magir
miSSiles. It uses dc:,1l11 k,1t'1I if it gets th e cha nce, but never if
doingso putSitselfi n danger. If it is reduced to 10hit points
or fewer, it atte mpts to flee. As a last resort if it is forced into
melee, it uses its in fected bite.

AFTER THE BATTLE
The PCsare free to explore the town, but th ey are at risk of
random attacks by roving zombies (see Subsequent Stree t
Encounters. page 24).

If the PCs encounter zombies on the stree t, go to tacti cal
encounter E2: Zombie Street Encounter.

If the PCs investigate empty buildings and discover
zombies within , go to tacti cal encounter E9: Zombie
Infested Buildi ng.

EXPLORATION
The PCs might decide to poke arou nd in this area after the
light is over.

One of the bu ildings in th e southeast portion of th is area
has its door smashed in and is seeminglyempty. A family had
barricaded thi s door again st th e undead hordes but recently
fell victi m to the ir attack.

'OJ If the PCs search thi s bui lding. an infected zombie (for-
merlya female human) bursts from the refuse and attacks .
Place the zombie anywhere with in th e build ing and roll
in itiative . (This encounter is in add it ion to the resu lts-of the
bui lding search; see the Barovia Building Encounters table"
on page 24.)
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AFTER THE BATTLE
After th is en coun ter has played out for rhe firs t t ime, it's
im port ant to en tice th e charac ters int o the following
en counter by encou ragi ng them to mo ve eastwa rd toward
the tow n square. I f needed, you could ment ion someth ing
abo ut th e sounds of a batt le occurring some dista nce away
off to th e east.

Dire Maggot Tactics ,
At the beginning ofthe encounter, the dire maggot s squirm
fort h from beneath the co rpse they were feeding on. Each
attacks the closes t P'C. Once a target is paralyzed , the mag
gots move on to th e next clo sest PC .

Vargouille Tactics
These creatures beg in the enco unter by swooping down
from the rooftop and shrieking. They then attempt to kiss
any creature that has been para lyzed ,whether by their own
shrieks or through the dire maggots' paralyt ic saliva (see th at
entry). Once at least one PC fails the saving throw to resist
transformation, the vargouilles flap away, giggling evi lly.

Zombie Tactics
O n its turn, each zombie moves from its start ing posit ion
toward the closest enemy it can atta ck. A zombie behind
a door opens it as par t of its first move action.

Speed 30 ft. (6 squares); can't run
Melee slam +6 (ld6+4 plus disease)
Base Atk +3; C rp +6
Atk Options disease

INFECTED ZOMBIES (4) CR 2
HP 42 eac h _-,.-,. _

NE Medium undead
Init +0; Senses darkvision 60 ft .; listen +0, Spot +0

Disea se (Su) Necromantic infection-slam, Fort DC 13
nega tes, incubation period instant , damage sickened .
An infected creatu re that d rops to - 1 hit points or
fewer, or that dies, rises as a zombie in ld4+1 rounds
unless properly treated (see the sidebar on page 29).

Plodding (Ex) Infected zombies can move and attack, but
they can not move more than the ir speed (6 squares) on
their action, and they cannot charge .

Abilities Str 17, Dex 10, Con -, Int -, Wis 10, Cha 1
SQ plodding, undead traits
Feats Toughness
Skills listen +0, Spot +0

AC 16, touch 10, flat-footed 16
HD 6; DR S/slashing
Immune mind -affecting , poison, s leep, paralysis , stunning,

d isease, death effects , critical hits , nonlethal damage,
ability drain, energy d rain, damage to physical ability
scores, fatigue and exhaustion

Fort +2, Ref +2, Will +5
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RUNNING THIS ENCOUNTER
Ask the players to place th eir cha racters anyw he re wi th in
20 feet ofth e int ersection from th e d irection th ey ente r the
map, the n give each charac ter a turn to perform actio ns.
(When the pe s initially visit thi s area, they approa ch from
the east. If they pass th rough thi s area again later, they
might approach from the nor th or th e wesr.)

If the pe s move toward the intersectio n or do no thi ng,
place the four in fected zombies (marked as Z on th e map)
as ind icated on {he tact ical map and roll initiative . Do not
place the vargo uilles (V) or d ire maggots (M) unti l t hei r
rum in the ini tiative order.

Encounter Level 7

Use thi s enco un ter th e first time the pe s en te r the inter
section labeled £2.

The everpresent mists dear slightly, revealing a
human body lying face down in lhe slreet amid the
garbage. One oflhe buildingsfacing the street has
ils door smashed in.

THE MONSTERS
Infected Zom bies: Iden tical to those described in

encounter £ 1 on the preceding pages.
Vargoui lles: These crea tures loo k like hideous. d is

toned human heads suspended from leathery wings. In
place of hair, th ey are c row ned with writhing ten d ril s,
and the ir eyes burn with a me nacing gree n flam e. These
crea tures have been drawn in by th e ca rnage left in the
wake of th e zombie advent.

Dire Maggots: These are a-foo t-long, dead-wh ite seg
me nred worm s. Eyeless, d rooling stinking ichor fro m
th eir clack ing mandibles, these mo nstrosi ties are maggots
g rown orde rs of magnitude too large. Luckil y, no one has
yet enco un tere d the vermi n capable of leaving behi nd
such awful larvae .



VARGOUILLES (2) CR 2
HP 5 each _-:-:-_,--,,-_,--,_,--, _
NE Small outsider (evil, extra planar)
Init+1;Senses darkvis ion 60 ft .; listen +5. Spot +5
Language Infernal

AC 12, touch 11 . flat-footed 11
HO I

Speed fly 30 ft. (good) (6 sq ua res)
Melee bite +3 (ld4 plus poison)
BaseAtk +l ;Crp - 3
AtkOptions aligned strike (evil), poison (DC 12. unable to

heal vargouille's bite wound naturallyf-)
Special Actions kiss, shriek

Abilities Str 10. Dex 13. Con 12. Int 5. Wis 12. eha 8
Feats Weapon Finesse
Skills Hide +9. Intimidate +3. Listen +5. Move Silently +5,

Spot +5

Poison (Ex) A neutralize poison or heal spell removes the
effect. while delay poison allows magical healing.

Kiss (Su) A vargouille can kiss a paralyzed target with a
successful me lee touch attack. An affected opponent
must succeed on a DC 19 Fort itude save or trans fo rm
into a vargcuille in stages. Firs t 1d6 hours: All hai r falls
out. Next 1d6 hours: Ears grow into leathery wings.
tentacles sprout on the chin and scalp, and teeth become
long, pointed fangs . Next 1d6 hours : 1 point of Int and
Cha drain per hour. Final1d6 hours : The head breaks free
of the body (which dies) and becomes a vargouille.

This transformation is inte rrupted by sunlight or a
daylight spell; remove disease reverses the transformation .

Shriek (51.1) Creatures within 60 feet (except other vargouilles}
who hear a vargouille's shriek and can clearly see the
creature must succeed on a DC 12 Fortitude save or be
paralyzed with fear until the monster attacks them, goes
out of range, or leaves thei r sig ht . A paralyzed creature is
susceptible to the vargoullle's kiss (see above). A creat ure
that successfully saves cannot be affected again by the
same vargouille's shriek for 24 hours; a creature subjected
to multiple shrieks at the same time makes only one save,
whose result applies to all the vargouilles' shrieks. The
shriek is a mind-affecting fear effect.

DIRE MAGGOTS (2) CR 2
HP JJ each _

N Small vermin
Init +2; Sen ses dark vision 60 ft .; listen +0 , Spot +0

AC 16, touch 13, Oat-footed 14
HD 6
Immune mind-affecting
Fort +6, Ref +4, Will +2

Speed 30 ft. (6 squares). burrow 5 ft .
Melee bite +5 (1d8+1 plus paralytic saliva)
Base Atk +4; Grp +1
Atk Options paralytic saliva

Abilities Str 13, Dex 15, Con 12, Int -, Wis 10, Cha 2
SQvermin traits
Feats -
Skills -

Paralytic Saliva (Ex) Paralysis 1 ro und ; Fort DC 14 negates .
Each round, a paralyzed creature can attem pt another
Fortitude save to break the pa ralysis.

The PCs are free to continue exploring the town after
complering this enco unter. but they are at risk of random
macks by roving zombies (see page 24).
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If the PCs encounter zombies. go to tactical encounter £2:
Zombie Stree t Encounter.

If the PCs investigate empty buildi ngs and discover zom
bies with in, go to tactical encou nter E9: Zombie-Infested
Build ing,

Random Street Encounter
If the PCs randomly encounter zombies while traveling
th rough the stree ts of Barovia, make a few changes to the
setup. Remove the body. and remove either the vargouilles
or the dire maggots. adding Id4 to the number ofwhichever
creatures remain. Place the zombies in different positions
behind doors or in rhe street.

The building with the smashed-in door is provided as the
scene of a possible zombie encou nter at close quarters. If the
pes approach the doorway close enough ro see inside, read
the following texr:

h",de is a litterof broken funtiture and smashed
crockery. spattered with bloodstaillS. Whether this
bUlldltlg was a dwelling or a smallbusmess is
impossible to ay. the destruction IS so comp/ete.



Zombie Tactics ;
On its turn, each zombie moves from its star ting posi·
non toward the closest enemy it can attack (w het her a
PC o r Ashlyn). They try to overwhelm a single target
if possib le.

Abilities Str 14, Dex 8, Can 14, Int 10, Wis 14, Cha 17
SQ aura of good
Feat s Lightning Reflexes, Toughness , Weapon Focus

(Iongsword)
Skills Concentration +10, Diplomacy +5, Heal +10,listen

+2, Sense Motive +10, Spot +2
Posses sion s combat gear plus +1full plate, heavy steel

shield , +llongsword, masterwork light crossbow with
10 bolts, amultt ofhtalth +2, cloak ofCharisma +2

ASHLYN, UNDEAD HUNTER CR 6
HP4S _

Female human paladin 5
lG Med ium humanoid
[nit - 1; Senses Listen +2, Spot +2
Aura courage (10 ft .•allies +4 aga inst fear)
langua ges Common

AC 20, touch 9. flat-footed 20
HD S
Immune disease. fear
Fort +9. Ref +5, Will+6

this corpse is encrusted with years ofgrave-dirt . and moves
with a rapidity regular zombies lack. It wields a grave-born
power to push other creatures into a premature, shallow
grave. In fact . it is not actually a zombie. but the PCs prob
ably don't realize it until they see it in act ion.

Speed 20 ft. (4 squares)
Melee +110ngsword +9 (1d8 +3J19-20)
Ran ged mwk light crossbow +5 (ld8/19-20 or alchemical

flare bolt)
Base Atk +5; Crp +7
Atk Option s smite evil 2/day (+3 attack, +5 damage)
Special Action s lay on hands 15 points/day , turn undead 5/

day (+3, 2d6+2 , 2nd)
Combat Gear 10 alchemical flare bolts ", 10 alchemical

flare stakes's. 2 alchemical sun flash *, 10 cold iron
bolts, 10 silvered bolts , potion oftagft's spltndor, potion
ofcurt serious wounds
* New item described on page 208

Palad in Spells Prepared (Cl 2nd) :
1st-bltss weapon

Spell-like Abilities (Cl 5th);
At will-detect tvil

THE ALLY
As hly n : This human woman wears shining half-plate

mail on which 3 holy symbol is emblazoned. She calls
out for aid from "the light" while trying 10 pUI down the
zombie uprising. Ashlyn reveres a deity appropriate 10 your
game; otherwise, she reveres Pelor .

Spe ed 30 ft . (6 squa res); can't run
Melee s lam +6 (ld6+4 plus disease)
Base Atk +3; Grp +6
Atk Opti ons disease

Abilities Str 17, Dex 10, Con - ,Int -, Wis 10, Cha 1
SQ plodding, undead traits
Feats Toughness
Skills Listen +0. Spot +0

Disease (Su) Necromantic infection-slam, Fort DC 13
negates , incubation period instant , damage s ickened.
An infected creature that drops to -1 hit points or
fewer, or that dies . rises as a zombie in ld4+1 rounds
unless properly treated (see the sidebar on page 29).

Plodd ing (Ex) Infected zombies can move and attack. but
they cannot move more than their speed (6 squares) on
the ir action, and they cannot charge.

RUNNING THIS ENCOUNTER
Ask the players to place their characters on the eastern
edge of the map. Simultaneously place the nine zombies
(marked as Z on the map). the enromber (E), and Ashlyn
(A) as indica ted on the tactical map and roll initiative.

Rough barricades block most ofthe aaess to the
town square; however, theeastern barrICade has
been breached, and zombies are savanning tJtrougll
theopming A woman i" half-plMe "ear the w.ter
of the to"'n "luare valiantlyfights the zombies, but
,he i, heavily outllumbered.

Encounter Level 8

This encounter takes place the first lime the pes enter
the village square, labeled E3 on rbe village map, from
the east.

AC 16, touch 10, flat -footed 16
HO 6; DR 5/s1ashing
Immun e mind -affecting. poison, sleep, paralysis . stunning.

disease. death effects, critical hits , nonlethal damage.
abilitydrain, energy drain , damage to physical ability
scores, fatigue and exhaustion

Fort +2. Ref +2, Will +5

THE MONSTERS
Infected Zombie s: Identical to those described in

encounte r Et on page 32.
En to m ber "Zo m b ie": This shrunken, disfigured

humanoid carcass is an ima ted by the same infection that
superna tura lly propaga tes at the be hes t of the blaspheme
in the chapel understory (see emry E7A,page 42). However.

INFECTED ZOMBIES (9) CR 2
HP 42 each _--,---, ....:. _

NE Medium undead
Init +0; Senses darkvisicn 60 ft .; Listen +0, Spot +0



INFECTED ENTOMBER CR 5
HP58 --,-- _

LE Medium undead
Init +0; Senses darkvislcn 60 (1.; Listen +8, Spot +8
language Common (can't speak)

AC 21, touch 10, na t-footed 21
HOs:DR 5/silver
Immune mind-affecting. poison, sleep. paralysis. stun ning.

disease . death effects , critical hits, nonlethal damage.
ability dra in, energy drain. damage to physical abili ty
scores, fatigue and exhaustion

Fort ...2, Ref +2. Will +8

Speed 30 ft. (6 squares) . burrow 10 ft.
Melee slam +10 (ld6+9 plus disease plus entomb)
Base Atk +4; C rp +10
Atk Opt ions disease. entcrnb

Abilities Str 23. Dex 10. Con -, Int 6. Wis 14, Cha lS
SQ exhume, undead traits
Feats Alertness. Toughness (2)
Skills Hide +7. listen +8 , Move Silently +7, Spot +8

Disease (Su) Necro mant ic infection-slam, Fort DC 13
negates, incubat ion period instan t, da mage sickened. An
infected creatu re that dro ps to -1 hit points o r fewer, or
that dies, rise s as a zo mbie in 1d4 +1 rounds unle ss
properly treated (see the sidebar on page 29) .

Entomb (Su) Whe never an entombe r hits wit h a s lam attack,
it can attempt to entomb its foe . The foe must s ucceed
on a DC 16 Reflex save o r be po unded bodi ly into a
shallow grave. Th is ab ility doesn' t wo rk in locatio ns with
a baseme nt or open leve l im mediately bel ow, no r can a
creat ure be e ntombed in ma gical, living, or a nim at e
materials , o r m ater ials tha t ha ve a hardn es s highe r
tha n 8,

Treat a n e ntom be d crea tu re as pinned (opposed
grap ple check result of 20). Succeeding o n two gra pple
checks allows it to st and up from pro ne on its next ro und.
Two st and ard ac tions a re requi red for others to un ea rt h
an entombed crea tu re, which can use its next action to
stand; a par tially uncove red creatu re ca n stand on a
single successful gra pple check.

A creatu re runs th e risk of suffocation (DMG 304)
each round it spends fully o r partially en tombed.

Exhume (Su) When an entomber spends a standard action
to touch the top of a grave or space where a creature is
bur ied no deeper than 10 feet , th e body immediately rise s
undamaged to the surface, le aving no ho le or tunne l.

Ashlqn's Tactics
When th is encounter begtns. Ash lyn is hard-pressed by
zombies, already in hand-to-hand combat with tWO and
more d osing in . If the Pes enter the fray and relieve th e
melee pressure on her, she fires alchem ical flare bolts at any
undead she can see.

Emomber Tactics
Theenromber's sole- aim is 10 pou nd as man y living crea tu res
into the di rt as possible . It runs toward the closest charac te-r,
whether Ash lyn or a Pc. An entombed creature th at d ies
from damage or neglect might reanimate as a zombie if it
contracted the necrom antic illne-ss. The entombe r uses
its exhume abi lity to bring the newl y formed un dead (0

[he surface.

AFTER THE BATTLE '
Villagers holed up the tavern and the mercantile emerge only
after the zombies are defeated. The PCs can now interact with
key NPCs in those areas as well as with Ashlyn .

If Ash lyn survives th e encounter, she has important infor
mation to impart . Refer to entry £ 3 on page 25.

If the pes ente r the mercantile, refer to ent ry E4: Bildraths
Mercantile on page 26.

r f rhe PCs en ter th e tavern, refer to entry E5: Blood of the
Vine Tavern on page 26.
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Encounter Level 7

This encount er rakes place the first tim e the pe sapproach
the int ersec tion labeled E6 on th e villa ge m ap_

Ahead, a dead horselies 'ti nking in Ihe ,treet,
ils rolting ",trail, allrading a ,mall troupe of
zombies,

RUNNING THIS ENCOUNTER
Ask the players to place their characters any where at least
15 feel away from the dead horse, along whichever street
th ey used to approach the intersection. Simul tane ou sly
place the three zombies (Z) as indicated on th e tact ical
map and roll initiative. Do not place the th ree gha srs (C)
unnl their turn in the init iative order.

Note: Ifyou desire. you can change th e direction al or i
enrarion of this map to co ntrol how d ose the pe s are to
the mon sters when the e ncounter begins. For in st ance , if
you wa or the pe s to start clo se to the gh ast s and zombies,
then they should approac h along the st reet that's adjacent
to the buildings where the gha st s are located. If you wan t
them to start as far away as possible from those mon sters ,
then they sho uld approac h from the opposi te end of that
S3 me street.

Ifone or more PCs approac h stealthily and the zombies
don't noti ce them, th e ghasrs emerge from the buildings
in whi ch th ey lu rk and att ack the zombies . If th e ghas rs
not ice th e presence of the PCs, th ey turn on the living
prey at th e first oppo rt un ity.

At the beginning of the third full round of combat,
two roving ca rcass ea ters (C) show up . Attracted by th e
ruckus, they bound in at th e places indicated on th e
tacti cal map.

WitH PC~ " lll~"T O\'E1mE,\~
If rc~ ;:h'oJlthily app woJ..:h the' intersection w ith 'Hlt ~ainin~
th~ aU.. nti,Ht .,f lh~· wmbi t' ~, tlll'Val"., fl\, und.'r the hiJJen
,;:ha~b' n••tic e. If th i~ happen;:, P("~ \1\'e; hea r th~· [,,110-' int:
bih o f ,,('m "r~dtiol1 "mdndtin~f rom th .. ;:urr,mnJin.: l.uilJ
in,;:~ ""hn\' tl. .. ~hoJ"l ;: Id1.: \, their ..a~e . Th" in fe..:t..·d 7.'"mbi\·"
i,:n,'re the w(lrJ ~ .

-, din't eatcu [rc"h in a wt"ek or more-I'm rallli~h"J!"

"\\"1hat a bo ut t1ll'';t· lll're, then?-
-I Mid fre"h, diJn't I? Th.."" rtlltin ~ but:~er,. ain't ll1u..::h

b.,tta tllen I'd turn lip in my barruw:
-I d"I1't kno"", t1wv'rc bett ..r than a dry b Uilt" .lll)'

ni~hl: . .

-Yal1. En.,ud, with the j ",·int:. Ld's bol\'" olt if:

INFECTE D ZO MBIES (3) CR 2
HP 42 each _

NE Medium und ead
Init +0; Senses darkvision 60 ft. ; Listen +0, Spot +0

AC 16, touch 10, Oat-footed 16
HD 6; DR 5/slashing
Immune mind-affec ting. poison, sleep, paralysis. stunning,

d isease, death effects , critical hits . nonlethal damage,
ab ility drain, energy drain , damage to physical ability
scores, fatigue and exhaustion

Fort +2, Ref +2. Will +5

Speed 30 ft. (6 squa res); can 't run
Melee slam +6 (l d6+4 plus disease)
Base Atk +3; Crp +6
Atk Options disease

Abilities Str 17, Dex 10, Con -, Int -, Wis 10. Cha 1
SQ plod ding, undead traits
Feats Toughness
Skills Listen +0, Spot +0

Disease (SuJ Necromantic infection-slam, Fort DC 13
negates, incubation period insta nt , dam age sickened.
An infected creature that drops to - 1 hit points o r
fewer, or that d ies, rise s as a zom bie in ld4 +1 rounds
unless properly treated (see th e side bar on page 29).

Plodding (Ex) Infected zombies ca n move and attack, but
they cannot move more than the ir speed (6 squares) on
their action, and they canno t cha rge.

THE MONSTERS
Infected Zombies : Ident ical to th ose de scribed in

encou nter £1 on page 32.
Ghou ls (Ghasts): These foul creatures appear more

or less huma noid. bur th ey have mo ttled, decaying flesh
drawn tight across clearly vis ible bon es. Mostly hairless,
th ey have a ca r nivore's teeth, and eyes that burn like hot
coa ls in th eir sunken sockets. A cha racter who makes a sue
cessful DC 20 Knowledge (arcana) o r Knowledge (re ligion)
check real izes th at th e ghouls are actually ghas ts, which
are a more formidable variety of ghoul.

Ca rcass Ea te rs: Iden tical to those described in enc oun
ter El on page 32.

Zombie Tactics
O n its turn, each zombie moves from its sta rt ing posirion
toward th e closes t e nemy. The zombies try to overwhelm
a single target ifpossible.

Ghast Tactics
Only w ith a successful DC 20 Knowledge (arcana) or
Knowledge (religionl check can ac haracter recognize these
creatures as different from ordin ary gh ouls.

The ghasr s,st arving for snll-living flesh , ravenou sly move
toward the closest 'Pc. If no fresh prey is available. and if
they do not notice th e pe s, the gh asrs attack zombies.



AFTER THE BATTLE

Carcass Eater Tactics
Both carcass eaters at tack the closest PCs. If an adjace nt
cha rac ter drops to negat ive hi t points for any reason, a carcass
eater uses its ren d fallen abi lity.

GHASTS (3) CR 3
HP29each
CE Medium undead
Init +3; Senses dark vision 60 ft.; Listen +2, Spot +8

AC 17, touch 12, flat-footed 14
HD 4
Immune mind-affecting. poison , sleep. paralysis. stunning.

disease, death effects. critical hits, nonlethal damage.
ability dra in, energy drain, damage to physical ability
scores , fatigue and exhaustion

Resist +2 turn resistance
Fort .1, Ref +4, Will +6

Speed 30 ft. (6 squares)
Melee bite +5 (ld8+3 plus d isease plus paralysis) and

2 claws +3 each (ld4+1 plus paralysis)
Base Atk +2; Crp +5
Atk Options disease . paralysis. stench

Abilities Str 17. Dex 17, Con - , Int 13. Wis 14, Cha 16
SQ undead traits
Feats Multiattack. Toughness
Skills Balance +8. Climb +9. Hide +9. Jump +9. Listen +2.

Move Silently +9, Spot +8

Disease (Su) Ghoul fever-bite, Fort DC 15, incubation
period 1 day, damage 1d3 Con and 1d3 Dex. An infected
creature that dies from ghoul fever rises as a ghoul on the
next midnight . A humanoid with 4 or more Hit Dice rises
as a ghast instead.

Paralysis (Ex) 1d4+1 rounds; Fort DC 15 negates. (Elves are
not immune.)

Stench (Ex) Sickens living creatu res within 10 feet for 1d6+4
minutes; Fort DC 15 negates.

CARCASS EATERS (FRENZIED) (2) CR 1/2
HP9 each :---;- _
NSmall animal
In it +0; Senses low-light vision , scent; l isten +3, Spo t +3

AC 13,touc h 12, flat-footed 10
HD l
Fort+7, Ref +5, Will +1

Speed 30 ft. (6 squares), burrow 10 ft.
Melee 2 claws each +4 (1d2+1) and

bite- I (ld4+1)
Base Atk +0; Crp -3
Atk Options blood frenzy
SpecialActions rend fallen

Abilities Str 12, Dex 17, Con 21,Int 2, Wis 12, Cha 6
Feats Track, Weapon Finesse
Skills Hide +7, listen +3, Spot +3

Blood Frenzy (Ex) During the zombie attack, the streets of
Barovia run red with blood, and all carcass eaters are
automatically in a frenzied state. While in a blood frenzy,
a carcass eater automatically uses its rend fallen ab ility.

Rend Fallen (Ex) If an adjacent opponent is at -1 hit po ints or
fewer, a carcass eater immediately makes an additional
bite attack, automatically dealing 2d6+2 points of damage.
Acarcass eater can rend a fallen foe once per round.

Skills Acarcass eater has a +4 racial bonus on Hide checks.

When not frenz ied , a carcass eaterhas the following
changed statistics:

HP7
AC 15, touch 14, flat-footed 12
Fort +5
Melee 2 claws each +4 (ld2-1) and

bite-I (ld4-1)
Grp - S
Abilities Str 8, Con 17

.,

The street quiets, and the disrupted mist begms to
inch fonvard agaUl to cloak tlte VIllage in a blanket
of hopelessness.

The Pes are free to continue exploring the town, but they are
at risk of random attacks by roving zombies (see pdge 2+).

If the PCs encounter zombies, go to tactical encounter E2:
Zombie Street Encounter.

If the PCs investigate empty buildings and discover zom
bies within. go to tactical encounter E9: Zombie-Infested
Building.
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Encounter Level 8

Thi s encounter takes place when the pe s first en ter the old
village church (labeled E7 on the vill age map).The in side
of the church is lit only dim ly by candles. Treat this 35

shadowy illumination: Creatures have co ncealm ent (20%
miss chance) and can att empt Hide checks.

Thechurch interior is a sltambles, with overturtlcd
and broken benches littering thedustyfloor. A
daw-scarred altar broods at the north end ofthe
church, directly north ofagapinghole in the rotten
floorboards. A hoarse voice coming from that same
direction chants thephrases ofa nonsense prayer.

RUNNING THIS ENCOUNTER
When the pe s open the doors to the churc h, no enemies
are immed iately visible . If anyone enters, ask th e players to
place their characters inside or ourstde the church ;any pe s
inside should he no more than 10feet from the ent rance.
Roll in it iative for all the monsters, but do nor place them
until th eir turn in th e in it iative order. O n thei r initiat ive,
the infected zo mbies (Z) and th e dearblock (DL) ope n the
doors and attack. T he old priest . Danovlch (D), jumps up
from behind th e a lta r where he was prayi ng.

W hen th is occ urs, read th e foll owing text:

A wild-haired man pops upfrom behilld thealtar.
He screatllS,''you can't take my SOil from me!" alld
launches a spell from a crumbling scroll he dutches
in one filthy halld.

If one or m ore pes approach stea lt h ily, rhey find Da nov
ich crouc hed behind the altar, so bbing and mumbling
d isjointed prayers. He acrs on hi s in itiative co u n t if,h e is
aware of th e PCs en teri ng th e ch urc h .

THE MONSTERS
Infected Zo m b ies: Id entical to those desc ribed in

encounter £1 on page 32.
Infected Death'lo ck: Identica l to the one described in

encounte r £1 on page 32,
Danovich:Th is crazed-looki ng m an wears the robes of

a cle ric ove r h is full plate ar mor.

The Hole in the Floor
Ifoneor more pe s investigate th e hole in th e floor, th ey have
a cha nce of fal l ing th rou gh into the ch u rch unders tory.

A cha rac ter who m oves onto any o f the 4 squares com
pri sing th e to-foot-d iameter hole mu st succeed on a DC 18
Refle x save or fall 20 feet (tak ing 2d6 points of d amage)
when th e rott en wood gives way. A succ essful save ind icates
th at th e chara cter ha s ca ught the edge of th e open ing and
can h aul himsel f back to sa fety.

INFECTED ZOMBIES (3) CR 2
HP 42 each _ ...,.----,- _

NE Med ium un dead
Init +0 ; Sen ses dar kvision 60 It .: Listen +0, Spot +0

AC 16. touch 10, flat -foot ed 16
HD 6; DR5fslash ing
Immune min d-affec ting. poison. s leep. pa ralysis . s tunning,

disease. death effe cts , critica l hits, no nle thal damage,
ability dr a in. ene rgy drain. damage to phys ical ability
scores, fatigue and exha ustion

Fort +2. Ref +2, Will +5

Speed 30 ft. (6 squares) ; can't run
Melee s lam +6 (ld6+4 plus d isease)
Base Atk +3; Crp +6
Atk Options d isease

Abilities St r 17, Dex 10, Con - , Int-. Wis 10, Cha 1
SQ plo ddi ng, und ead traits
Feats To ughn ess
Skills Listen +0, Spot +0

Disea se (SuI Necro mantic infec tion -slam, Fort DC 13
neg at es , incubation pe riod instant . damage sickened.
An infected creature that dro ps to -1 hit points or
fewer, or that d ies, rises as a zombie in ld4+1 rounds
un les s properly treated (see the sidebar on page 29).

Plodding (Ex) Infec ted zombies can move an d attack, but
they cannot move more than their speed (6 squares) on
their actio n. an d they cannot cha rge.

INFECTED DEATH LOCK CR 3
HP 19 .,- ,--,-__,--,- _

NE Med ium undead (humanoid)
Init +6; Senses darkvision 60 ft .; li sten +9. Spot +9
Languages Commo n, Abyssal , Infernal

AC 13, touch 12, fla t-footed "
HD J
Immune m ind-affecting, po ison , sleep, pa ra lys is , stunn ing,

dis ease , deat h effects . critica l hits, nonl ethal damage,
ab ility d ra in, ene rgy drain . damage to physical abil ity
scores, fatigue an d exhaust ion

Resist +2 turn resistance
Fort +1, Ref +3. Will +4

Speed 30 ft. (6 squares)
Melee bite +1 (ld4 plus disease)
BaseAtk +1; Crp +1
Atk Options d isease
Spell -like Abilitie s (CL 3rd) :

At will-detect magic, inflict minor wounds (DC 12), read
magic

3fday- causefear (DC 13), magic missile, summon
monster I

2/day-dea'h knell (DC 14), sound bu,,' (DC 14)

Abilities Str 11. Dex 15, Con -. Int 14. Wis 13, Cha 14
SQ undea d traits
Feat s Alertness . Improved Initiative
Skills Concentration +6, Hide +8 . Knowledge (arcana) +8,

Lis ten +9. Spellc raft +10. Spot +9

Disea se (Su) Necromantic infection- bite , Fort DC 13
negates , incubation per iod insta nt , damage sic kene d.
An infected creature tha t d rops to -1 hit points or
fewer, o r that dies . rises as a zombie in 1d4+1 rounds
un less properly trea ted (see the sideba r on page 29).
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AFTER THE BATTLE
Even after they defeat the undeadand the crazed pri est,
th e PCs are not done yet . They must deal with [he source of
the necromantic infection-the blaspheme in the church's
understory. Go to tactical encounter E7A:Church Understory
(on the nex t page).

If the PCs locate the secre t hatch and use it before Danovich
jumps down the hole in the floor . they can attempt to en ter
the understory surrept itiously.

If the Pes Investigate the al tar , refer to Treasure in the E7
en try on page 27.

Abilities 5tr 13, Dex 8, Con 14, Int 10, Wis 16, Cha 12
Taint corruption 9 (moderate), depravity 10 (moderate ,

deranged)
SQaura of evil
Feats lightning Reflexes. Scribe Scroll. Weapon Focus

(morningstar)
Skills Concentration +10, Listen +7. Spelkraft +8. Spot +3
Possess ions combat gear plus +1full plate, + I heavy stee'

shield. maste rwork mo rningstar

Danovich's Tactics
Danovich leads off by activating his scroll of circleofJfl1t1l, a
pagehe lore out of [he back of the Llba Bll1sr'lnnt. Its caster
level is higher than his own, so he must make a DC t 2 caster
levelcheck. If the check fails, th e spell isn 't cast , and Danov
ichmust succeed on a DC 5 W isdo m check 10 avoid a mishap
(OMG 238). Next he cas ts jPlviubllrty purge or dlSpd ml1gic if
he believes the PCs have too much magical protection, and
finallyhe casts hold pt'rson.

If any PC gets close enough 10 engage him in me lee, or if
heisar risk ofdefeat from ranged attacks, Danovich moves to
the hole in the floo r and jumps down in to th e understory.

AC 21, touch 9. flat-footed 21
H0 5
Fort+6. Ref +2, Will +7

Zombie Tactics
On its turn, each zombie moves from its starting posi t ion
toward the closest enemy. The zombies try to overwhelm a
single target if possible, They do not purposely go th rough
the hole in th e floor.

Deathlock Tactics
The death lock begi ns by using its so und burst abi lity, fol
lowing up with its tnllgl( tnmllrs . II uses drl1th 'mdl ifit gels
the chance, but never if doi ng so puts itself in dange r. If it
is injured , it atrernpts [ 0 flee from the church. h does nOI
purposely go through the hole in the floor.

Speed 20 ft. (4 squares)
Melee mwk mo rningstar +6 (ld8+1f19-20)
Base Atk +3; Grp +4
SpecialActions death touch l/day (Sd6). rebuke undead 4/

day (+1 . 2d6+6. 5th) , spontaneous casting (inflict spells)
Combat Gear scroll of circle ofdeath, scroll of curemoderate

wounds
ClericSpells Prepared (el Sth):

lrd-animate deado [Cl, 6th), dispel magic, inllisibility
purge

2nd-dea'h knell" (2) (DC 15, CL 6th) , hold person (2)
(DC 15), inflict moderate wounds (DC 15)

1st-couse/ear" (DC 14), command (2) (DC 14), doom
(DC 14), obscuringmist

O-detect magic, guidance (2), light, resistance
0 : Domain spell. Domains: Death, Evil.

DANOVICH , FALLEN PR I EST CR 5
HP36 __-;-,.-: _

Male human cleric 5
NEMedium humanoid
Init -1; Sen ses Listen +7, Spot +3
language Common



Encounter Level 9

This enco unter tak es place wh en th e pe s first arrive at the
understory of the old church .They might have arrived here
byfalling o r jumping through the hole in the floor of the
church (see enco unte r £ 7). or th ey might have been able
[ 0 en ter stea lth ily by usin g a sta irway.

Amid the litter ofthecollapsed floorboards is a
dankunderstory. A partiallysmashed laboratory
work bench stands in the 'IOrthwest portio" ofthe
cel lar, i"cludi"g an ira" slab surrounded bya
clutter of broken equipment of incomprehensible
complexity. Something awfulgrouus to the south
and shambles forward.

RUNNING THIS ENCOUNTER
Th e church understory is d imly lit through th e hole in
th e floor above.Treat th is as shadowy illuminat ion: Crea
tures have conce alment (20% miss chance) and ca n make
Hide checks.

If Danovich leapt down into th e understory du ring th e
previous encounter and survived the drop, place him in
th e square immediately ben eath th e one he fell th rou gh,
and refer to h is statistics block in tactical encoun te r E7 o n
th e pre ceding pages. If he ha s rime (and the need ) [0 do
so, the pri est reads his scrollof curt'moderatewounds to heal
some of the da mage he has taken.

If any PCs followed Danovich through th e hole, place
th em in appropriate squares adjace nt to the pries t. Char
acte rs who have arrived here by using the hatch arid
th e stairway leading down from the ground floor of the
church ca n position themselve s with in 10 feet of th e base
of the sta irway. l

The understory holds Doru the bla sphem e (B): two
in fected zombies (Z), and an infec ted skeleton (S). Place
th ese monster s as indicated on th e tacr ical m ap and roll
initiative for the new co mbatants.
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DORu, INFECTIOUS BLASPHEME CR 9
HP 147 __---,-----: _
NE Med ium undea d
lnit +1; Sen ses darkvision 60 ft.; Listen +10, Spot +10

AC20, touch 11 , flat-footed 19
HD 18; DR 5/s las hing
Immune co ld, mind-affecting. poison , s leep, paralys is,

stunning, d isease, dea th effects , critical hits , nonlethal
dam age, ability dra in, energy drain, dam age to physical
ab ility scores , fat igue and exhaus tion

Fort +6, Ref +7, Will +13

Speed 40 ft . (8 squares) ; erratic cha rge
Melee bite +18 (l d8+13 plus blasphemous bite plus

d isease)
Atk Option s blasphemous bite , d isea se
Base Atk +9; Crp +18

Abilities Str 28, Dex 12, Con -, Int 5, Wis 15. Cha 10
SQ undead trait s
Feat s Improved Natura l Attack (bite), Improved

Toughness*, To ughness (4), Track
*Feat described in Libris Mortis.

Skills Li sten +10, Spot +10, Survival +7

Erratic Charge (Ex) A blaspheme can norma lly make one
turn of up to 90 degrees d uring a cha rge. However,
Doru can't charge thro ugh the difficult te rrain of the
debris-covered floo r in the area beneath the hole.

Blasph emou s Bite (Su) Do ru's bite dazes a living nonevil
creature for 1 round and might also transmit the
necromantic infection.

Disease (Su) Necromantic infect ion-bite, Fort DC 22
negates , incubatio n period instan t, damage sicke ned .
The save DC is Cha risma -based and includes a +3
circumstance bon us; Doru is the epicenter of the
infect ion, An infected huma noid that d rops to - 1 hit
points o r fewer, or that dies , rises as an infected
zo mbie in l d4 +1 rounds unless prope rly treated (see
the sidebar on page 29).

IfAshl yn is with the PCs,she recognizes the two zombies
as her for mer co mpanions, the two mi ssing Lightbr ingers.
Ashlyn is shaken wi th g rief during this fight , tak ing a - 2
pen alt y on attack rolls, saving th rows, ability checks, and
skill checks. .

THE MONSTERS
Blaspheme:This creatu re appea rs like a corpse surgically

modified by a lunatic. Skeletally thi n , its ar ms are too long,
while its head is wide and wedge-shaped,with a mouth split
so that it is able to open wider th an a normal humanoid. Its
teeth glitter like sha rds of black , stea m ing ice.

I nfected Zom bies: Identical to those described in
encou nte r Et o n page 32. /

Infected Skele ton: This human skele ton is animated
with the sam e infect ion that infuses th e zombies,granting
it vigo r not seen in a reg ular skeleton.



INFECTED ZOMBIES (2) CR 2
HP42 each _....,.---: _
NE Medium undead
Init +0; Sen ses dark visio n 60 ft.; listen +0. Spot +0

AC 16. touch 10, nat-footed 16
HD 6; DR 5/s1ashing
Immune mind-affecting. poison. sleep. paralysis. stunning,

disease. death effects , critical hits, nonlethal damage.
ability drain, energy drain, damage to physical ability
scores. fat igue and exhaustion

Fort +2, Ref +2, Will +5

Speed 30 ft. (6 squares); can 't run
Melee slam +6 (ld6+4 plus disease)
Base Atk +3; C rp +6
Atlr: Options disease

Abilities Str 17, Dex 10. Con -, Int - , Wis 10. Cha 1
SQ plodding, undead traits
Feats Toughness
Skills listen +0. Spot +0

Disease (Su) Necromantic infection-slam, For t DC 13
negates. incubation period instant, damage sickened. An
infected creature that drops to - 1 hit points o r fewer, or
that dies, rises as a zom bie in l d4+1 rounds un less
properly treated (see the sideba r on page 29).

Plodding (Ex) Infected zombies ca n move and attack . but
they cannot move mo re than their speed (6 squa res) on
thei r action, an d they can not charge.

INFECTED SKELETON CR 2
HP39 -,,-_--,:-.,-- _

NE Medium undead
Init+7; Sen ses da rkvisicn 60 Ft.: List en +0, Spot +0

AC 15, to uch 13, flat-footed 12
HO 6; DR 5/bludgeoning
Immune cold, mind-affecting, po ison. slee p, para lysis ,

stunn ing, disease. death effects. critica l hits, no nle thal
damage. ability drain, energy drai n, damage to physica l
ability scores . fatigue and exhaustio n

Fort +2, Ref +5, Will +5

Speed 30 ft . (6 squares)
Melee 2 claws each +9 (ld6+6 plus dise ase) and

bite +4 melee (1d4+ 3 plus disease)
Base Atk +3: Grp +9

Abilities Str 23. Dex 16, Con -. tnt - , Wis 10, Cha 1
SQ undead traits

Disease (Su) Necromantic infection-claw or bite, Fort
DC 13 negates, incubation period instant, damage
sickened . An infected creature that drops to - 1 hit
points or fewer, or that dies . rises as a zombie in ld4+1
rounds unless properly treated (see the sideba r on
page 29).

Doru's Tactics
Although it is not mindless, Doru the blaspheme has
one overwhelming goal: In fect and kill all enemies.
However. the mons ter dimly recogni zes Danovich and
does nor at tack (he priest tfhe is present.

Zombie Tactics
On itsturn ,each zombie moves from its start ing posi
lion toward the closest ene my. If Ashlyn is with the
Pes, the zombies at tack her first if poss ible.

Skeleton Tactics
O n its turn , th e skeleton moves from its starr ing position
toward th e closest enemy and continues attack ing until that
enemy is dead.

AFTER THE BATTLE
If Doru is destroyed, the necromantic plague immed iately
ceases. All infected.undead in the village instantly dro p, now
just ordinary corpses .

If Srrahd's seconda ry goal is Undead Legion s, destroying
Doru alone is not enough to stop the necroman tic in fect ion.
Only defeating St rahd h imself can end (he zombie plague
forever (see Undead Legions. page 16).
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Encou nter Level 9

Th is encounter takes place when the pes first enter the
funnel under the dug-up gravestone (see the E8 entry on
p'ge 28).

Thi' rough-hewn, earthen tunnel i' about 6 fee t in
diameter. A terrible ,tench emanate, from
somewhere deeper. Bits of gnawed remains
including a fi ngerboneand part ofa ,kull-and
srraps oftorn, rotted clothes are partlyembedded in
wall, worn by heavy use.

No chec k is needed to recognize that clawed hand s and
feet have burrowed this tunnel.

RUNNING THIS ENCOUNTER
The funnel leads down in to a rough chamber, wh ich is
en tirely dar k.

The tunnel opens up intoa fetidearthen chamber
whose ,tench is abominable. Corpse' ofhuman"
mo,t1yeaten, are ,trewn about and partly trodden
into thefloor. One body is relatively intact,and
several coffins lie in a jumble nearby.

GHASTS (2) CR 3
HP 29 each
CE Medium undead
tnit +3; Senses dark vision 60 ft. ; Listen +2, Spo t +&

AC 17, to uch 12, flat-foote d 14
HD 4
Immune mind-affecting , poiso n, sleep, paral ys is ,

stunni ng, disease, death effects, crit ical hits , non lethal
da mage , ability dra in, energy drain, damage to phys ica l
ab ility sco res , fatigue and exha ustio n

Resist +2 turn resistan ce
Fort +1, Ref +4, Will +6

Speed 30 ft. (6 squares)
Melee bite +5 (ld8+3 plus d isease plus para lysis) and

2 claws +3 each (1d4 +1 plus pa ralysis)
Base Atk +2; Cr p +5
Atk Options disease, pa ralysis, stench

Abilities Str 17, Dex 17, Con -, lnt 13, Wis 14, Cha 16
SQ undead traits
Fea ts Multiattack, Tough ness
Skills Balance +8, Climb +9, Hide +9, Jum p +9, li sten +2,

Move Silently +9, Spot +8

Disease (Su) Ghoul fever-bite , Fo rt DC 15, incub ation
pe riod 1 day, damage 1d3 Con and 1d3 Dex. An
infec te d creatu re that d ies from gho ul fever rises as a
gho ul on the next midn ight. A humanoid with 4 or
mo re Hit Dice rises as a ghast instead .

Paralysis (Ex) 1d4+1 rou nds; Fort DC 15 negates . (Elves
are not immune.)

Stench (Ex) Sickens living creatures with in 10 feet for
1d6+4 minutes ; For t DC 15 negates .

GRAVETOUCHED GHOUL HARPY CR 5
HP 45 ,--_-,---:-,-__-,- --:-__-,-
CE Mediu m und ead (augmented mo nstro us humanoid)
Init +4; Sen se s darkvision 60 ft. ; li sten +9, Spot +5

AC 17, to uch 14, fiat- footed 13; Dodge
HD 7
Immune mind-affectin g. po ison, s lee p, para lys is , stunning,

d isea se, death effects , crit ical hits , nonlethal damage,
ability drain, energy drain, damage to phys ical ability
sco res , fatig ue an d exhaustion

Res ist +2 turn resistance
Fort +2, Ref +9, Will +8

Speed 20 ft. (4 sq ua res) , fly 80 ft. (average); Flyby Attack
Melee 2 claws +8 each( ld 4+1 plus pa ralysis) and

bite +6 (l dG plus d isease plus paralysis)
Base Atk +7; Crp +8
Atk Options disease, paralysis
Special Actions captivating song

Abilit ies Str 12, Dex 19, Con -, Int 9, Wis 16, Cha 19
SQ undead traits
Feat s Dod ge, Flyby Att ack , Multia ttack", Persuas ive
Skills Bluff +13, Intimid at e +10, li sten +9, Perfor m

(ora tory) +6, Spot +5

Captivating Son g (Su) All creatures (othe r tha n ha rpie s)
within a 300-foot s prea d m ust succeed on a DC 17 Will
save or become ca ptivated . This is a sonic, m ind 
affect ing charm effect . A crea ture tha t successfu lly
saves can no t be affected again by the sa me har py's
so ng for 24 hours.

A ca ptivated creatu re walks towa rd the har py,
taking the most direct rou te available. If the path leads
into a dan gerou s area, that creat ure gets a second
savi ng th row. Ca ptivated creatures can take no ac tions
other than to defend the mselves . A captivated creat ure
within 5 feet of the harpy stands the re an d offers no
resis tance to the mo nster's attacks . The effect
co ntinues fo r as long as the har py sings and for 1 rou nd
the reafte r. A bard 's countersong abil ity allows the
ca ptivate d creatu re to attempt a new Will save .

Disease (Su) Gho ul fever-bite , Fo rt DC 17, incubation
period 1 day, da mage 1d3 Con and 1d3 Dex. An
infec ted creature that d ies from gho ul fever rises as a
gho ul o n the next midnight . A hu manoid with 4 or
mo re Hit Dice rises as a ghas t instead .

Paralysis (Ex) 1d4+1 ro und s; For t DC 17 negates . Elves are
immune to th is effect.

Thi s chamber hold s two ghasrs (G), a gravetouched ghoul
harpy (H), and a graveroucbed ghoul monk named In ka (I).
(Craverouched ghouls are creatures th at rise from the grave
endowed with ghoul abilities.) The ghasts lurk behind thin
earthen wall s and the harpy in an out-of-the-way alcove to
the sout heast, while Inka rests within a plundered coffin.
The se mon ste rs are not immediately visible as th e pe s
enter this area andmove around within it.



INKA, GRAVETOUCHED GHOUL MONK CR 7
HP39 -r-' ,....,- _

Female human mon k 6
CE Medium undead (augmente d hu manoid)
Init +8; Senses da rkvlsion 60 ft .; li s ten +4, Spo t +4
Languag es Common, Terran

AC 23, to uc h 19, flat-footed 19; Dodge. Mob ility
HO G
Immune mi nd-affectin g. poison, sleep. paralysis, stunning.

disease. death effec ts, c ritical hits, no nlet hal da mage,
abil itydrain, energydrain, damage to physical ability
scores , fatigue an d exha ustion

Resist +2 turn resistance, evas ion
Fort +5, Ref +9, Will +9 (+11 against enchant ments)

Speed 50 ft. (lO sq ua res); Spring Attack
Melee unarmed strike +7 (l d8+3) or
Melee una rmed strike +6/+6 (l d8+3) wit h flurry of blows or
Melee bite +7 (ld6+3 plus d isease plus paralysis) and

2 claws +5 each (l d4+1 plus pa ralysis)
Base Atk +4; Grp +11
Atk Options Deflect Arrows, Improved Gra pp le, Improved

Trip, disease, ki st rike (ma gic), par alysis

Abilities Str 16, Dex 18, Cco c-. Int 12, Wis 19, Cha 10
SQ slow fall 30 ft., undead traits
Feats Deflect Arrows ", Dod ge, Imp roved G rapple",

Improved Initiat ive, Improved TripB, Imp roved Unarmed
Strike", Mobility, Multiattack", Spring Att ack

Skills Balance +11 , Climb +12, Hide +13, Jum p +13, li s ten +4,
Move Silently +&, Spot +4, Tumble +13

Possession s bracersofarmor +2

Disease (Su) Ghoul fever-bite, Fort DC 13, inc ubation
period 1 day, damage 1d3 Con and 1d3 Dex. An infected
creat ure that dies from gho ul fever rises as a gho ul on the
next midnight. A human o id with 4 or more Hit Dice rises
as a ghast ins tea d.

Paralysis (Ex) 1d4 +1 roun ds; Fo rt DC 13 negates . Elves are
immune to this effec t .

If a PC opens t he coffi n co n taining Inka, ask the players
to roll ini tiative. The ghasr in th e western part of the area
bursts forth from its hiding place, and the h arpy also moves
in to join Inka in the fight against the PCs. As her first action,
lnka attacks from a prone position.

THE MONSTERS
Ghou ls (Ghast s): Identical to th ose described in encounter

E6on page 38.
Craverouched Gh ou l H arpy:This crea ture looks like an

evil-faced old hu man w it h monied de caying flesh . Its lower
body, legs, an d wings are reptilian . Its hair, or what remains
of it, is tang led , filthy, and cr us ted with blood.

In ka, Gravetou ched Gh ou l Monk :This h ideous creature
wears tarnished iron bands in her wrists and an kles, wh ich
do nothing to hide her mottled, decaying flesh .

Ghast Tactics
If a PC approaches the coffin containing In ka. th e ghast
nearby waits until the coffin is opened before att ack ing.

The ghas r clo sest to the ent rance (the one behind the
earthen wall in the northeast corner of the tac tical map)
remains co ncea led until the characters try to leave th is
area. whereupon it bursts out and attacks a character who
occupies th e square to t he southwest of its h iding place.

Gravetouched Ghoul Harpy Tactics
The gravetouc he d ghou l harpy begins t he encounter using
its cap tivating song (wh ich does not affect u ndead). It tries
to draw off one or more PCs so that the other crea tu res in
the lair ca n deal wi th those remaining.The harpy mai nta in s
the effec t unti l a ll resist ance is dealt wi th ; the ot hers th en
attac k captivated foes .

Inka's Tactics
lnka prefers to attack w ith her claws an d b ite, hoping to

.~ . paralyze and infec t vic tims. She exploi ts her high speed,
Tumble ski ll, Mob ilit y, and Sp ri ng Attack to deliver attacks
wh ile stay ing away from opponents.

If In ka drops to 9 hi t points or below, she attem pts to flee
to the su rface. She swi tches to her un armed strikes if hard
p ressed so as t~ deal more dam age.

AFTER THE BATTLE
If t he pe s defea t the ghou ls, they are free to sea rc h the cof

' fins and t he general area for treasu re, as descr ibed in the E8'

ent ry on page 28.
If t he PCs are in the graveyard at mid n igh t, th ey observe

th e spirit procession descri bed in t he £8 ent ry.
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Encounte r Level 7

Use this encou nter th e first rime th e pe senter the building
labeled £9 on the Barovia village map (page 24). Lighting
conditions depend on wh at time of day th e pes ar rive.Th e
interior of the building is unlit: Illumination is shadowy
at best du ring th e day, and the place is completely dark
at night.

RUNNING THIS ENCOUNTER
Nothing happen s until one or mere pe s atte mp t to enter
the building, either th rough the door on the west wall or
th rough the broken-down wall to the no rt h.

If a character opens the door or looks into the room
from the nor th, read the followi ng text:

Theinlerior ofthis building stinks likea slaughter
house. Refuse lies thick on Ihe floor, and lhe peeling
wallsare stained with some sort ofdark liquid. A
moldering mattress, still in one piece, lies near Ihe
frO'll door.

If a characte r looks in throu gh th e door, add the fol
lowing bit s of info rm atio n (assum ing th ese featu res
can be see n):

A wardrobe wilh claw marks visible across itsdoor
sta"ds in a corner of thisentry room . A door isset
in the far ",all.

If any PCs attem pt to move inside, roll initiative, but do not
place the infected zombies (Z), zombie rats (R), and di re
maggots (M) in the ir ind icated posit ion s unt il th eir turn
in the in itiative order. Even if other creatures are alerted to
the PCs' presence, a zombie rat hid ing under th e mat! J:"ess
and a zombie concea led inside the wardrobe do no t attack
immediately; see the text that accompanies the map~ .

If one or more PCs entered stealt hily, th ey do not t rig
ger an encounte r unless someo ne opens the wardrobe or
disturbs th e mattress. The other creatures join in once
combat begins. Place them as indic ated on th e tacti cal
map and roll initiative.

THE MONSTERS
I nfecte d Zom bies: Identical to th ose described in

encounter E1 on page 32.
Infected Zom b ie Ra ts : Th e necromantic in fection

doesn't restric t itself to humanoids; even vermi n are sus
ceptible.The extremelyvicious Barovian rat proved an ideal
host for the superna tura l infect ion .The rats prefe r to avoid
[he streets and ins tead move from house to house through
cracks and crannies roo sma ll for zombies- though they
are bigger than reg ular rat s, and must ofte n force holes
large enough to squeeze th rough .

INFECTED ZOMBIES (3) CR 2
HP 42 each _ --,--, _
NE Medium undead
Init +0; Senses darkvision 60 ft.; Listen +0, Spot +0

AC 16, touch 10, flat-footed 16
HD 6; DR Sjslash;ng
Immune mind-affecting, poison, sleep, paralysis, stunning,

disease, deat h effects , critical hits , nonlethal damage,
ability drain, energy drain, damage to physical ab ility
sco res, fatigue and exhaustion

Fort +2, Ref +2, Will +5

Speed 30 ft. (6 squa res); can't run
Melee slam +6 (ld6+4 plus disease)
Base Atk +3; Grp +6
Atk Options disease

Abilities Str 17, Dex 10, Con - , Int - , Wis 10, Cha 1
SQ plodding, undead traits
Feat s Toughness
Skills Li sten +0, Spot +0
Disease (Sui Necromantic infect ion-slam, Fort DC 13

negates, incubation period instant , damage sickened .
An infected creature that drops to - 1 hit points or
fewer, or that dies, rises as a zombie in ld4+1 rounds
unless proper ly treated (see the sidebar on page 29).

Plodd ing (Ex) Infected zombies can move and attack, but
they cannot move more than their speed (6 squares) on
thei r action , and they cannot charge .

Di re M aggots: Identical to those decribed in encounter
E2 on page 34.

Zombie Tactics
O n its turn, each zombie moves from its starting pos ition
toward the closest enemy; the one behind the interior door
ope ns th e door as parr of its firs t move actio n .The zombie
in rhe wardrobe waits to confront a PC who ope ns the
wardrobe. The zombies try to overwhelm a single target
if possible. .

Zombies do not attack zombie rats , and they atta ck dire
maggots on ly Ifprovoked by them.

Zombie Rat Tactics
The zombie rat hidde n beneath rhe mattress makeS: an
attack of opportunity against any creature that moves
through a square it threatens. Each othe r zombie rat moves
from its starring posit ion toward the closes t enemy.The rats
try to overwhelm a sing le target ifpos sible. Unlike ordi nary
di re rats, Barovian rats vicio usly cl ing to th eir opponents
and rear the flesh wirh th eir diseased bites. }

Zombie rats do no t att ack zombies, and th ey attac k di re
maggots on ly if provoked by th em .,

Dire Maggot Tactics'
The dire maggots squirm forth and attack the closest target
(wh ich might be a monster). O nce a target is paralyzed, th e
maggot s move on to rhe nex t nearest rarget.



INFECTED ZOMBIE RATS (6) CR 1
HP 16 each ....,---, _

NE Smallundead
Init .0; Senses darkvisicn 60 ft .: listen +0, Spot +0

AC 13. touch 11. Flat-footed 13
H0 2; DR 2/-
Immune mind-affecting, poison, sleep, paralys is. stunning.

disease, death effects, critical hits , nonlethal damage,
ability drain , energy drain. damage to physical abil ity
scores, fatigue and exhaustio n

Fort .0, Ref+0. Will +3

Speed 30 ft. (6 squares); can' t run
Melee bite +3 (l d4+1 plus d isease)
BaseAtk +l ; Cr p - 3
Atk Opt ions attach. sava ge the wound

Abilities St r 12. Dex 11, Co n - , lnt - , Wis 10 , Cha 1
SQ plodding. undead traits
Feats Toughness
Skills -

Disease (Su) Necromantic infection-bite. For t DC 13
negates , incubation period instant. damage sickened. An
infected creature that drops to -1 hit po ints or fewer, or
that dies. rises as a zombie in 1d4 +1 rounds unless
proper ly trea ted (see the sidebar on page 29).

Attach (Ex) An infec ted zombie rat that hits with its bite
attack latches onto the opponent's body. An attached
rat can be struck with a weapon or grappled . To remove
it through grappling. the opponent must ach ieve a pin
against the creat ure.

Savage the Wound (Ex) An infected zom bie rat automatically
deals 2d4+2 points of damage eac h roun d it rem ains
attached .

Plodding (Exllnfected zo mbie rats ca n move and attack , but
they can not move more tha n their spee d (6 squa res) on
their action, and they cannot charge.

DIRE MAGGOTS (2) CR 2
HP 33 each -t- _

N Small vermin
Init +2; Senses darkvision 60 ft.: Listen +0, Spot +0

AC 16, touch 13, flat-footed 14
H0 6
Immune mind-affecting
Fort +6, Ref +4, Will +2

Speed 30 ft . (6 squares) . burrow 5 ft.
Melee bite +5 (ld8+1 plus paralytic saliva)
Base Atk +4; Grp +1
AtkOpt ions paralytic saliva

Abilities Str 13, Dex 15, Can 12, Int - , Wis 10. Cha 2
SQvermin traits
Feats -
Skitts -

Paralytic Saliva (Ex) Paralysis 1 rou nd; Fort DC 14 negates.
Each round, a paralyzed creature victim can at tempt
another Fortitude save to break the paralysis .

AFTERTHE BATTLE
The Pes are free to explore the building and can locate
minor treasure as described on page 24. They can continue
exploring the town . but they are at risk of random attacks
by roving zombies.
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If the PCs encounter zombies, go to tactical encou nte r E2:
Zombie Street Encounter. •

If the PCs investigate more emp ty bui ldings and discover
zombies wit hin, refer 10 the Random Building Encou nter
inst ruction s below.

Random Building Encounter
Jf the pes randomly encounter zombies while explori ng a
building in Barovia (see Barovia Build ing Encounters. page
24).make a few changes to the setup. Remove either the rats
or the dire maggots, reducing the Encounter Level by 1.Also
remove the matt ress and the wardro be (although one or both
previously hidden creamres might remain). Place the zombies
and remaining creatures in di fferent rooms or hide them
behind other decrepit furn iture as you see fit.



'"hrt'€' sistersgathered undera ful! uroon. Tlm't'
sisterstlil'ped IIIt'ir spoons intoagreat bubl,liflg
cauldro n.Threesisterseyed ('lull alha, mideytd

the mccn.
The ddest sisler spoke words of prophecy. She

told of the wild fa nes destroyed, of the master's
rowerbrokftl. Shetoldofancimtpowerrecwakcnedami aruient
evif undone.

"w llat will we three be Itt this future world yOll sat' her
sisters /lsb·a.

To that question clone, ofallqueslions Ihat haveet'er bien
/lske/I, Madam Eva had no a nswer,

She gazed al the moon. She gczed at her »sters, bon! of
the same dark seed and feeble human flesh. And shega:::e,f
into tht'wlddron, (uld prayrd that hersisters would not see
JIt'T tremblf.

Barovi a is 3. small cou nty nest led in a valley on the
shoulders of a forbidding mountain range. us alti
tud e makes it coo l in the summer and bitterly cold
in winter, and the mist that clings (0 th e sides of the
mountain s often fill s the valley with dens e fog. An
ancie nt pine forest carpe ts the valley, th e tops of th e
trees shrouded in mist.Th e ice-cold waters of the Ivlis

River flow from a spring in th e mountain side to the chill
Ivlis Marsh before trickling down out of the valley [0

the world beyond.

r
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Th e focus of th is series ofenco unters is on crea ting an esca
lating sense of horror as the characters (and their players)
learn more about Count Strahd and th e lan d of Barovla.
Along the way, th ey can also acqui re items and in formation
th at wi ll aid th em in th eir batt le against Strahd .

The tr ick is to convi nce the players that their cha racters
need th is help. Many players, after their charac ters arrive
in Barovia and learn anyth ing of the "Devil St rahd" who
lives in the castle on th e hill, wi ll want to irnmediatelv
make their way to the castle to con from thi s threat.Obscur~
Visran i fortunes won'( di ssuade th errrTh ey have identi fied
th e oppo nent, and th ey will want to go for the jugular.

1(5 certain ly possib le to play the adventu re th at way,
especi ally if you're looking for a short adventure expe rience
(see page is), But in th at case , the PCs had better be high
en ough in level to deal with th e cha llenges of the castle, or
they'll find their first enco unter th ere [0 be deadly. Ifyou
plan a longer adventure and intend the characters to adven
lure in the surr ound ing lands before enteri ng th e castle ,



anoverpower ing onslaught when they attempt to enter the
castle is not the best way to steer them away. Whe n players
start [Q think ~We'd better have some more encou nters so
wecan be higher level when we enter the castle again,"thi s
ruins the suspension of disbelief required to maintain inter
est in the game.

For that reason, the players and their chara cters need to
be enticed int o the encounters in thi s chapter, lured and
seduced by the horrors they con tain. Chapter 1 sugges ts
some means for doing so. If the PCs are un aware of the
vampiric threat in the castle, they might adventure around
the lands of Barovia for some time in purs uit of other
goals-perhaps even (unwitt ingly) at Strahd's behest. On
the other hand, if they are aware of exactly the th reat they
face in Castle Raven loft, they might find encouragement to
seek out powerfu l magic items-the Stlllsll'ordand rbe Holy
Symbol of Ravcl1 b l1d-to aid them in the epic fight against
Strahd. These items might be hidd en with in the castle or
theymight lie somewhere outside, but the secrets to making
best use of them are known on ly to the hags, Madam Eva
and the Drowned Lady.

Whether the PCs are aware ofStrahd or not, the villagers
ofBaroviacan produce abundant reasons for them to explore
the surrou ndi ng lands. The villagers fear the werewolves
ofthe woods and the witches of Lysaga Hill, and might beg
the PCs to help them deal with these th reats. The Vlstani
oftheTser Pool encampmem are frequentlyseen in town and
might lead the PCs to their camp to meet their leader. Clouds
ofsuperstition around the crossroads and the Ivlts Marsh
might lead the PCs to those sites purely out of curiosity.

In most adventures, the PCs will move between the vil
lage of Barovia and various sites in the sur round ing lands.
The village offers th e relative safety of a "home base"-at
least,once the zombie threat is eliminated. The PCs might
also return to th ese sites after making one or more forays
into Castle Ravenloft, particularly if they find the Holy
Symbol or the Sunuvord and don't yet kn ow what to do with
these items.

The lands of Barovia are home to a covey of hags who serve
Strahd, though theyare each rather independent and at times
strain both agains t the Count's will and against each other.
Whenever the PCsbecome involved with one of the hags, the
other two are sure to take an imerest and imerfere to some
extent. Similarly, if Strahd's secondary goal involves one of
the hags, the other two are sure to play a more active role
in the adventure. Aside from Strahd, the three hags are the
dominant force in the lands of Barovia, and any adventures
thepes under take between the village and Castle Ravenloft
are sure to involve at least one of the hags.

The three hags share a terrible secret. Over the centuries
since Strahd's arriva l in thi s region and his descent into
utter evil, his corrup tion has spread th rough the land.
Strahd appropria ted th ree wilderness fanes located nea r
hiscastle- one in the Svalich Woods,one in the swamp to
theeast, and one high in the mountain s. Performing dark
rituals at each once-sanctified alta r, Strahd bound him self
to the land and the land to him , gain ing great powers in
the bargain.

The three hags of Barovia are a terrible byproduc t of these
ritu als. Each of them was once a nor mal hum an woman, a
priestess responsible for tend ing one of the fanes. Stra hd's
rituals corrupted them just as he corrupted the land, warp
ing them into monstrous creatures and twisting their hearts
to mirror Strahds evil. They remain guardians of the fanes,
responsible for protecting not just the unholy sites them
selves, but the power that Strahd gains from them.

Madam Eva, the leader of the Vistani who camp at Tser
Pool, is an annis hag. She uses Il isguisc self to appear more
human, but being surrounded by halflings and relatively
shor t humans, her great size is hard to conceal. She is the
nominal leader of the covey,being the oldest and strongest
ofthe hags, but she is also the least interested in bending the
oth ers to her will. She has a strong mystical streak, and her
tru e oracular powers come to light in her fortu ne tell ings.
She has been troubled for several monthsbecause she foresees
the downfall ofStrahd- and at that point the future becomes
murk y and impene trab le to her sight. She also possesses a
key bit oflore that Strahd seeks: the key to the mystery of
the Holy Symbol of Ravcnkind.

Baba Zelenna, a gree n hag, leads the cu lt of witches that
gathe rs at Lysaga Hill. She makes littl e effort to conceal her
tr ue appea rance from the witches, att ributi ng her unusual
appearance to the touch of the Green God, but when she must
travel among othe r humans she uses Il isguisc selfto appear as a
human crone. She chafes under the rulership of Strahd and
resent s Madam Eva's leadership of the covey, and her act ivi
ties with the witches of Lysaga Hill are a di rect attempt to
free herself from both. Baba Zelenna has been incit ing the
witches to part icipate in sum mon ing a powerful demon to
Lysaga Hill ,an act she hopes will destroy Srrahd (and perhaps
Madam Eva) and establish Zelenna as the ruler of Barovia.

The Drowned Lady is the common appellation for the sea
hag of the Ivlis Marsh, and she uses that title now in prefer
ence to any oth er name she might possess. She is little more
than a wretched monster living among the reeds and weedsof
the marsh, and the other hags believe her to be mad.Trapped
in her warped mind, however, is the secret of how to unlock
the powers of the Sw lStvord.

The mists that shro ud the valley of Barovia are a tool Stra hd
uses to discourage visitors- and to prevent h is victims from
leaving.

The mists surround Barovia. To characters ente ring the
region, they appear as nothing more than a light fogthat does
not signi ficantly hamper vision. However, they act as a mind
fog spell, imposing a- to penalt yon Wisdom checks and Wi ll
saves for creatures within the fog if they fail a DC 20 w ill
save. At Srrahd 's command, the mists th icken into a denser
fog that obscures all sight beyond 5 feet and grants conceal
ment at closer ranges, as a fog clotlLl spell does. In additio n,
Strahd can create supernatu ral illusory patterns within the
fog- horr ific shapes and fearsome monsters- that cause
cha racters to become panicked if they fail a DC 18 Will save.
Stra hd can choose whether these patterns appear between
the characters and the outside world (causing panicked char
acters to flee back toward Ba rovia) or on the other side of the
characters (making them flee away from his domain).
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D. Jvlis Marsh
At the lowest po int of the valley, the river Ivlis

stre tch es wid e and seems to take over the
land . Patch es of dead-gray ree ds and

small stands of moss-hung trees replace
the dense forest, and pools of
mu rky water att ract clouds of
insect s. Perhaps a qu arter of a
mile into th is marsh , you can
just mak e out the silhouettes
of broken stone walls.

No trail leads into the
marsh, so the PCs must pick
th eir way slowly (half speed),
ski rt ing arou nd the deeper
pools and watch ing carefu lly
for hazards. At th is pace, it

takes about 15 minutes to
reach the ru ins (the Swamp
Fane) if th e charac ters havea

speed of 20 feet,or 10minutes
if th ey move at 30 feet.The dis

tance is rough ly 1,500 feet.
About halfway to the ruins, a

swarm of undead bloodsuckers
descends upon them. The tacti
cal maps provide details of th is

enco un ter as well as the Swamp
Fane itsel f.

Tactical Encounters: D l : Blood
motes, on page 70, and D2: The Swamp Fane,
on page 72.

Treas ure: When Strahd's con nec t ion to the Swamp Fane
is severed (see Development , below), a small chunk at the top
the ru nestone begins to glow incandescent blue. A PC can
break this chunk offwith a DC 12 Stre ngth chec k. When this
happe ns,flakesofstone fall off, leaving a spherical shape-an
incandescent blue i0 1Hl stone tha t gra nts a +2 enhance ment
bonu s to Wisdom.

Development: Once they deal with the Drowned Lady,
the PCs can try to sever Strahd's con nec tion to the Swamp
Fane. The means to acco mplish this were deter mined in
Mad am Eva's reading of their for tunes (see The Fortunes of
Ravenloft on page 56).

Hags' Blood:The PCs must kill th e Drown ed Lady and place
her co rpse on the run estone in th e fane. Read the following
text when they accomplish this:

WHY ARE THE pes HERE?
The PCs might come to the Svalich Woods for one of the
following reasons:

They are searching for jeref Mau rgan (or h is remain s) as
part of the hook that led [hem into the adventure .
The letter they received at the star t of th e adventure men
tioned the wolves of the forest (because Strahds secondary
goal is to bring th e werewolves under h is control).
The Fortunes of Ravenloft reading determined th at the
SUlIS wordor the Holy Symbol ofRavcnkind lies "in the heart
of the wilds, far fro m human hand s"- in the Ny mph
Hideaway (C3).

The first time characters encou nter patt ern s in the mists,
read thi s text aloud to describe the scene.

The fog grows thicker, and forms int o snaky tendrils
that seem to wrap themselves around you. Horri fic
forms shape themselves in the mist- gaping mouths
and bony claws attached to monstrous forms that
shift with the smallest movement of the air. The
faintest hint ofa ghostly moaning reaches your cars ,
send ing a cold trick le of fear down your spine.

Tower ing tre es, their tops lost in heavy
gray mist, allow on ly dim shafts of
ligh t to reach the dusky forest
floor. Moss-covered tr un ks form
a living labyri nth . The woods
have the silence of a forgot
ten grave-until the wolves
begin to howl.

The PCs' presence in the
woods results in th ree en
counters with werewolves
and their tainted leader.
The tactical maps provide
details of these encou nters.

Tactical Encounte rs : ci.
ElfAmbush ,on page 64; C2;
Werewolf Attack , on page
66; and C3; Nymph Hid e
away, on page 68.

Treasure:The elfwerewolves
carry masterwork weapons th e
PCs can use or sell, and Valida
wears a mantle ofsecond chanc
es (described in the Dungeon
Master'sGuide II supplement and
summarized in Valid a's stat istics block).
If Strabd's secondary goa l is Unta med Al
lies, there is an add itio nal t reasure near the
nymph's pool: two javelim of lightn ing, gifts
from St rahd cementi ng h is new relatio nship
with Valida. The werewolves and Valida do
no t use the se items.

Development: If a PC is looking for t racks in the woods,
a successful DC 20 Surv ival chec k reveals the pawpri nts
of many large wolves leading toward an area that is choked
with un derbrush. Following the tracks [Q this area br ings [he
cha racters to a dead villager mostly hidden in the ferns and
vines. His clothes are torn and his body partia lly eaten , but
one dead hand still clu tches a folded piece of parchment. A
seal pressed in to red wax holding the letter closed is a simple
~ B.~ The parch ment contains a letter from th e Burgoma ster
of Barovia dated two weeks ago. The lett er is presen ted in
[he Append ix as letter G. Unlike the letter that brought the
PCs here, this one was actually writte n by [he burgomaster
before his death.

C. The Svalich Woods



Fort +7, Ref +13, Will +14
Weakness holy vulne rability, sunlight vulnerability

A bligh ted rel ic is a vaguely dra conic, but wingless, creature
tha t appea rs to be formed of a sh ift ing mass of teeth and bits
of bon e. O ne round eyeball stares ou t from what passes for
its head. It moves with surprising swiftness, attacking in a
blu r of claws and teeth and sharp sha rds of bone.

Nondetect ion (Su) A blighted relic benefits from a constant
nondetection effect on itself. If a divination spell is
attempted again st the blighted relic, the cas te r of the
divination must succeed on a caste r level check (ld20 +
cas te r level) against a DC of19.

Holy Vulnerability A blighted relic takes double damage from
spells with the good de scriptor and from the add itional
dama ge de alt by holy weapons and similar effects. Thus,
a holy sword deals an extra 4d6 points of dama ge against
the blighted relic (instead of 2d6), and a paladin's smite
evil ability dea ls double the paladin'S level in extra
damage.

Sunlight Vulnerability A blighted relic is dazzled when
exposed to full natural sunlight (but not a daylight spell),
Any spell or effect that is more effect ive against creatures
with vulnerability to sunlight is also mo re effective
against the blighted relic.

Whirlwind of Blows (Ex) A blighted relic's basic melee attack
is a frenzied sto rm of claws and bites that targets every
adjacent creatu re. The blighted relic makes se parate
attack and da mage rolls aga inst each creature.

Unholy Breath (Su) A blighted relic has a breat h weapon
similar in its effect to an unholy blight spell (PH 297). Evil
creat ures ta ke no dam age from this attack , and creatu re
that are neither good nor evil take ha lf dama ge. Good
outsiders take 20d6 points of damage. Any good creature
in the area must make a successful DC 21 Will save or be
sickened for l d4 rounds. Cood and ne utral char acte rs
can also reduce the damage by half with a success ful
save.

Feats A blighted relic's Daunt ing Prese nce feat allows it, as a
stan dard action, to str ike fear into foes within 30 feet.
Those who fail a DC 21 Will save are sha ken for 10
minutes. It rarely uses this ability. Its Deathrna ster feat
causes any creature hit by a blighted re lic's critical hit to
become shaken for 1 minute. The Positive Energy
Resistance feat grants it resistance 10 to positive energy,
which works like norma l energy resist ance.

Speed 50 ft . (10 squa res)
Melee whirlwind of blows +13 (4d6+2) against each adjacent

creature
Base Atk +11 ; Grp +13
Atk Options Combat Reflexes , Death master (on critical hit,

target shaken 1 minute)
Special Actio ns unho ly breath (30-foot cone; Will DC 21;

10dS and sicken ld4 roun ds against goo d creatures),
Dauntin g Presence (30 It., Will DC 21 or shaken 10 min.)

Abilities 5tr 14, Dex 19, Con - , Int 7, Wis 12 , Cha 11
SQ force armor
Feats Com bat Reflexes, Daun ting Presences, Deathma ster*,

Dod ge, Improved Initiative, li ghtning Reflexes, Mobility,
Posit ive Energy Res ist ance*
*New feat described in Libris Mortis; effects summarized
below,

Skills Climb +27, Jump +35

AC20, touch 14, flat-footed 16; Dodg e, Mobility
hp143 (22 HD) ; DR 10/cold iron
Immu ne mind-affecting. poison, slee p, paralysis, stunning,

disease, death effects , critical hits, nonlethal damage,
ability drain, ener gy dra in, damage to physical ability
scores, fatigue and exhaust ion

Resist acid 10, cold 10, fire 10, posit ive energy 10;
ncndetection; SR 18

Only by its sudde n abse nce do you realize that there
had been a hum of power in th is place, too low to
register in your ears. It has utterly ceased, and th e
fane is now as dead as its gua rdia n.

Unholy Reunion: Beneath the runestone, the PCs mu st dig for
about a minute to uncover a sm all reliquary box, abou t the
size of a spellbook. Irs sides and lid are carved with images
of devas, planerars, and solars- but the eyes of ever y angel
are red with a sticky liquid sus picio usly like blood . Inside
the box is a tooth of Saint Bogd an , an arti fact now bereft of
any holy power. If the PCs already have the items from th e
other two fanes- the hair ofSaint M arkovia from the Forest
Fa ne and the bone du st of Saint Ecarerina from the Moun
lain Fane- the three objec ts join together and ani mate into
acreature called a blighted re lic (see stat ist ics block below).
The PCs must destroy th e bligh ted relic in orde r [0 remove
the fane-signs from Strahd.

Rerousrcmticn.The PCs mu st br ing Saini Bogdan's Fingerbone
from the crypts under Castle Raven loft (Crypt 12), and use
that art ifact as an addit iona l focus for a consecratespell.

Vigilof Tra nsferm u: O ne PC mu st keep awake and in con
stant prayer in the fane for an entire n ight. If th e PC falls
asleep or takes any standard act ion, th e vigil fails .The other
PCscan help kee p thei r fr iend awake (making success auto
matic), but otherwise the PC on the vig il must succeed on
a Constitut ion check every hour of the n ight. The DC for
this check begins at 8 and increases by 2 every hour. Worse
still, Strahd senses thi s threat to his power and sends his
agents to attac k th e PCs.Arou nd midnigh t, roll normally for
Strahd'snigh ttime spies, but these spies att ack immediately
and without ret reat.

If the character successfully completes the vigil, he or she
gains the Swamp Fane-sign , and Strahd loses it.

Swam p Sign (Su) As a result of a connec tion to the swamps
of Barovla, the cha racter has resistance to acid 10, fire 10,and
sonic 10.This resistance lasts as long as th e character remai ns
in Barov ia.

WHYARE THE pes HERE?
The PCs might come to Ivlis Marsh for one of the followi ng
reasons:
• The Fortunes of Ravenloft reading determined th at the

SIHl nvord or the Holy Symbol of RavCtlkind lies "where the
river flows into th e land."

• They are searchi ng for th e Swamp Fan e in orde r to stri p
the Swamp Fane-sign fro m Strahd.

BUOHTED RELIC CR 10
CEMedium undead
Init +8; Senses darkvisicn 60 ft.; Listen +1, Spot +1
Languages Sylvan , Common



F. The Crossroads
An old wooden gal lows creaks in a chill wind
blowing down from the hig h ground to the west. A
frayed length of rope dances from its beam. The
well-worn road splits here, and a signpost opposite
the gallows points off in three directions: "Barovia"
to the east, "Tser Pool" to the north, and "Castle
Ravenlofr" to the west . Across from the gallows, a
low wall, crumbling in places, partially encloses a
small plot ofgraves-presumably housing those
who died at the end of that rope .

The first tim e the pe s travel through the crossroads. th ey
encounter its haunting presences.The tactical map provides
de tails of thi s encounte r.

Tac t ica l E ncou n ter: F: Th e Cross roads , on page 74.
Develo p men t: Sir Urik is a knight of the raven, a member

of a new prest ige class de tailed in the Appendix. In addition
to helping th e pe s again st the murks th at haun t the cross
roads, he can give the pe s informa tion about h is knig htly
order, so tha i a character who can cas t divine spells can
adopt th e pre st ige class if desired. See th e class description
in th e Appendix for more in formation.

WHY ARE THE pes HERE?
The PCs might come to the crossroads for one of the follow
ing reasons:

As its name suggests, the crossroads is likely to lie in
the PCs' way as they tr avel fro m th e village of Barov ia

Sir Uri! fit.hts a
dnpN"ate battle

either to Castle Raven lofr or to th e Tser Pool camp or
Tser Falls,
The Fortunes of Raven lofr reading de te rm ined th at the
Slltlsword or the Holy Symbol of RI1 t1cnkind is bu ried at
the crossroads ,

G. Tser Pool
Encampment

The canopy of mist and branches overhead suddenly
gives way to open sky-though the sky is black with
roiling storm clouds. A circle ofcolorful wagons and
a scattering of tents are fanged around a dancing
bonfire, and a handful of men and women in
colorful garb sit quietly near the wagons. Beyond this
camp, a sma ll lake reflects the angry sky overhead.

The Vistani of Barovi a are a loose gang of human and half
ling thieves , smugglers, extortionists, and con art ists united
under the leadership of the armi s hag, Madam Eva, Th ey
travel the region in small groups, and they are th e only
natives of Barovia who are ever seen in th e surrounding
areas-which could accou nt for th e PCs' presence here,
They make use of this mobilit y to carry stolen goods and
contra band between Barovia'sneighborson all sides, making
them th e region's most effect ive smuggli ng ring. Although
the Barovian vill agers fear and despise th em, th e Vistan i
are under the pro tec tion of Strahd and are among his most
loyal and usefu l servant s. They are generally aware of the



movements of any outsiders th rough out th e region , and
report back [Q Madam Eva on a regular basis.

At any given time, abou t eight of the Vistani are present
in this camp near th e Tser Pool- and Madam Eva is always
here. Anothe r eightee n to twenty Vistan i wander th e vi llage
andcountryside,keeping an eye on th e activi tiesof the villag
ers, the werewolves, th e other hags, and any outsiders. They
use carr ier pigeons, trail markings, and occasionally mag ic
tocommunicate with Madam Evaand each other, ensuring
thai [he knowledge they gain is qu ickly shared among the
entire gang.

WhenMadam Eva sends a group of Vistani on an irnpor
nm mission , she gives them a hag eye sothat she can closely
monitor thei r activ ities.The hagtyt appears to bea large opal
set in a brooch worn by the leader of the Vistani mission .
Unfortunately (from Madam Eva's perspective), th is also
allows the othe r two hags to snoop into her busi ness , so she
does this on ly when the mission is ofcrucial importance.

Madam Eva is an exceptiona l an nis . Long ago, she was an
acolytein the church in Barovie, but she was tormented by
dreams of terr ible catastrophes-dreams th at always came
true. Soon, the villagers d rove her ou t of th e vill age in fear,
andover the course of many years, she slowly transformed
into a mon strous hag, and gradually gathered the Vistan i
around her. s he retains her inc li nation to prophetic visions ,
which she uses to perform genuine divina tion s using a deck
ofcardsor other fortunetell ing methods. Some ofher Vistani
followers share that gift, bu t most Vlstani ' fortu ne tellers"
areaccomplished con art ists, nothing more. Madam Eva is
also aj th-level cleric, th ough she has nothing of the fervent
devotion of her youth.

Thear rival of the PCs at the Tser Pool enca mpment might
signal the start of a combat encounter, but it is more likely
to unfold into a complex set of int eraction s.

Tact ical Encou n ters :C1:Int eracting with Madam Eva,on
page 55,is not a tact ical encounter hut an intraction encoun
ter.G2:Tser Pool Encampment ,on page 76,and C3:The Forest
Fane,on page 78, are tact ical combat encounte rs.

Treasu re: w henStrahd's con nec tion to the Forest Fane is
severed (see Development, below), a small chu nk at th e top
oftherunestone begins to glow pink and gree n. A cha racte r
can break this chunk off with a success ful DC 12 Streng th
cbeck. When th is happens, flakes of stone fall off, leaving a
spherical shape -c-a pink and green iOIUl stone that gra n ts a
+2enhancement bonus to Charisma.

Developmen t: In add ition to dea ling with Madam Eva,
the Pes can try to sever Strahd's con nec tion to the Forest
Fane. The means to accomplish th is were de termi ned in
."!adam Eva's reading of their fortunes (see The Fortunes of
Raven lofron page56).

Hsgs' Blood: The PCs must kill Madam Eva and place her
COqlSCon the runestone in the fane. Read the following text
\\1ten they accomplish this:

Only by its sudden absence do you realize that there
had been a hum of power in this place, too low to

register in your ears. It has utterly ceased, and [h e
fane is now as dead as its guardian.

UlIIIoly Reunion: Beneath th e runestone, the PCs must dig
for about a minute to un cover a small rel iquary box, about the
size of a spellbook. Its sides and lid are carved with images
of devas, planetars, and solars-but the eyes of every angel
are red with a st icky liqu id susp iciously like blood . Inside
th e box is a lock ofhair from Saint Markovia, an art ifact now
bereft of any holy powe r. If the PCs already have the items
from the other two fanes-the tooth ofS3int Bogdan from
th e Swamp Fane and the bone dust ofSaint Ecarerina from
the Mou nt ain fa ne- the th ree objects joi n toget her and
ani mate into a creatu re called a blighted relic (see statis tics
block on page 51). The PCs must destroy th e blighted relic
in order to remove th e [ane-signs from Strahd .

RercnsermtiourThe PCs must bri ng Saint .\ farkovia'sTJligl1 4

bont from the crypts under Castle Raven loft (Crypt 6) and
use that item as an addi tional focus for a COflS(cralt spell.

Vigilof TraflSf"r"t1ce: One PC mus t stay awake and in con
stan t prayer in the fane for an entire night. If th e PC falls
asleep or takes any standa rd action, the vigil fails .The ot her
PCs can help keep their friend awake (making success auto-
matic), but otherwise the PC on the vigil mus t succeed on
a Constitut ion check every hour of the nig ht. Th e DC for
thi s chec k begins at 8, hut increases by 2 every hour. Worse
still , Str ahd senses this th reat to his power and sends his
agents to attac k the PCs. Around midn ight, roll normally for
Strahd's nighttime spies, but th ese spies attac k immediately
and witho ut retreat.

If th e cha racte r success fully completes the vigil, he or she
gains th e Forest Fane-sign, and Strahd loses it.

Forest Sign (Su)As a result of a connection to the swamps
of Barovia, th e character ben efits from a constan t nond erec
lion effect on h imself and his gear. If a divina tion spell is
atte mpted agains t the character, the caster of th e divination
mu st succeed on a caster level check (1 d20 + caster level)
agains t DC19, Thi s resistan ce lasts as long as the charac ter
remains in Barovia.

Visllmi Smugglers: If the PCs came to Barovia to investigate
a smuggling ring, th ey can find ampl e evide nce here in th e
camp th at th e Vistani are the smugg lers they seek. Each of
th e five wagon s in the camp contains a secret compart ment
in the bottom (Search DC 25),and 1d4ofthose compartme nts
currently contain contraband goods of th e ki nd being inves
tigated by the PCs. If the PCs are searc hing for a part icular
stolen treasure, it is here. Killing Madam Eva willput an end
to the smuggling activi ties as the Vistani disperse, leaderless,
into the surrounding areas .

WHY ARE THE pes HERE?
The PCs might come to the Tser Pool encampment for one
(or more) of the followi ng reasons:

To have Madam Eva read their fortunes, at the encourage
ment of the Vistani in Barovia.
To find th e Forest Fane and use it to cu t offone ofSrrahd's
fane-sign abilities.
To investigate the smuggling operation run by the Vistani,
and perhaps fight Madam Eva.





Interaction Encounter

The old woman befo re you is enormous, for a
momen t seeming more like an ogre or a small giant
than the ancie nt, wrinkled hu ma n she is. She
hunches over a table that is dwarfed by he r bulk, and
her black eyes gleam as she shuffles 3 deck of
weathe red playing cards. Her hands are bony and
spotted with age. When she speaks, her voice
crackles like dry weeds.

MADAM EVA
eN female annis hag cler ic 5

Key Skills: Disguise +22 (+24 acting) [includes +20 bonus
from disguist Sfln Sense Motive +9.

Has ranks in Bluff, Diplomacy, and Intimidate. She can't
use the se ski lls against PC target s, but they influence her
demeanor in her intera ctions.

• To resist Int imidate: rdzo-ie. Remember that Med ium
creatures take a - 4 penalty on Intimidate checks against
Madam Eva be cau se sh e is Large .

Star t ing Attitu de: In different, although it is not strictly
accurate [0 say that Madam Eva "doesn't care ." She cares
deeply about the PCs, but has strongly conflicting feelings
about them:They migh t br ing her liberat ion from Strahd's
rule,but they might also br ing her doom.

Modifiers:Apply the following modifiers to any Diplomacy
check made to infl uence Madam Eva's at titude, based on the
PCs' manner and specifi c th ings they mention in their inter
action with her, All of these bonuses stack with each other.
• The PCs make any reference to her size (- t)
• The PCs are fawning and flat tering (+2)
• The PCs compliment her prophetic abilities (+t)
• The Pes speak favorably abou t one or both of th e othe r

hags (- 2)
• The PCs insult one or both of the other hags (+2)
• The PCs speak disparagingly of Strahd (- I)
• The PCs say that they intend to destroy Strahd (+2)
• The PCs have killed any Vistani (- 2)

If Hostile: Madam Eva calls for her Vistani guards and
attacks the PCs. See tact ical enco unter G2 on page 76. This
result is on ly possible if th e PCs get a spect acularly bad
Diplomacy che ck result (less th an i) and then get another
result almost as bad (less than 5) in a futile attempt to set
things right.

If Un fr ie n d ly (check result less than 1): Madam Eva
refuses to give any help to the PCs and insults them, calling
them "insolent buffoon s," "pe tu lant whelps," and "de luded
incompetents." If they respond to her in sults by att acking,
shegets outside her tent as quickly as possible and tri es to flee
into the woods to the southwest, followed by any surviving
Vistani. She calls loudly for help, summoning the aid ofher
giant allies in id s rounds. Use tactical encounter G3 when
the giants arrive, whether Eva is st ill alive or not .

":AllnSI you ha1J~ nrri'tl~d/"

If Ind ifferenr (check result 1-14.): Madam Evaoffers to read
th e fortune of th e PCs as a group. See the next page for rul es
and advice regarding this reading. Her tone and manner are
guarded, and she does not expound on th e basic in formation
given by her reading.

If Fr ie n d ly (ch eck resu lt 15-29): As indifferent,
except her tone is casual and friendly, and she calls th e
PC who made the Diplomacy check "pet." If th e charac te rs
ask, she gives some explanation of the cry ptic words she
utter s during th e fortune reading. (Her expl an ation s are
included in th e Fortunes of Ravenl oft informat ion in th e
next sect ion .)

If Helpfu l (check resu lt 30 or highe r): As friendly,
except she offers explanations without being asked. If asked,
she casts any spell she has prepared,or uses her potion of Yfnl OVt"

curse.en the PCs' beh alf. See tactical encounter G2 on page 76
for Eva's prepared spells. The on ly information she is cagey
about is the loca tion of the Forest Fane , th ough she admits
th at it is near the camp.



deck and ask one player to cut it. Addre ss the focus cards in
the order they appear in the table, placing two cards on top
ofeach focus card as described below.

Place the first of the two cards so that it covers th e focus
card completely.Thi s covering card determines a location
either th e site where Strahd makes a stand, or the area where
an item can be found.

RoleplilyiPlg Sugges tion: Madam Eva takes th e deck in her
hand s and closes her eyes in conce ntration. th en dea ls the
covering cards and cross ing cards off the top ofth e deck.one
at a t ime.

Crossing Card: Place the second card so th at it lies atop
the first ca rd and perpendicular to it. A card that crosses the
SutlSlt'onl or Holy Symbol focu s card determines where to per
form th e ritual to awaken th at item. A card that crosses the
Tomeof Stmhdfocus card determ ines what the pe s need ro do
at each wilderness fane to cut off Strahd's legacy powers. A
card th at crosses the zombies focu s card or th e Stre bd focus
card doesn't actually determ ine anything, but it prov ides an
opport unity to reveal more information abou t th e zombie
threat and Strahd 's goals.

Rolrl'll1ymg Sugges tiot!: The rest of thi s secti on provides
th e information that Madam Eva dispenses at th e readin g,
depending on the focus card (or cards) displayed. As Madam
Evaaddresses a particular focus card, preparing to put down
a covering card or a cros sing card, she speaks the words
immediately beneath the appropriate header. Then , as she
put s the coveri ng card or crossing card in place, she speaks
the statem ent given immedia tely after the name or rank of
the card. If her atti tude toward the PCs is friend ly or help
ful, she also offers th e in form ation given in the following
paragraph, after the word "Explanation."

Thi s card determines a location within Castle Raven lof
where Strahd will make a stand against the PCs.The first time
they ente r this room ,Strahd attacks without fail (un less he is
helpless in his cry pt or otherwise incapacitated). Thi s is the
on ly tim e th e PCs can choose th e terms of their encounter
with Strahd.

Associated with thi s covering card is an omen warning
of the PCs' confronta tion with Strahd in that location . Each
omen describes a bon us or pen alty, which applies on ly the
first time the PCs face Srrahd in th at place. When reading
Madam Eva's descript ion of th e location , add th e text associ
ated with its omen.

If Strahd's secondary goal is Descent into Madn ess, the
vampire also appears in thi s room the first time the PCs enter
it after defeating the shapeless spawn. The omen (see below)
applies to th at battle as well as to any earlier confrontation
with Strabd here.

COVERING CARD
"He who dwells in Castle Ravenloft is a powerful man whose
enemy is light and who se powe rs are beyond mortality. You
will seek him in the castle, and th ough he might find you
many tim es, you will find him only once."

STRAtID
- F::o-c-,-,s-C=-a-rd7:-A:""r-c7h-m-,-g-e-;(3:-0::A:-):'", -::D:""e-v-;il-;(-,,-r"o[~) , ki ng of spades

Playing Cards
King of spades
jack of diam ond s
Queen of hearts
jack of clubs
jack of spades

Tarot
Devil
Sun
Priestess
Emperor
Death

lOA
Archmage
Dragonslayer
Priest
Druid
Dracolich

The PCs must specify the item s or event s about wh ich the y
seek inform ation . In the village of Barovia, they might have
heard of the Holy Symbol ofRilt't'lIkintl, the Snnswcrd, and the
Tomt' of Stmhd. Depending on when th ey seek out Madam
Eva, they might also ask for advice about the village'szombie
problem. They have certa in ly heard of the "Devil Stra hd."

Rolq,lllyi'lg Suggestion:Madam Eva encourages the PCs to
name anything they want to learn more about.

Focus Cards: Playing th e role of Madam Eva, place an
appropriate focus card face up for each topic the pe s name,
as shown on th e followi ng table.

Effective use of prop s helps create the proper mood for th e
forrune-relling.Thu s, it's best [Q use actu al cards [Q perform
the reading. You can use a tarot deck , standard playing cards,
or a Tltrec-Dmgon AnteD< deck (abbreviated 3DA) for a more
in-world D&D experience. Prepare the deck as described
below.

Three-Dragon Ante Deck: Remove th e mort als and the
three special dragons (Bahamut, Dracolich, and Tiarnat) from
the deck. Four of the mortals, plus the Dracolich, serve as
focus cards. Shuffle the remaining sixty-one cards for the
reading,

Tarot Deck: Remove the major arcana from the deck.
Five of these cards serve as focus cards. Also remove the
court cards (pages, knigh ts, queens, and kings). Shuffle the
remaining forty cards for the reading.

Playing Cards: Remove the jacks,queens, and kings from
the deck. Five of the se cards serve as focus cards. Shuffle the
remaining forty cards for the reading.

The Fortunes of
Ravenloft

The most important encounter for th e pe s in the lands of
Barovia is at th e Tser Pool enca mpme nt (see area G o n page
52), where Madam Eva tells th eir fortunes. Thi s reading not
only gives the pe s information vital to the success of their
battle agains t Srrahd, it also randomly det ermines certa in
facts about the adventure.

Given its importance, you sho uld give the Fort unes of
Ravenlofr por tio n of thi s adventure th e attention it deserves.
Spend some t ime familiarizing yourself with the ce me nts
of this section so th at you can create the proper atmosphere
at the table. Treat the fonune-tell ing as a performance th at
will keep you r audience glued to their seats.

Covering Card : Once the focus cards have been deter
mined , Madam Eva proceeds to th e reading. Shuffle the

Focus CARDS
Topic
Strahd
Sunsword
Holy Symbol
Tom e ofStrah d
Zomb ies



Cold Dragon or Ace:
Tomb of Sergei von Za rov
ICh (KS5, page 125). · You
willfind hi m where the light
lies dead, slain by his own
darkness."

[t f,lanalion: "Grief haunts
the lord of the cas tle, grief for
the brother he slew. Seek h is
brother's tomb in the deepest
recesses of th e castle."

Red Dragon or 10: Tomb of
St rahd (K8. , page 126). "You wi ll
find him in the very heart of durk
ness,his home, h is source. This place
shiscenrer and hi s life, th e one place

10 which he mus t rerum ."
Exl,IIHlatioJl: "You shou ld see k th e

crypts in the deepest recesses of the
castle."

Silver Dragon or 9: Chapel of Ravenlcf
1\15, page 95). "You will find hi m amid the ruins
oia placeof supplication."

Explllnafloll : "A chapel sta nds on rhe cas tle
grounds. There is a great darkness among its
rum."

Bronze Dragon or S: Dayhearr Land ing
K60A,page lOS). "You will find him arop a diz

lying height th at all loath e to cl imb."
bpJalll1tioll:"The castle's high est rower,where

theroad winds ever upward ,gives th e lord a com
manding view of hi s domain ,"

Blue Dra gon or 7: Warlock Alchemy (K 55, page 105).
'You will find him when th e three serva nts of Hell are slain,
in the place of th eir gathe r ing."

EXfl!analion: "Aspawn of Hell has come ro rhe rap of one
ofthe castle towers, and she is served by an unho ly tr io."

Copper Dragon or 6: Treas ury (K41, page 100). "You will
find him among his riches, h idden away from sight."

Explnnalion:"I see a blazing fire protecting the place where
thelord hides his wealth."

Creen Dragon or 5: Study (K 37, page 99). "You will find
him in a place of t ranquilit y, a harbor for th e mighry and
powerful."

ul'lalhllion: "The lord see ks knowledge , and find s it in a
place of wisdo m, warmth , and despai r."

Brass Dragon or 4: Audi en ce Hall (K25, page 97). "You
will find him on h is th ron e."

£tplmlatio'l: "Cast le Ravenloft was once the seat ofa king-
dom, and the lord of the castle still sits on irs throne."

Black Dragon or 3: Office of Ven geance (K72, page 112).
You will find hi m in th e place whe re the officers of an

ancient king once SOl I', upholding him from be low."
E.x}'!alhllion:"Look beneath th e main floor of th e castle, in

aplace of shadow and des pair."
White Dragon or 2: Tomb ofBarov and Ravenovia (KSB,

page 127). "You will find him in the place whe re h is birth
lies dead:

b pllltlalion: "Seek the crypt of the lord's mother, deep
beneath the c.a.st\e~

Omen: Th e covering card falls into one of th e six car
ego ries described below, whe the r it is of a give n ran k
with in a 3DAdec k or one of a part icular sui t in a tarot
or standard playing ca rd deck. Each entry lists rhe 3DA
cards associa ted wi th th e sta ted rank. The omen sets
the circumstances of the encou nter with Stra hd in
the locat ion specified by the cove ring ca rd. Each
ome n category in cludes a sta teme nt fro m Madam
Eva th at hints a t the effec t of that omen on th e
player charac ters.

Rank6Curd,Suords.crSJ1lldcs:The PCs gain a
+2 bonus on damage rolls (includ ing

those for spe lls) when the y fight
Strahd here. "The re is a very
good infl uence in th is place.
You r blows will stri ke true

and hard ."
Th e rank 6 cards in 3DA are

gold 13, red 12, silver 12, bro nze
11, blue 11, copper to , green to ,

brass 9, black 9, and wh ile B.

Rlmk 5 Card, Cups, or Hearts:
The PCsgaina +1 bonus on saving

th rows when rhey fight Stra hd here.
"The po wers ofgood. will ward you
in this place."

The rank 5 cards in 3DA are go ld
11, red 10, silver 10, bro nze 9, blue 9,

copper 8, gree n 8, brass 7,black 7, and
wh ite 6.
Rall '~ 4Card (3DA ollly):The PCs gain

a +1 bonus to AC when th ey figh t Strahd
here. "The powers of good will protect

you from harm in this place."
The ran k 4 cards in 3DA are gold 9, red 8, silve r 8, bronze

7,blue 7, copper 7,green 6, brass 5, black 5, and white 4.
Rank 3 Card, Pl'IIfadcs (Coins), or Diamonds:Th e pe s gain a

+1 bonus on attack roll s when th ey fight Strahd he re. "There
is a good. in flue nce here th at wi ll guide your blows."

The rank 3 cards in 3DAare gold 6, red 5, silver 6, bronze
6, blue +,copper 5, green +,brass 4, black 3, and white 3.

Rank '1Card(3DAo nly):The PCs take a - 1penalty on attack
ro lls when th ey fight Srrahd here. "The re is a bad influence
here [hat wi ll hinder your blows."

The ran k 2 ca rds in 3DA are gold 4, red 3, silver 3, bronze
3, blue 2, copper 3, g ree n 2, brass 2, black 2, and white 2.

Rank 1 Card, Staves (\Valltls), or Clubs: Th e pe s rake a-2
penalty to AC when th ey fight Strahd here. "There is a very
bad influence in this place . The powers of death will st rip
away your protections."

The rank 1 cards in 3DA are gold 2, red 2, silver 2, bron ze
1, blue 1, copper 1, g ree n 1, bra ss 1, black 1, and white 1.

CROSSING CARD
"O ut of the darkness and chaos, this card finds its reason and
foundation. It shows th e purpose of all thi ngs-the key to
li fe and death and else beyond."

This card provides no concrete information, but it explains
more about Strahd's secondary goal. The exac t card doesn't
matt er, only the goa l tha t applies. I f you are running



[Xpt'd,tiOfl to Casllt' Rat't'nlofl as a short adventure or a one
night session, Strahd has no secondary goal.

Brook No Rival : "The dark ness desires alight;death seeks
warmth from the living. Yetthe darkness fears agreater dark,
and it strikes out again st those who would replace it:

Explanatlon: 'The lord of the castle seeks a lady to reign
beside him , but he fears rebellion from his subjec ts."

Descent Into Madness: "There is no reason. no pattern
to th is chaos . The darkness seeks light. desiring fulfillment
or perhaps destruction."

Explllnilhon:"The lord of the castle has sunk int o madness,
perhaps because of his love for a woman."

St ra h d's Dy nas ty: "The darkness desires alight; death
seeks warmth from the living. To win the light, the dark
ness seeks to be illuminated , to face the rays of the su n
without fear ."

E\:planahon:-rhe lord of the cast le seeks to found a dynas ty,
ruled with a lady by his side."

Un dead l egions: "The darkness seeks to consume all
light. and death to devour all warmth from the living."

Ur'll.flll.tJO'I: 'The lord of the castle seeks a lady, but he will
consume her unti l death is all that remains."

Un tamed Allies: "The darkness seeks allies among both
the light and the da rk."

Exr1a'lahon: the lord of the castle seeks a lady, and also
seeks new allies from the woods ."

No Sec ond ary Goa l: "The darkness desires alight; dea th
seeks warmth from the living."

Exr'a 'latlo'l: t he lord of the castle seeks a lady to reign
beside hi m."

_""",,"S.>LU~SWOR12
Focus Card : Dragonslayer (JDA),
Sun (tarot), jack of diamonds

COVERING CARD
"What you seek is a blade of ltgh r.
a weapon for vengea nce."

This card deter mi nes a location
outside Castle Ravenlofr where the
PCscan find the Sunstl'ord.

Go ld Dragon o r Ace: Tser Pool
Encampment (page 52)."Seek it . .."
-.Madam Eva shows visible sur
prise at this card .but collects herself
quickly-this card speaks ofa place
where wanderers rest."

E.\:pla'iation : "Apparen tl y the
weapon is hidden right beneath my
nose, in this very camp."

Red Dragon or 10: Cemetery (E8, page
28). "Seek it in the place of death , among the
dead ,"

ExpllJnatlon: "This is a card of the grave . The
weapon is buried. en tombed."

Silver Dragon or 9:Church (E7,page 27). "Seek
it in the place of holiness, where humans reach to
the sky."

E·\:I,llUhlhon: "This is a card of aspiration and religion.The
weapon should be in the village church, perhaps in its highest
place."

Bronze Dra gon o r 8: vartkov's Cave (H 2, page 82)."Seek
it where the river flies:

Expl.tnll.tion: "Th is is a card of water and air. The weapon
should benear the falls ."

Blue Dragon or 7: lysaga Hill (page 63). "Seek il in the
place of blasphemy, where humans plumb their darkest
nature:

E.'\:pll1Jlahon: "This is a card of debasement and debauch
ery. The weapon should be on the hill where the witches
gather:

Co p per Dragon or 6: Bildrarhs Mercantile (E4, page 26
"Seek it in a place of commerce:

ExplllllaJflol1: "Th is card speaks of money changing
hands. The weapon is in a shop, or in the pos session of 2

merchant ....
Gree n Drago n or 5: Nymph Hideaway (C3, page 68),"Seek

it in the heart of the wilds. far from human hands."
Explanalion: "This card speaks of the wildness of nature.

The weapon is deep in the woods , perhaps guarded by a fey
spirit ."

Brass Dragon or 4: The Crossroads (page 52). "Seek It
where paths cross and the damned lie buried."

EXI,lllnlltron: "This is a card of the crossroads."
Black Dragon or 3: Ivlis Marsh (page 50), "Seek it where

the river flows in to the land :
Exr'IUlallon; "Thiscard speaks ofelemental forces mingling
toget her. The weapon shou ld be in the ma rsh downriver

from here."
White Dragon or 2:Cemetery (E8, page 28). "Seek

it where the wild s reach close to the rown,where chaos
threatens orde r."

E.\:r'tlnation: "Th is is acard ofboundaries and limits.
The weapon should be in the place where the village
comes closest to the forest."

CROSSING CARD
"The sword's light sleeps ."

This card determines a location within Castle
Ravenlofr where the Pes must bring the SIHIsworJ to

perform the bonding ritual tha t awakens
its full powers (see the description of

the legacy item on page 21S of the
Appendix).

Gold Dragon or Ace: Tomb
of Sergei von Zarovich (K85, page
125). "To wake it. bring it to where
the ligh t lies dead .slain by the dark
ness that shrouds th e castle:

Explan.ltloll:"$('ek the tomb of the
fallen prince in the deepest recesses
of the castle."

Red Dragon or 10: Tomb of
Strahd (K86, page 126). 'To \....ake it,
you mus t bring it into the heart of
darkness. Take it to the home of the
castle's lord , his source, his life:



Red Dragon or 10: Ceme tery (E8, page 28). "Seek it in the
place of deat h, amo ng the dead."

EXJ"a'1l1 ho,,: "Th is is a card of th e grave. The symbol is
bu ried, entombed."

Silver Dragon or 9: Church (E7, page 27). "Seek it in the
place of holiness, wh ere humans reac h to the sky."

Explcncnou: ~Th is is 3 card of aspiration and religion. As
is fining, the symbol is in the vi llage church, perhaps in its
highes t place."

Bronze Dragon or 8: vartkov's Cave (H 2, page 82). "Seek
it where the river flies ."

Exrlanation: "This is a card of water and air. The symbol
sho uld be near the falls ."

Blue Dragon or 7: Lysaga H ill (page 63). "Seek it in the
place of blasphe my, whe re human s plumb their darkest
nat u re,"

Explanation :"This is a card ofdebasement and debauchery.
The symbol has been brought low. to the hill

where the wi tches gather."
Copp e r Dragon or 6: Bi ldrath's

Mercantile (E4, page 26). "Seek it in a
place of commerce."

Explanation: "Th is card speaks of
money cha ngi ng ha nds, The symbol
is in a shop, or in the possession of a
merch ant."

Green Dragon or 5: Nymph Hide
away (C3, page 68). "Seek it in the heart
of the w ilds, far from hum an hands."

Expla'h1tlOtJ: "Th is card spea ks of the
wildness of nature. Th e symbol is deep
in th e woods, perhaps guarded by a fey
spirit."

Brass Dragon or 4: The Crossroads
(page 52). "Seek it where paths cross and
th e damned lie buried,"

Explanation: 'This is a card of the
c rossroads."

Black Dragon or 3: Ivlis Marsh (page
50). "Seek it where the river flows in to

th e land."
Explanahot1:"This card speaks ofelemental forces mingling

toge ther. The symbol should be in the marsh downriver
from here."

White Dragon or 2:Cemetery (E8, page 28)."Seek it where
the wi lds reach close [0 the [Own, where chaos threatens
order."

Expicunnon: Ihis is a card of boundar ies and limits , The
symbol should be in the place whe re the village comes clos
es t to the fores t."

Th is card de termines a locat ion within Castle Ravenloft
where th e PCs must bring the Holy Symbol of Ravmkitld to
pe rfor m the bonding ritual th at awakens its full powers
(see the description of the legacy item on page 217 of the
Appendix ).

CROSSING CARD
~The holiness in this item waits for hands of holiness to
touc h it once more, but that is not enough to bring its power
back 10 life:

OVERING CARD
This symbol is a powerful force for good and protec tion
gll nst [he forces ofdarkness."

This card determines a locatio n outside Castle Ravenlofr
here the pes can find the HolySymbol of RavenbnJ.
Gold Dra gon or Ace: Tser Pool Encampment (page 52).

Seek it in a place where wanderers rest."
Explallahon: 'T his card's meani ng is hidden from me ,"
SllfClal: If Madam Eva's atti tude is helpful (not merely

riendly), she admi ts th at the item is in her possession and
lves it to the pes.

E.tplanallon: "You should seek the crypts in the deepest
recesses of the cas tle ."

Silver Dragon o r 9: Cha pel of Rave n lofr (K15, page 95),
"To wake it, take it to the place ofsupplication."

[xplanatlon: ~A chapel stands on the cast le grounds,There
the light may yet awaken,"

Bronze Drago n or 8: Dayheart Landing (K60A, page 108).
10 wake it. bring it to the dizzying height tha t all loathe to
climb."

bplanahon: ~The castle's highest tower, where (he road
winds ever upward , may yet pierce the clouds that shroud
the sun."

Blue Dragon or 7: Warlock Alchemy (K55, page 105). "To
wake it, bring it to the place where hellish magic is made."

f:l:l'l.t,liltion: ~A spawn of Hell has come to the castle, and
e servants of this fiend work their magic at the top ofone

ofthe towers:
Copper Dragon or 6: Treasury ( K41, page 100).

10 wake it , bring the sword to join the other
treasures of the cas tle."

f.tr'anafloll :"I see a blazing fire pro tecting the
place where the lord hides his wealth ,"

Green Dragon or 5: Study (K37, page 99).10
wake it, bring the sword to join the ancient lore
ofthe castle."

Expllmaliot1 : ~The cas tle 's library is a place of
wisdom, warm th, and despair."

Brass Dr agon or 4 : Aud ience Hall (K25,
page 97)."Io wake it, you mu st place the sword
onthe throne of an ancient king."

£'tplatlatlotl: "Castle Ravenloft was once th e
seat of a kingdo m."

Black Dragon or 3: Office of Ven gean ce
Kn ,page t 12),"To wake it, bring the sword to
the placewhere the swords of the king upheld
his word."

Explanation:"l ook benea th the main floor of
the castle, in a place of shadow and despair."

Wh ite Dragon or 2:Tomb ofBarov and Rav
enovia (K88, page 127). "Darkness was born fro m
light. Bring the sword to where that light lies dead ."

[tplatlilIJon: "Seek the crypt of the lord's mo ther, deep
beneath the castle."

HOLY SYMBOL OF
_---:-_..,.......,..._R AVlliK.IN.I2

Focus Card: Priest (3DA). Priestess (tarot], queen of hearts



Gold Dragon orAce:Tomb
of Sergei von Zarov ich (K85,
page 125)."You must bring the
symbol to where virtue lies
dead, slain by th e unho ly hand
th at rules the casde."

Explanation: "Seek the tomb of
the fallen prince in the deepest
recesses of the castle."

Red Dragon or 10: Tomb of
Strahd (K86, page 126). "You must
bring th e symbol imo th e heart of
darkness,Take it to the home of the
castle's lord, h is source, his life."

EKI,fallation: "Youshould seek th e
crypts in the deepest recesses of th e
castle."

Si lver Dr agon o r 9: Chapel of
Raven lofr (K15, page 95). "You mus t
bring the symbol home, to th e last remain 
ing shred of sacred ground in the defiled
castle."

Explallation: "There is a chapel on the
castle grounds. Perh aps it is not entirely
desecra ted."

Bronze Dragon or 8: Dayheart Land
ing (K60A, page 108). "You must bring
the symbol to the dizzying height tha t all
loathe to climb,"

Expl(l l1ation:"The castle's highest tower,
where the road winds ever upwa rd ,
reaches to the heavens,"

Blue Dragon or 7: Warlock Alchemy
(K55, page 105). "You must bring the
symbol to the place of its antithesis,
where helli sh magic is made,"

Explanation:"A spawn of Hell has come to
the castle, and th e serva nts of th is fiend work their magic at
the top ofone of th e towers."

Coppe r Dragon or 6:Treasury (K41, page 100),"Youmust
bri ng the symbol to join the other treasu res of the castle."

EXII'atlation: "I see a blazing fire protect ing the place where
the lord hides his wealth."

Gree n Dragon or 5: Study (K37, page 99)."Youmust bring
the symbol to join the ancient lore of the castle."

EXI,1allation: "The castle 's library is a place of wisdo m,
warmth , and despair,"

Brass Dragon or 4: Audience Hall (K25, page 97). "You
must place the symbol on the th rone of an ancien t king,"

Explanation: "Castle Ravenlofr was once the seat of a
kingdom."

Black Dragon or 3: Office of Vengeance (K72, page 112).
"You mus t bring the symbol to the place where the officers
of th e king upheld his word."

[.\l,lauation:"Look beneath the main floor of the castle, in
a place of shadow and despair," , ,

White Dragon or 2:Tomb of Barov and Revenovia (K8B,
page 127). "You must reu ni te it with the one who car ried its
name."

E\ plallahon:"The raven has long been a symbol ofholin ess
in thi s land. Seek the crypt of Ravenovia."

Focus Ca rd : Druid (JDA)t Emperor (tarot), jack of
clubs

COVERING CARD
'T he tome you seek holds knowledge of the ancient
and knowledge of the land."

Th is card determines a location, either inside or out
side Castle Raven lofr. where th e PCs can find the
Tomt' ofStrahll. Do not Itldu,lc th.sfows caYil ill thedeck
for a short atlvcnturr or a otlc-tIlg'.! seSsion,

Gold Dra gon orAce:Tomb ofSergei von Zarov
ich (K85, page 1 25~ the volume ise mombed along
with the evidence of the crimes tr records ."

ExpIIHlI1tiOPl: "Seek the tomb of the fallen
pr ince in the dee pest recesses of the
castle."

Red Dragon o r 10: Tomb of Strahd
(K86, page 126). ''The tome is the heart
of the lord, and he keeps it close to his
heart ."

Explal1l11ion:"Youshou ld seek the crypts
in the deepest recesses of th e castle."

Silver Dragon or 9:Chapel of Ravenlof
(KISt page 95), "Though it is a moc kery of
all rhar is holy, th e tome lies in a place of
holiness."

Expl'ltIl11 ion:"There is achapel on the castle
grounds, pollu ted by the rome's presence,"

Bronze Dragon or 8: v ar tkov's Cave (H2,
page 82). "Seek it where the river flies." .

Exp/analioll: "Th is is a card of water and air.
The tome should be near the falls,"

Blue Dragon or 7: Lysaga Hill (page 63),"Seek
it in the place ofblasphemy,where hum ans plumb
their darkest natu re,"
Explanation: "This is a card of debasement and

debauchery, The tome has become a manual for witches."
Co pper Dragon or 6:Treasury (K41tpage 100). 'The tome

lies among the other treasu res of the castle."
£xplanlltion:"1see a blazing fire prorectlng the place where

the lord hides his wealth."
Green Dragon or 5: Study (K37,page 99), "The tome sits

am id the ancien t lore of the castle ,"
ExpllHlalioll: 'The castle's library is a place of wisdom.

warm th , and despair."
Brass Dragon or 4: Audie nce Hall (K25, page 97). "The

rome lies on th e th rone ofan ancient king."
E.\planation: "Castle Ravenlofr was once the seat of a

kingdom ,"
Black Dragon or 3: Office ofVengeance (K72, page II::!),

"The rome lies in the place where the officers of the king
upheld his word." .

Explanation:"Look beneath the main floor of the castle, In

a place of shadow and despair."
White Dragon or 2:Tomb of Barov and Ravenovia (K8B,

page 127). "The tome tells ofStrahd's orig ins, and lies bu ried
with those who gave h im th e life he now mocks."



COVERING CARD
"Death walks the streets of Barovia. Death
leads to death , all stem ming from a first
death :

ZOMBIES
=Fo-c-u-s--:e:'".-r"";d:"": -:D:'"r-.-co"";l:-i C-;h--:(3"D~A":)"-, Deat h (rarot),

jack of spades

"You mu st first find the three holy relics hidden deep
beneath the cas tle. Then bring the relics [0 the three defiled
places described in the [Orne. You must consecrate each fane
anew wi th the relic of its proper saint."

The rank +and 3 cards in 3DAare gold 9 and 6, red Band 5,
silver 8 and 6, bronze zand 6, blue 7and +,copper 7and 5,green
6 and +, brass 5 and +, black5 and 3, and white .. and 3.

Rmlk lor 1Cani, Slal'es (\X'ands),or Cltll's: Vigil
of Transference. A character must spend

a night in prayer at each fane to stea l its
power from Strahd.

"Strip away his strength and make
it your own. You must find the three

defiled places described in the tome. At
each one, keep a vigil through the nig ht

and make its power yours. "
The rank 2 and 1 cards in 3DA are gold

4 and 2, red 3 and 2, silver 3 and 2, bronze
3 and I, blue 2 and I, copper 3 and t, gree n

2 and I, brass 2 and I, black 2 and 1, and
whi te 2 and I.

This card also determines nothing, but it further guides the
PCs to the source of the necromantic infection. Read the fol
lowing text, regard less of the ca rd revealed, unless Srrahd's
secondary goal is Undead Legions:

"You must visi t the church in the village, which is des
ecrated by its presence."

If Stra hd's secondary goal is Undead l egions, read this
rext instead:

"The village church is desecrated by the first blasphemy.
The castle is ru led by the grea ter one."

This card provid es no in form at ion , but it
helps guide th e PCs to th e source of the
necrom ant ic in fection . Read the fol low
ing text, rega rdless of the card revealed,
unless Srrahd's secondary goal is Undead
Legion s:

"Pur an end to the blasphemy of the
death that refused to die, and the plague
wi ll cease."

If Strahd's secondary goal is Undead
Legions, read this text ins tead:

'You must put an end to the blas
phemyofthe death tha t refused to die,

but that will not stop the plag ue. The lord
of the castle is the source of all."

CROSSING CARD
10 end the plague of death, you must end irs source."

The TOlnt' ofStra'ld describes the vampire's fane
sans. connec tions [Q three ancient sites of
'orship located in the lands around his castle.

These connections grant him significant
defensive abilities, as described in his stat is

block.
Quest: The crossing card (aIls into one o(

lhe fourcategories described below,whether
aisofagiven rank within a 3DA deck or one
ofaparticular suit in a tarot or standard
playing card deck. Each en try lists the
q)Acardsassociated with the stated rank.
The card describes wha t the PCs mus t
doar eachof the fanes to sever Srrahds
connection [0 them and cur off thei r
power. The descript ion of each wi l
derness fane encou nter area includes
derails on comple ti ng the required
action. Each ques t category includes a
statement from Madam Eva th at hint s at
the nature of what th e charac ters must
accompl ish.

RL1nk 6 Gml, Swords, or Spades: Hags'
Ilood. The pes must kill each of 'he hags
thaIguardthe wilderness fanes.

Madam Eva chuck les. "Your qu est is
doomed. You must find the three defile d
laces described in the tome. At each fane,
~must kill its dread guardian and place the
guardian'sbody inside. At th is you will never
succeed,"

Aflet interpre ting this card, Madam Eva
makes a subtle sign to a Visranl outside the
enr. IA character who makes a successful
Sense Motivecheck against Eva's Bluffcheck of
..12 notices this exchange.) When the PCs leave

adam Eva's tent , the Vtsrani outside attack them.
fet rotactical encounter G2, page 76.

The rank6 cards in JDAare gold 13,red 12,silver 12,bronze
t.blue 11, copper 10. green 10,brass 9, black 9, and white S.
R.lnk 5 Card, Curs, or Hearls: Unholy Reunion. The PCs

recover three holy artifac ts buried at the fanes and then
deahorrific monster that arises from them.
You must find the three defiled places desc ribed in the
e.Ar each fane, you mus t unea rth the relic it contains.
enyouhave all three relics, you must destroy wha t you
created."

The rank5cards in 3DA are gold II, red to, silver to, bro nze
blue9,copper B,green S, brass 7,black 7,and whi te 6.
Rank 'f or3Card, Pmlades (CO/tiS),or Diamonds:Recon secra
n. The PCs must bring an appropria te ar t ifact from the
srletoeach fane and use it in a consec ration ritual.

Expillthllion: "Seek his paren rs' crypt, far beneath the
castle:

ROSSI NG CARD
If you find the [Orne and delve into its secrets, you will

discover the source of the lord 's strength. If you read it care
fully, youmay also discover how to rob him of that
strength,"



H. Tser Falls
Draped in a cloak of mis t, a beautifu l waterfall
plummets over a high cliff carved from the
shoulders of the mountains. Far above, a bridge
crosses over the river at what see ms to be a
dizzying height.

Formed primar ily ofrunoff fro m melting snow high in the
mou ntai ns, the Ivlis River run s clea r and cold down into
the valley of Barovia, forming a spectacular waterfa ll called
Tser Falls. For all the beauty of th e cascade, its nam e com
mernorares a terrible story: Acentury ago, a Barovian vil lager
named Tser tsimir Bobrishc hev leaped over the falls to h is
death, driven bygriefat the dea th ofh is lover. H is bodywas
found in the pool just downstream. and his nickna me is now
the name bywh ich bo th the falls and th e pool are kn ow n.

A cave behi nd the waterfall is the lair of Varikov the
Trapper, a dwarf ranger who is one ofSrrahd's human spies
in Barovia.Teete ring on the brink ofmadness, Varikov has
given up hunting wolves (in fact, h is animal companion is
a wolf) and started hunt in g, ski n n ing , and stuffi ng hum an
prey. The results of [h is grisly work are dis played in h is
cavern lai r.

Tact ica l Encou n ters: H 1: Tser Falls App roach , on page
80, and H2: Varikov's Cave, on page 82.

Development: JerefMaurgen is stuffed and mounted in
Varikov's cave, his wedding ring still on hi s finger. If th ey
return th e rin g to Helene Maurgen in the city th ey depart ed
from, they earn her grat itu de. She does nor offer a mon etary
reward, but she has some good con nec t ions in th e city and
can int roduce th em to influential people. Helene's glowing
introductio n gra nts [he PCs a +5 circu mstance bonus on
Diplomacy checks.

WHY ARE THE pes HERE?
The pes might come to Tser Falls for one of the following
reasons :

The Fort unes of Ravenloft read ing determined [hat [he
SlInsll'ord, the Holy Symbol of Ravenkind, or [he Tome of
Strahd is located "where the river flies."
The PCs are searching for jeref Maurgen because of the
hook [hat drew them into the adventure.
The PCs encountered Varikov in [he wi lderness and
[racked or followed him back to his lair.

V ariltO'l) 711a llfs /0 add Y0l$ to his co"~ctio"



I. Lysaga um
The forest parts around a large hill , a spur of bare
rock jutting up from the eart h. Near rhe hill's
highest point, you can see a blackened tower of
crumbling srone, the ru ins of some ancient site.
Storm cloud s churn in the sky overhead.

The Mountain Fane is the most ancient site of th e three wtl
dern ess fanes , and its history is twisted.Th e site had profane
significance long before the arrival of Strabd. ~hen an ~vil

cult held vile sacrifices on moonless nights. Sain t Ecaten na
believed that she had sancti fied the hill when she built her
monastery here, and for some time after the destruction of
the tower and the sain t'sdeath. the people of Barovia revered
Lysaga Hill as a holy site. As more and more pilgrims met
grisly ends on the hill, however, th e Villagers' reverence
waned. Now, th e h ill once again hosts gatheri ngs ofwitches
and ghosts, and the fane feeds the evil power of Strahd.

The witches of Lysaga Hill are men and women from the
villageand scattered farmstead s located near the valley.They
havemodest magica l abili ties th an ks to thei r induction into
the cult of the demon Cherncvog under the leadership of th e
green hag, Baba Zelenna. They gather at the hill "?onthly,
when the moon is new, but Baba Zelenna herself IS never
far from the Mountain Fane.

If Strahd's secondary goal is Brook No Rival, the n Baba
Zelenn a has grand plans for the group's next new-moon
gathering. She plans to su mmon Chernovog himself and
persuade the demon prince to kill Strahd (as well as the other
two hags) so that she can rule the valley uncontested. If the
PCsdo not interfe re, Barovia could be in for some sweeping
changes.

When the PCs reach the burned-out tower at the crest of
the hill, refer to tactical encounter l1-and encounter 12
when they delve into its depths. If th ey come to the h ill on
the night of the new moon , use encounter 13.

Tactic al Encou nters: 11:The Ecateri ne Husk,on page 84,
12:The Mountain Fane, on page 86;and 13:The Summoning,
on page 88. .

Treasure: When Strahd's connection to the Moun tain
Fane is severed (see Development, below), a small chunk
at the top the runestone begins to glow scarlet and blue. A
character can break th is chunk off with a DC 12 Streng th
check. When this happen s, flakes of stone fall off, leaving a
spherical shape-a scarlet and blue JOIl " stone th at grants a
+2enhancement bonus to Int ell igence.

Development:Once they dealwith BabaZelenna, the PCs
can try to sever Strahds connection to the Mountain Fane.
The means to accomplis h this were determined in Madam
Eva's reading of their fortunes (seeThe Fort unes of Ravenlof
on page56).

Hags' Blood: The PCs must kill Baba Zelenna and place her
corpse on the runestcne in the fane. Read th e following text
when they accompli sh th is:

O n ly by its sudden absence do you realize that there
had been a hum of power in this pl ace , tOO low to
register in your ears. It ha s utterl y ceased, and the
fane is no w as dead as its gua rd ian.

Unholy Reunion: Beneath th e runestone, the PCs must dig
for about a minute to uncover a small reliquary box, about the
size of a spellbook. Its sides and lid are carved with images
of devas. planetars, and solars-but the eyes of every angel
are red with a sticky liquid suspiciously like blood . Inside
the box is a folded piece ofparchment containing powdered
bones of Saint Ecatert na, an artifact now bereft of any holy
power. If the PCs already have the items from the other two
fanes-the tooth of Saint Bogdan from the Swamp Fane an
the hair ofSaint Markovic from the Forest Fane-the rh re
objects joi n together and ani mate into a creatu re called
blight ed relic (see statis tics block on page 51).The character
must destroy the blighted relic in order to remove the fane
signs from Strahd.

Reconsecrsncn.The PCs must bring Saint Ecaterina's bu ria
shroud from the crypts under Castle Ravenloft (area K88),an
use that object as an addi tion al focus for a ccnsermtespell.

Vigil of Tran sfercllce: One character must keep awake an
in constant prayer in the fane for an entire n ight. If th e PC
falls asleep or takes any standard action, the vigil fails. The
other PCs can help keep their friend awake (making success
auto matic), bu t otherwise th e PC on th e vigi l must succeed
on a Constit ution check every hour of th e nigh t.The DC for
thi s check begins at 8, but increases by 2 every hour. Worse
still, St rahd senses this th reat to his power and sends his
agents to at tack the PCs.Around midnight, roll normally for
Strahd's nighn ime spies, but these spies attack immediately
and without retreat .

If the PC successfu lly completes the vigil , she gain s the
Mountain Fane-sign, and Stra hd loses it. The PC who per
form ed the vigil is fatigued until she rests for 8 hours,

Mountain Sign (Su) As a result of a connec tion to the
mounta ins of Barovia, th e character is surro u nded by a field
of force armor that gra nts him a +6 armor bonus, exactly as
if he were weari ng bracers of armor +6. This bon us lasts as
long as the character remains in Barovia.

WHY ARE THE pes HERE?
The pe s might come to Lysaga H ill for one of the following
reasons:

The letter they received at the star t of th e adventure men 
tioned the witches of the hill (because Stra hd's secondary
goal is to squelch Baba Zelenna's nascent rebe llion).
The Fortunes of Ravenloft reading deter mined that the
Sunsuord, the HofySymbolof Ravcnkind,or the TomeofStrahd
lies"in the place of blasphemy, where humans plumb their
darkest nature."
They are searching for the Mountain Fane in order to strip
th e swamp sign from Stra hd .

The following pages provide derailed in form ation for combat
encounters in the lands of Barovia. A creature's position on
a tactical map is indicated by a circled letter symbol, which
is associated wit h the creatu re in the encou nter's descriptive
text. Information about the feature s of a room or an area is
provided in a sidebar format along with th e tactical map for
th e encounter .



Abilities Str 15, Dex 21, Con 16, Int 10, Wis 14, Cha 8
SQ wolf empathy, wild empathy
Feats Rapid Shot', Track', Weapon Focus (bite), Weapon

Focus (longbow)
Skills Hide +1 2, Jum p +15, Listen +9, Move Silently +12,

Search +2, Spot +9, Survival +7

Speed 50 ft. (10 squa res)
Melee bite +6 (1d6 +2 plus trip [+2J , curse of lycanthropy)
Base Atk +3; Grp +5
Atk Options favored enemy humans +2
Special Action s alte rnate form
Com bat Gear potionof curemoderatewounds. potionof

greater magicfang (+2). potion af haste

AC 19, touch 15, flat-footed 14
HD 4; DR 10/silver
Immune sleep
Fort +9, Ref +11 , Will +2 (+4 against enchantments)

AMBUSH!
If th e PCs show signs of having spo tt ed any of th e were
wolves, the one in elfform steps out from behind th e tree,
hold in g hi s bo w at the ready .

"W har evil do youbrtng to this fores t?" he calls out, first
in Elven, then in acce nted Common.

He interact s with the PCs in th is manner, playin g the
part of an innocent, ifdefensive ,woodland elf While th is
conve rsation goes on, hi s two all ies (in wolf form) move
aro und in th e heavy undergrow th to the po ints on ei th er
side of the trail that are closest to the PCs, moving at balf
speed and trying to rem ain unnoticed (H ide +17).

Th e werewolf in elf form mig ht mak e one or more of
th e following statements in respo nse to th e PCs' qu est ions
or remarks. Hi s responses are esse ntially truth ful , if not
litera lly hon est . Hi s gene ral att itude seems to be defen sive
rath er than outright hostile. However,a Sense Motive check
(against hi s unt rained Bluff che ck result of - 1)can reveal
th at someth ing is am iss. Ip particula r, his eyes constantly
flick towa rd th e undergrowth near th e PCs.

"My peop le call this woods our home. lt is nor dange rous"
"o f course the ignorant villagers fear the woods! What

do th ey k now of elves and our ways?"

Curse of Lycanthropy (SuJ Fort DC 15 or contract
lycanthropy.

Trip (Ex) A werewolf in anima l form that hits with a bite
attack can attempt to trip the opponent (+2 check
modifier) as a free act ion witho ut ma king a touch attack
or provoking an attack of oppo rtunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Alternate Form (Su) A werewolf hunter can assume a
bipedal hybrid form or the form of an elf.

WEREWOLF HUNTERS, WOLF FORM (2) CR 4
HP 29 each
Elfwerewolf ranger 2
CE Medium humanoid (elf, shapechanger)
Init +5; Senses low-light vision, scent; Listen +9, Spot +9
languages Elven, Common

AC15, touch 13, flat-footed 12
HD 4
Immune slee p
Fort +7, Ref +9, Will +2 (+4 against enchantments)

Alternate Form (Su) A werewolf hunter can assume a
bipedal hybrid form or the form of a wolf.

Speed 30 flo (6 squares)
Melee mwk greatsword +5 (2d6+1)
Ranged mwk composite longbow +6/+6 (1d8+1) with

Rapid Shot or
Ranged mwk composite longbow +8 (ld8+1)
Base Atk +3; Grp +4
Atk Options favored enemy humans +2
Spec ial Actions alternate form
Combat Gea r potionofcuremoderatewounds, potionof

greater magicfang (+2). potion afhaste
Abilities Str 13, Dex 17, Con 12, Int 10, Wis 14, Cha 8
SQ wolf empathy, wild empathy
Feats Rapid Shot ', Track' , Weapo n Focus (bite), Weapon

Focus (longbow)
Skills Hide .+10, Jump +6, Listen +9, Move Silently +10,

Search +2, Spot +9, Survival +7
Possessions combat gear plus masterwork composite

longbow (+2 Str bonus) . masterwork greatsword

Encounter Level 7 or S

SETUP: Use th is encounter at night , early in die pe s'
vent ures into th e forest .The de nse und ergrowth and tigh t
t ree growth encourages pes to travel on clea rer paths , bU I

you should ask the pes before placing ordrawing the map
whe ther they want to walk on clearer ground or forge their
way th rough the un dergrow th. Then ask the players to
arra nge their charac ters in the nor the rn part of the map.
Read the text provided below, th en ask th em to make Spot
checks to see if th ey n otice the werewolves h iding (DC 20
for the one in elf form, DC 27 for the two in wolf form).
Place any werewolves th e pe s see on the m ap.

There are two werewolves in wol f form (W) h id ing in
th e heavy unde rgrowth, and one in elf form (E) behi nd a
massive t ree in the clea r area .

Read this text to begin the encounter:

Theforest thins somewhat as you makeyour way
deeperamongthe trees. Dim gray light spills
through the trees, and the ground ischoked with
undergrowth. A wide swath ofclearer ground
forms something likea path or trail, though there
are no clear marks ofanything passing this way.

WEREWOLF HUNTER, ELF FORM CR 4
HP 29 _:-:-_---,- _

Elfwerewolf ranger 2
CE Medium humanoid (elf, shapechanger)
Init +3; Senses low-light vision , scent; Listen +9, Spot +9
Languages Elven. Common



W RAITH CR 5
HP 32 ;:-_--;----;--;:-__--;:- _
lE Medium undead (incorporeal)
Init +7; Senses darkvision 60 ft ., Listen +12. Spot +12
Au ra unnatural aura (30 ft., an imals panic)
Languages Common, Infer nal

AC 15, touch 15, flat-Footed 12
HD 5
Immune non ma gical attacks. mind -affecting, poison, sleep.

paralysis. st unn ing. disease. death effects. critical hits .
nonlethal damage. ability dra in, energy drain, damage to
physical ability scores, fatigu e and exhaustion

Resist turn resist ance +2
Fort +1 . Ref +4, Will +6
Weaknes s daylight powerlessness

Speed fly 60 ft. (good) (12 squares)
Melee incorpo real tou ch +5 (l d 4 plus Con stitut ion dra in)
AtkOptions Cons titution dr ain (Fort DC 14, ld6 Con)
Base Atk +2; C rp -
Atk Options Blind-Fight . Combat Reflexes

Abilities Str - , Dex 16, Con -, lnt 14, Wis 14, Cha 15
SQ crea te spaw n
Feats Alertness', Blind-Fight , Combat Reflexes , Imp roved

Initiative'
Skills Diplomacy +6, Hide +11, Intim idate +10 , Li st en +12,

Search +10, Sense Mot ive +8, Spot +12

Incorporeal Imm u ne to nonmagical attacks; 50% chance to
igno re an y damage from co rpo real source (except po s itive
energy, force, ghost touch) . Att acks igno re natural armor ,
armor, and sh ield , but deflect ion bonus and force effect s
work. See DMG 295 for more info rmatio n.

Unnatu ral Aura (SuI Anima ls ca n sense the presence of a
wraith at a distance of 30 feet. They will not willingly
approach nearer than tha t, and panic offorced to do so;
they remai n panicked as long as they are within that range.

Constitution Drain (Su) Living creatu res hit by a wraith 's
incorpo rea l touch att ack mu st succeed o n a DC 14 Fo rt
save or take ld6 points of Const itut ion dra in. The wrait h
gains 5 tempo rar y hit points if this attack succeed s.

"You are the first out siders we have seen in these wood s in
many years. We kn ow nothing ofany oth ers."

When the werewolves in wolf form get close eno ug h
to the PCs, th ey spring out from the undergrowth and
mack-catch ing them unaware s and gett ing a surp rise
round's worth of actio n. At the same itme, the one in elf
form looses an arrow.

Reusing this Encounter
You can reuse th is map and these werewolfstatis tics bloc ks
for later enco u nte rs in th e Svalich Woods. You sho u ld draw
or place the map at a different orienta tion on the table, and
have the PCs come from a d ifferent direct ion .Th e werewolf
in elf form makes no atternpr to talk to th e PCs, but all three
circle aro und the PCs to surro und them before attacki ng.

Werewolf Tactics
The werewolves do not cha nge form during th is encounter.
They want the PCs to think that they are up agains t elves
with powerful wol f al lies.

The werewolves in wolfforrn try to make good use of their
surprise round , ch arging the ne arest PCs and att empting
to trip th em . In later rou nds, th ey gang up on a single PC
(preferring a human target because of th eir favore d enemy
bonus), flanking tha t character. If their cho sen target prove s
toodifficult to h it, they switch target s.

Th e werewolf in elf form tries to hang back and use his
bow, using Rapid Shot every round he can,

STRAHD'S ASSISTANCE
If'Srrabd's seco ndary goal is Untamed Allies, then he everuu
ally sends aid to the werewolves to help them fight the PCs.
If this is the PCs' second or later foray int o the fores t, then
one of Strahd's serva nts accompanies the werewolves in this
encou nte r. Th e wrai th (W R) begins hidden inside a massive

.~ . Ieee, where it is impossible to dete ct .
Th e wraith increases the EL fro m 7 to 8.
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Encou nter Level s or 9

SETUP; Use thi s encounter as the pe s explore deeper
into the forest, whether they are hunting werewolves or
searchi ng for th e Forest Fane . Befo re placing any monste rs
on the map, allow the pe s to place themselves anyw here
on the map they would like. The n ask for Spot checks to
detect the werewolves (DC 22) and the vampire spawn,
if appropriate (DC 20), and place any monsters they see
on the map.

There are two werewolves in hybrid form (H) and two
in wolf form (W) hiding among the massive trees.

Read thi s text to begin the encounter:

The howls ofwolves have grown more frequent
and louder-as you make your wayfarther into
the forest. Several patchesoftangled growth mark
the ground, butwideexpanses ofbareground
separate them. A clear paw printin a patch ofmud
signals the likely presence ofwolvesnearby.

WER EWOLF HUNTERS, H YBRI D FO RM (2) CR 4
HP 29 each _

Elfwerewolf ranger 2
CE Medium humanoid (elf, shapechanger)
Ini t +5; Senses low-ligh t vision, scent ; List e n +9, Spot +9
Languages Erven, Common

AC 19, to uch 15, nat-footed 14
HD 4; DR l a/silver
Immun e sleep
Fort +9, Ref +11, Will +2 (+4 agains t encha ntments)

Speed 30 ft. (6 sq uares)
Melee mwk greatsword +6 (2d6+3) and

bite +1 (ld6+1 plus curse of lycanthropy); o r
Melee 2 claws +S (1d4+2) and

bite +1 (1d6+1 plus curse of lycant hropy)
Ranged mwk com pos ite longbow +8/+8 (ld8+2) with

Rapid Shot o r
Ranged mwk composite longbow +6 (ld8+2)
Base Atk +3; Grp +S
Atk Options favo red enemy hu mans +2
Special Actions alternate form
Combat Gear potion ofcuremoderate wounds, potion of

greater magicfang (+2), potion ofhaste
Abilities Str 15, Dex 21, Con 16, Int 10, Wis 14, Cha 8
SQ wolf empathy, wild em pathy
Feats Rap id Shot", Track", Weapon Focu s (bite), Weapo n

Focus (longbow)
Skills Hide +12, Jum p +7, Li st en +9, Move Silen t ly +12,

Sea rch +2, Spot +9, Survival +7
Possessions combat gear plus masterwor k composite

long bow (+2 Str bon us) , master wor k greatsword

Curse of lycanthropy (Su) Fort DC 15 or contrac t
lycanthropy. .

Alternate Form (Su) A werewolf hu nter can assu me a
bipeda l hybrid form or the form of a wolf.

WER EWOLF HUNTER (WOLF FORM) CR 4
HP 29 eac h
Elfwerewolf ranger 2
CE Med ium huma no id (elf, shapechange r)
Init +S; Senses low-light vision, sce nt; Li sten +9, Spot +9
l anguages Elven, Common

AC 19, touch 15, nat-footed 14
HD 4; DR 10/ sllver
Immu ne sleep
Fort +9, Ref +11, Will +2 (+4 aga ins t enchantments )

Speed 50 ft. (10 squares)
Melee bite +6 (ld6+2 plus t rip [+2], curse of lycanthropy)
Base Atk +3; Grp +S
Atk Options favored e ne my humans +2
Special Actions alternate for m
Combat Gear potion ofcure moderate wounds, potion of

greater magicfang (+2), potion ofhaste
Abilities Str 15, Dex 21, Con 16, lnt 10, Wis 14, Cha 8
SQ wolf empathy, wild em pathy
Feats Rapid Shot", Track". Wea po n Focus (bite), Weapon

Focus (longbow)
Skills Hide +12, Jump +15, Li sten +9, Move Silently +12,

Search +2, Spot +9, Survival +7

Curse of Lycanth ropy (Sui Fort DC 15 or co ntract
lycanthrop y.

Trip (Ex) A werewolf in animal form that hits with a bite
attack can attempt to trip th e oppone nt (+2 check
mod ifier) as a free action without making a touch attack
or provoking an attack of opportunity. If the attempt
fails, the opponent cannot react to trip the werewolf.

Altern ate Form (Su) A werewolf hun ter can ass ume a
bipedal hybrid form or the for m of an elf.

STRAHD'S ASSISTANCE
If'Srrahd 's secondary goal is Unta med Allies, then he even
tually sends aid to the werewolves to help them fight the
PCs. If th is is the PCs' second or later foray in to the forest,
then some ofStrahd'sservan ts accompany the werewolves
in thi s enco unte r. Two vampire spawn (V) t ravel with the
werewolves. .

The vampi re spawn increase the £L of th is enco unter
from B to 9. .

.~
Werewolf Tactics i

The werewolves do not cha nge form during th is encoun
ter. They wait in h iding un til the PCs draw near or begin
attacking, then leap out and attack.

The werewolves in wolfform charge the nearest PC and
attempt to trip that cha racter. They gang upon a single PC
(preferr ing a human target because of their favored enemy
bonus), flanking that character. If their chosen target proves
too difficu lt to hi t, th ey s\Vitch targets.

The werewolves in hybrid form begin by hanging back
out of melee and using their bows, using Rapid Shot every
round they can. They try to take out enemy spellcasrers,
rarher rhan concentra ting theirattacks on the same foes that



VAMPIRE SPAWN (2) CR 4
HP 29 each
CE Medium undead
Init +6; Senses darkvisio n 60 ft. , Listen +11, Spot +11
Languages Common

AC 1S, touch 12, flat-foote d 13
HD 4; Fast healing 2; DR S/silver
Immune m ind-af fect ing, po ison , sleep, paralysis, stunning.

disease, death effects , critica l hits , no nle tha l damage .
abi lity dra in, energy dra in, damage to physical abi lity
sco res, fat igue and exhaustion

Res ist cold 10, e lectricity 10: tur n resistance +2
Fort +1, Ref +5. Will +5
Weakness es see Vampire Cha racter istics, page 8

Speed 30 ft. (6 squares) . spide r climb 20 ft.
Melee slam +5 (l d6+4 plus en e rgy drain 1 negative leve l)
Base Atk +2; C rp +5
Atk Options
Special Action s blood drain (ld4 Con per ro und),

dominatio n (30 ft., Will DC 14), gaseo us for m

Abilities Str 16, Dex 14, Con - , lnt 13, Wis 13, Cha 14
Feat s Alertness , Improved Energy Drain". Im proved

Initiative , li ghtning Reflexes, Tough ness
*Feat described in Libris Mortis. Its effects are desc ribe d
in the Energy Drain entry below.

Skills Bluff +6, Clim b +8, Diplomacy +4 , Hide +10, Jump +8,
listen +11, Move Silently +10, Search +8, Sense Motive
+11, Spot +11

Fast Healing (Ex) If red uced to °hp in combat , a vam pire
spawn automatically an d immed iately ass umes gaseous
form and makes its way toward the catacombs (K84),
which it must reach within 2 hou rs o r be utterly
destroyed. Any additional damage it takes in gaseous
form has no effect.

Spide r Climb (Ex) A vampi re spawn ca n climb s heer surfaces
as tho ugh with a spiderclimb s pe ll.

Energy Drain (Su) living creatures hit by a vam pire spawn's
slam attack gain two negative leve ls , los ing 10 hit points
and taking a - 2 pena lty o n skill checks, ability checks,
saving th rows , and effective level. At th e same time, the
spawn gains 10 temp or ary hit po ints and a +2 bonus on
skill checks , ability checks, attack rolls, and sa ving throws
for 1 hou r. (Th is bo nus derives from its Improved Ene rgy
Drain feat , which is described in Libris Mortis.) If the
victim is a spellcaster, she los es access to two spells as if
she had cast her two highest-leve l, currently available
spe lls. See DMG 293 for mo re info rmatio n abo ut ene rgy
dra in and negative leve ls .

Blood Drain (Ex) A vam pire s paw n can suck blood from a
living vict im with its fangs by mak ing a s uccessful gra pple
check . lflt pins the foe , it d rains blood , dealing ld4
points of Constitution drain each ro und the pin is
mainta ined. On ea ch such successful attack , the s pawn
gains 5 tem po rary hit poin ts that last for up to 1 ho ur.
This ability does not affect elementa ls, plan ts , o r
creatu res that lack a Constitutio n sco re.

Domination (Su) A vampire s paw n ca n cr ush an opponent's
will just by looking into his or he r eyes. This is sim ilar to a
gaze attack with a ran ge of 30 feet, except that th e spawn
must use a stan da rd action and choose a Single target
those me rely look ing at him are unaffecte d. The
vampire' s ta rge t m ust succeed on a DC 14 Will save or
fall instantly un der the spawn 's influe nce as thoug h by a
dominate person spe ll (Cl 12th ).

Caseous Form (Su) As a standard act ion , a vam pire spawn
can assume gaseous for m at will as the sp ell (ClSth) ,
but it ca n remain gaseous indefini tely and has a fly
speed of 20 feet with perfect ma neuverability. Its Armo r
Class in gaseous form is 12, touch 12, flat-footed 10.

th eir co m pan ions are gang ing up on. They readily drop their
bows and d raw thei r grea rswords by th e third or four th round
ofcombat, or soo ner if PCs move up [Q attack th em in melee.

Reu sing t his Encounter
You can reuse t his m ap and these werew olf stat istic s blocks
for later encoun te rs in the Svalich Woods. You should d raw
or p lace the m ap at a different or ientat ion on th e table , and
h ave the PCs co me fro m a di fferent d ir ection . You ca n p lace
[he.we rewolves (an d vam pire spaw n) at a di ffe rent sta rr ing

.~ . pOSit io n on the m ap to fur ther mix things up.

F EAT UI'I ' S O J' TI lE A 1,[;, \
I.i ~hl UllJcr~mw t h : Lighter green Sq l hl H '" in the n(lrth~',hl

co r ner ., nJ cu t tin g thnm gll1h c cen ter of the l11<lp ar c lighlu n
(I""rgrowlh . It co " t,,'2 Sq ll<l H '" o f movcmen t Io ente r t llL'SC H/lIdfC';;.

The DC of Ti.lmhl...o .1IlJ Move Silently ch""cks increases hy 2.
Il l"'V ~' UI1(I"'r~mwth : T hc ncorthwl' sl co rner and the ;;oullwrn '

part o f th...· m ap co n ta in heav y unJcr~ rowlh. 1t co sh 4- squ.lrC S

o f movcmc ut to cuter th ese sq uares, ilnd fu n n in g a nJ c h.u~ i ll~

a rc im po" "ib lc. Tiley prov iJt>.:oncl·., lml.'nl wid,., 30 % mi ss
cha nc e, a nd gra nt a + 5 c irc ums ta nce bmw " o n H i,le dll'cks.
Tile DC of Tumble and "loveSilt.<nL1 y c!lI.'ck" incrcns...>s IJy O.

Trees: Ac re at u re "l.lnJ; n ~ in thc· sa m e square as a t ree ga ins

.1 +2 IWllliS to Armo r Closs iln d iI + 1 bonus ou Re f le-x sa vcs.
T runk h.l::l AC -t. , hardm'll,o 5 , ,md 150 hr. Climb DC 15.

~1.H,;: i \'c T ree,;: : A massiv...· tree (0111,.' o f tite dark blot.::lll:" in

various pl,)ce" 011 the mnp] t.1ke;; up ,111 e·nt in · sq ua re amI p ro 
vide ;; ...:1"'e· 1" to anyone bcbinJ it. Trunk ha ,;: AC 3, hardll........ 50 ,
aIHI600 hI" Climb DC 15.

T h e, \\'Nl'wolf in wolf form ;;lOWl·J h i" geM among th c, roo ts

o f o ne l, f the,;:e trees. A DC 15 Sea rch L"ht!ck it' su ff il' ie nt to

un cover one ad dit ional,:t't of equipment ~ h at is the snrne .1.. 11,e
co m b a t gl'ar a n d possess] ...HH of thl' w~'rewolve ", in ltylJriJ f...arm.



En co u nter Level 9

SETUP: Read the text below to th e players before 'reveal
ing the map. They spot the rock oUlcro p from roughly 300
feet away. and must decide to approach closer before th e
en counter can begin. \'(!hen they do decide to approach,
have them place them selves anywhere along th e edge of
th e map outs ide of th e cave, depending on how they want
to approach th e cave. (They might walk straight up to it
and approach from the west ,or stee r wide of th e cave and
appro ach from north or soutb.)

If the pes use stealth in their approach . roll Spo t and
Listen chec ks (both +9) for the nearest werewolf. If it
detects their approach , have everyone roll ini tiative and
play th rough a full round (nor a surprise round). On the
nearest werewolf'sfirst tu rn , it growls loudly to alert the
others, so they can act in the next round.

If the PCs make no attempt at stealth, they and the were 
wolves detect each other at the same time. Roll init iative
for all three werewolves and begin combat.

There arc three werewolves in hybrid form (H) arou nd
the ent rance to the cave. Valida (V), the corrupted nymph
who leads the werewolves, begins the encounter in the
back cave.

Before the pe s reach the cave, read th is tex t:

A huge rod, outcrop juts upfrom theforest floor
ahead of you. From where you are, you can seea
darkopening in the side oftherock.

Werewolf Tactics
The two werewolves outside the cave initia lly move io
intercept the PCs, while growling a warning to the third
werewolf. As soon as one of the werewolves outside falls,
the other withdraws into th e cave and attempts to hide
near the pool to drink its potion ofcure moderate wounds
before rejoining the fight. •

The werewolf that begins in the cave ent rance retreats
into the cave and alerts Valicia [0 the presen ce of irltrud
ers; it then rakes up a posit ion behind the.spike ston es in
the northern cave and drinks its potion of haste.

In the cave, the werewolves try to focus th eir attacks
on stun ned or blinded PCs. They prefer to use th eir bows
from behind the spike stones. As soon as a PC closes to
melee with Valid a. th e werewolves shi ft to melee as well
and focus their attacks on that PC. If Valicia uses JiUlCtl 
non Joorto escape th e fight , the werewolves flee as well.

VA LICIA
Valid a is a nymph. a fey creature with ancient and power
ful ties to the land of Barovia. As Srrahd's corr uption has
spread through the land , however, it has tainted all the
creatures of nature, and Valida is no exception. She has
acquired the tainted raver templa te (presented in Ilt'fOt'S of
Horror), reflecting the madness that has consumed her.

WEREWOLF HUNTERS, HYBRID FORM (3) CR 4
HP 29 each
Elf werewolf ranger 2
CE Medium humanoid (elf, shapechan ger)
Init +5; Senses low-ligh t vision, scent; liste n +9, Spot +9
Languages Elven, Common

AC 19, touch 15, flat-footed 14
HD 4; DR lO/silver
Immune sleep
Fort +9. Ref+11,Will +2 (+4 against enchan tme nts)

Speed 30 ft. (6 squares)
Melee mwk greatsword +6 (2d6+3) and

bite +1 (ld6+1 and curse of lycanthropy); or
Melee 2 claws +S (ld4+2) and

bite +1 (ld6+1 and curse of lycanthropy)
Ranged mwk composite longbow +8/+8 (l d8+2) with

Rapid Shot or
Ranged mwk composite longbow +6 (ld8+2)
Base Atk +3; Grp +S
Atk Opt ions favored enemy humans +2
Special Actions alternate form
Combat Gear potion of cure m oderat e woun ds, potion of

greater ma gic fang (+2), potion of haste

Abilities Str 15, Dex 21, Can 16, Int 10, Wis 14, Cha 8
SQ wolf empat hy, wild empathy
Feats Ra pid Shot". Track", Weapon Focus (bite), Weapon

Focus (longbow)
Skills Hide +12, Jump +7, li sten +9, Move Silently+12.

Search +2, Spot +9, Survival +7
Possessions combat gear plus masterwork composite

longbow (+2 Str bonus), masterwork greatsword

Curse of tycanthropy (Su) Fort DC 15 or contract
lycanth ropy.

Alternate Form (Su) Awerewolf hunter can ass ume a
bipedal hybrid form or the form of a wolf.

Valicia appears as a beauti ful fey with wild auburn hair
and equally wild green eyes.Her body Isdraped in a brilliant
blue mantle embro idered with symbols ofgood fortune.

Valicia's Tactics
As soon as she is alerted, Valida casts shillelagh on her
quarterstaff She positions herself at th e location shown on
th e map, where she has some cover butean sti ll see-s-Ind
be seen by- any PC who ente rs th e cave. s he targets each
PC who enters the cave with her stu nni ng glance. If she
can not see a PC who isn't stun ned, she casts producc f1~ mt
and begins hurling flames at stunned pe s.

tfforced into melee , Valida uses any remain ing product
flam eattacks (she can make seven in total), then swings her
shillelagh in a fury.She uses CUft light woundsto supplement
her fast healing. Ifshe starts her turn with less th an 10 hit
points, she uses dimcnsion, door to get 680 feet away from
the cave, then flees on foot into the dep ths of the woods.
She does nor return to bother the pe s for the rest of the
adventure, but she might reappear if you conduct future
adventures around Barovia and Castle Raven loft.



Blindin g Beauty (Su) Humanoids withi n 30 feet who look
d irec t ly at Valida mu st succeed on a DC 20 For titude save
or be blinded permanently as though by the blindness
spell. Valicia can suppress or resume this abil ity as a free
action .

Stunning Glance (Sui As a sta ndard act ion, Valicia can stun a
creatu re with in 30 feet with a look . The ta rget creature
mu st succeed on a DC 20 Fortitude save or be stunned for
2d4 rounds .

Perpetual Rage (EX) Thi s ab ility is detailed in the stat ist ics
blo ck for the Drowned lady, which is pa rt of encounter 02
on pages 72 and 73. .

Mad ness (Ex) Th is ability is detailed in th e statis tics bloc k for
the Drowned l ad y, whic h is part of en coun ter 02 on
pages 72 and 73.

Abilities Str 14, Dex 17, Con 16, Int 16, Wis 11 , Cha 25
Taint corruption 13 (moderate) , depravity 13 (moderate)
SQ perpetual rage , madness , unear thly grace, wild empathy
Feats Combat Cast ing, Dodge, Weapo n Finesse
Skills Concentrat ion +12 (+16 ca st ing defens ively), Diplomacy

+9, Escape Artist +12, Hand le Animal +16, Heal +9, Hide
+12, Listen +9, Move Silentl y +12, Ride +5, Sen se Mot ive
+9, Spot +9, Swim +10, Use Rope +3 (+5 with bind ings )

Possessions mantle ofsecond chances (DMG II pa ge 269;
6,000 gp value)
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..-\ steep "I,)pl.· in crca-e'" the DC of TuIII bll' c1leck" by 2,
:\~·ml)I.'" Pool : Thi:, pool is about 2 fed Jeep, CI1<uadl.·r"

can \\·ade thwudl thi:, pool at half :,peed. :'0 "·ntl.·rin~ a pool
:'tjuare co:,b 2 "lIlt,},rt'" <,f m,'vement. Thl' water il.' ....xtrem...ly
cold.:,o a charaett·r in til(" \\'aler tak...." IJ6 [H,inb of It,mldh.11
d'lma~e pl'r minute,

FE,\TU I~ ES 01' TI lE AR E"
Ill·IUl.· ~u l,bl l.· : Il coste 2 'Hj ll<l.n'" of mo vem ent to en ter t lll.·""·

'quM..-s. T ill' DC t)f Ba lancc ,Hlll Tum ble dwck" increa ses by
5, ,Hld tile DC of ~\'Wl.· ::ill·nth· c1wck" inc reases t, 2.

I.i gll il In<!erliro w lh : It ct)"l: 2 squa res of mO\'l'n~"'lIllo cuter
thl'h' squares, and the hu:,lw" provide clIllCl'almt'nL ri, DC of
Tumbll' and ~Iove ::ilentlv c1ll'l.-k" increases by 2.

S pikl.· Stunl''' : It co ..t:, '.2 ",quart"" t.f m'lVelll~nt to enter thl.·:'l·
squares, and d creature cntl'rin~ one takl.·" Ids point- of J,lIn
.1':l'. In addition, the creature must :,u"':t"l·d on a DC 16 Rl·f1l·X
"~\(' or have its "pet'd reduCl..J tll half normal for 2 -1- 11Our.. b...
cau".... of iniuril.·~ to it~ fl.'d and Jl.'~~' A .... url· :,p..·11 [\.,:,torl.'" tile
.::rcature·" :'p.... l.·d in addit ion to !o:'t h it p.Jinh. .\ DC 16 H...al
ch.:ck and 10 minuh'", at:", (('move" th... pl.·ndlt y.

AC 15, tou ch 15, flat-footed 12; Dodge
HD 6; fast healing 3; DR lO/cold iron
Immune confusion
Fort +9. Ref +12. Will +18

Speed 30 ft . (6 squares), swim 20 ft.
Melee shillelogh +6 (2d6+4)
Ranged produc eJ1ame +7 touch (ld6+S)
Base At k +3; Grp +5
Special Act io ns stunning glance (30 Ft ., Fort DC 20, stun 2d4

rounds)
Combat Gear mant le ofsecond chances (l jday. re roll one roll

and use new result)
Druid Spells Pre pared (CL 7th) :

1st- cure light wounds (2). producefl ame, shillelagh
O-deleet mogic.jlore (DC 10), guidonce (2) , light,

resistance
Spell-Like Abilities (CL7th) :

l /day-dimension door

VALICIA CR 7
HP 39 _ _ .,..-__-.,. _
Female tainted raver nymph
CE Medium fey
Init +3; Senses low- light vision, Listen +9, Spot +9
Aura blind ing beauty (30 ft.. Fort DC 20 o r blinded)
languages Sylvan , Common



Encounter Level 8

SETUP: Have the players place their characters along the
western edge of the map to reflect thei r march ing order
through the swamp, then read them the text below. The
bloodmote cloud (B) is immed iately vis ible, bur the pe s
must heat the shambler's (S) H ide check result (it rakes
to, for a result of 25) with their Spot checks to no tice it
lurking in the water nearby.

BLOODMOTE CLOUD
Read this text [0 begin the encounter:

As you make your way toward theruins, still a
hundred andfifty yardsahead ofyou, a large
stretch of water blocks your path. It seems pretty
deep, buta shallow and narrow stretch seems to
offer thebest way through to more dryground. A
cloud ofbuzzing insects hovers in theway,
however,droning ominously in a strangely deep
pitch. All acrid smell ofblood washes over you.

I.'t PROVED GRAB ,\ :"-: 1> G R,\PPI.I :\G
If J. ~ hantblin~ nWllnJ hib ,1sin,de .:h,J.r.ldt:f ..... ith bl)thslam
attu.:Ls in.1 si~l~ ll' hlunJ. it can tho:n attcmpt IIIstart <l ~r,lppll'
as a [ree ad ion witilOutpwv()kin~ an atla..:-k llf oppor t unitv.
Est! thi" scqu...'nct: of ~· vents when th c ~ham61~·r hib twice:

1. Th.. "haIl161er d..a!" n..:>rmal Jam<1';:~' with 60th "lam
attack,:..

2. Th .. ~h.lInbl,·rolnJ lh,·tdr~t make opl",,,,J ~r.lpple ch~"Ck".

The "hamhl"r ha,:. a + 15 .;rappll' -hL'.:k I1111Jifier. If th .. PC
,...in", thl' "llolru61...·r folill'd to ~ra 6 h , ld anJ .:nmkt pWCL·,J" a"
normaL If the "h.1I1161cr wins, continu...· \\-itll step 3, bl·low.

3. Th...· "ham6lcr Jeal " an extra 2d6+7 p"inb of J 'l'nlol~"
h ,lhe· cltMader, .m d tilt" cr ...aturc and th e PC arc now .;rap
pIing. Both tilt· ~11<11ll hl"r olllJ the charader do not threaten
allY"quare". Tl,e PC lo"c" IIi" Dcxterily bonm. to AC (if any)
ol!:.lin~t c reatu res ' ltlll' r lh,ln the ,;.6ambl,'r, .,IHIIlIOVCll into
tl~e shillllhl ,'r'" space.

T he shclmblcr .1,·.1 1" ...J6+12 poin t.. of J ., milg,· with eildl
success]ulltrapple .."h,·ck Oil :III b~eqll,'nl turn" (2 d6+7 from its
constr-icl abilily, pill'; 2J6+5 fOf its b'Hi.: "lam J,m1<l~...). It
u,;lIa1ly constricts l'very rounJ until it" vidimJfLlps unconscious.
It l11i~ht move ill all attempt 10 ""Cdpe with its I'll'}', JrJ.~~ing

IhL' charader into a "hall . )\\' b...l';: (a succes ..fu l ~fapplc ch.·cb <11
I,,\\,:,it to move h.,lf its ~p,'eJ a" a ~tanJard i1dion) .lf th e grap
plin~ charai::t~'r t, pnwin,;: too mu..:h to h'lIlJle, or if dn(llh~'r

ch,uader is J ..alill';: ;:.' nHh:h damil~'" that it providl'" a more
temptill~ tar,;:et. it lries to e~c" pt." [he !1rappl... in orJ ...·r 10 attack
another t.tr-;el (a "n..:.::(;'~~flll ~rapplL' J ·wcb olll,)w,; it h,le<1"'1' the
~rappll" anJ lh ,· ,;:rapplin,;: charadt·r Celli ..•...)Iuntarily fail hi"
~rapple cbeck if h.· wi"he" 10 allo\\' it to INn' th,· ~rolpple).

BLOODMOTE CLOUD CR 6
HP 65 _--,---,- _

NE Fine undead (swarm)
Init +1; Senses da rkvis ion 60 ft ., Listen +0, Spot +0
Aura distr action (Fort DC 15 or nauseated 1 rd .)

AC 19, tou ch 11, flat -footed 18
HD 10
Imm une wea pon damage, flan king, tr ip, g ra pple, bull rush,

ta rge ted effects , m ind -affect ing, poiso n, s leep,
par a lys is , st unning, d isease, death effects , critica l hits .
nonlethal damage, a bility dr ain, ene rgy drain , damage
to ph ys ical ability scores. fatigue and exh aus tion

Fort +2. Ref +3, Will +6
Weaknesses +50% damage fro m area effects , turned as 5

HD un dead. wind vulnerability

Speed fly 20 ft. (4 squares)
Melee swarm always hits (l d4 plus blood dr a in l d2 Con

damage)
Space 10 ft.; Reach 0 ft .
Base Atk +5; C rp -

Abilities St r 4, Dex 13, Con - , lnt - , Wis 10. Cha 1

Swarm Attack (Ex) A bloodmot e clo ud deals automatic
damage to any creature whose space it occupies at the
end of its move. This attack is no t s ubject to a m iss
chance for concealment .

Blood Drain (Ex) In ad d ition to damage, a bloodmote
cloud's sw arm attack dr a ins blood fro m living crea tu res
th at take dama ge , dea ling 1d2 poin ts of Con stitu tion
damage. Th is ability does not a ffect ele mentals , plant s.
o r c reatures that lack a Constitu tion score.

Dis traction (Ex) Any living creatu re vulne rable to a
bloodmote clo ud 's damage that begins its turn with the
swa rm in its s pace is nauseated for 1 round unless it
s ucceeds on a DC 15 Fortitude save. Spellcasting or
co ncentrat ing on s pells within the area of a swarm
requires a Concent ratio n check (DC 20 + s pell level) .
Us ing sk ills that req uire patience and concentration
req uires a DC 20 Concen t rat io n check .

Wind Vulnerability (Ex) For the purpose of determining the
effec ts of wind on a bloodmote clo ud. treat the swarm
as a creatu re of the sa me size as its con stituent
creatures (see Winds, DMG 95). This means that a
blood mot e clo ud (Fine creatures ) can be blown away by
a seve re wind, su ch as that c reated by a gust ofwind
s pe ll. Wind effects deall d6 point s of non lethal damag e
to a swa rm per s pe ll leve l (or Hit Dice of the origina ting
c reature, in the cas e of effects such as an a ir
elemental's whirlwind) . A swarm ren de red unconsci ous
by mea ns of nonle thal damage becomes dis organ ized
and disp er sed , and does not re -form until its hit poi nts
exceed its nonle tha l damage.



SHAMBLING MOUND CR 6
HP60 _

eN Large plant
lnit +0; Senses darkvision 60 ft.. low-light vision, listen +8.

Spot +8

AC20, touch 9, flat-footed 20
H0 8
Immune electricity (grants ld4 tempor ary Ca n). mi nd 

affecting. poison , slee p. paralysis. polymorph, stunning.
critical hits

Resist fire 10
Fort +9, Ref +2, Will +4

speed 20 ft. (4 squares), swim 20 ft.
Melee 2 slams each +11 (2d6+S)
Space 10 ft.; Reach 10 ft.
BaseAtk +6; Grp +15
Atk Option s im proved grab, con s trict 2d6+7, Power Attack

Abilities Str 21. Dex 10, Con 17.Int 7, Wis 10, Cha 9
Feats Iron Will, Power Attack, Weapon Focus (slam)
Skills Hide +3 (+15 in swamp or forest). Listen +8. Move

Silently +8 .

Electricity Immunity Not onlydoes a shambler take no
damage from ele ctr icity attacks , any su ch attack
tempora rily grants it ld4 points of Constitution .

Improved Crab (Ex) If a shambling mou nd hits with both
slam attacks in a round, it ca n attem pt to start a grapple
as a free action without provoking attacks of opportunity.
If it wins the grapple ch eek, it es ta blishes a hold an d can
constrict.

Constrict (Ex) A shambling mo und deals 2d6+7 points of
damage with a successful grapple check.

Bloodmote Cloud Tacti cs
The bloodmale cloud starts moving toward the PCs immedi
ately,attempting to engulf them in its space.The blood mote
cloud makes no effor t to include the shambling mound in its
area, since it can not draw blood from th e plant crearure.

SHAMBLI NG MOUND
If the PCs not ice the shambling
mound nearb y, read this text :

Adark, hulking shape
lurches upoutofa pool.
Water streams off the leafy
mass and tangled vines that
form its body as it shambles
forward on stumpylegs.
Long vines make out from
it,grasping toward you.

Sha mbling Mound Tacti cs
At th e same time that the bloodmote cloud moves, th e sham
bling mound sw ims toward them, rema ining underwater
and trying to keep out of sight (H ide +15, Move Silentl y
+6, taking the bog penalty into account). The shambling
mound focu ses attacks on pes within the swarm even if it
has to enter the swarm's area itself. It is unaffected by th e
swarm's blood drain, bur subjec t to the damage and dtsrrac-

., . tion effects of th e swar m, and for that reason doesn't en ter
the swa rm unless there is no othe r way for it to att ack pe s
wh o are in the swarm.

F E,\T lf RES OF TI lE A REA
Li -.t l,t l IIHler,;:rowt!l: It costs 2 "q U<lrl''' o f m ovem e nt It'

e nter t hese "qu are", and t h...· bushc" prov id.eco nceo lm ...·nt. Thc
DC .,f Tum ble and ~1(l\,t' S il" n tlv da·.;k" incrcMc;..b" 2.

Ilc·.n.· ,· t ' IHI...ratrnw tll : It c ...",i" ~ "quarc" o f I11 tJV~'I11 t' lIt to

enter t j rcsc sq ua res, .l lld ru nil i Il ~ .1lHl c-ha rging <1fL' i mpo sai bll"
Thcy pr lw id ...· co ne .."lmcnt witl l a 30% mis s ch anc e, an d grtlllt
a +5 ci rc u mstancc• honu" o n Hid., chcc k;:. Th.. DC .,f 'li llu blL'
an d :-.11)\'e· Si lco l ly o.:hcck" increas ...-s by 5.

Sb.1lln w Boat: T"L' mud tlod wate r in t6c,. ..., areas is about
I fo o t d (,'ep. It cos t s 2 sq ua res I,f lIHJVCIlI""nt to cuter t l1e ;:c

Slq U.lr ""S, and till' DC of TuIIIbl ...· <lIltl .\ 1.1V"'· Sil...·Ilt1y d1L'd~ s

[ncrcasc s bv 2.

Deep B;,at: T he n' i , a bout ~ feet of s tandin~ wat er in t hese
squan·s.1t cos h -+ squ are s I.-,f movement f., r ,\ \c Jium ..:harader"
t o enter J ('L'P !," i: squa res , o r cha roctcr s ca n .;;w irn if th ey wi"h.
SIll .lll crea t u res mu st " w i m . l·u lI\ h l i n~ is jmjJ\Jssihle, nmlth...·
DC \If ~l on' ~i lent l v ch .:-ck" in cr ease; bv ....

The water provi j e" cover for ~1 ..d iu~1 o r lar~t' r c rea ture",
whi lc· Small or "ma ll"' r creat u res -tain improved cover (+8 AC,
+~ Refle-x}. ~ledi u m l' r l ar~t'r creat u res C.1 n o.:rouc h M .1 move
a ct ion t o g.l in t11is improv ....J co ve r, C'rc-et ur es with illlpr" v.,d
cov ...·r ta b· tl - 10 pL·ll.llty on attack... a~a i n ..t creat u res Ibat
a ren' , u nJe rwa h·r.



Encounter Leve l 9

SETUP: Place th e pe sat th e western edge of th e map in
th eir marchi ng order. and read th e text below aloud .Th is
map and e ncou nter assume that th e pes have co nt in ued
straig ht eastward toward the Swam p Fane . They could
ci rcle arou nd th e fane and approach fro m th e east, but
th e change in di rect ion alrers littl e about th e enco unte r.
The fane is situa ted on a small island with the runestone
near its center (about tOO feet long and 80 feet wide),
surrou nded by shallow bog and pock et s of deeper bog.
If the pe s approach from a different direction , redraw
the map, filling in bog spaces and addi t ional willow trees
as you see fil.

Assoon asyou have read the first paragraph of read-aloud
rexr.ask the pe s to make Spot checks to determine whether
they sPOt the blood eels in the water (DC 7). Assum ing
they succee d, read th e second paragraph as well.

There are three blood eels (E) lurk ing in th e deeper
water, and the Drown ed lady (DL) paces around the runic
circle on dr y land.

When the PCs reach the edge of the map, read this text:

You look up from themurky water sloshing
around yourankles to see the ruined wallsclose
now, rising on dry land about60fee t ahead ofyou.
A sq uare stone column, worn with incredibleage,
juts upoutof thewater nearby, and two gnarled
willow trees seem toform a natural gateway to.the
island beyond.

BLOOD EELS
Assuming at least one PC spots the blood eels, read:

So;nething large ismovingin thedeeper watet ·
ahead ofyou. Its flesh isthe sickly white ofa :
drowned worm, but it writhes and twists in the
water likean angrymake. Then it rears upoutof
thewater, revealing a disgusting sucker-mouth in
itseyeless white head.

Blood Eel Tactics
Each ofthe blood eels artacks immediately and mindlessly,
going for the nearest charac ter. They do not recognize the
Drowned Lady as an enemy.

BLOOD EELS (3) CR 5
HP S9 _

N Large vermin (aquatic)
(nit -2: Senses tremorsense 80 ft.: Lis ten - 1, Spot - l

AC 18, touch 7, Oat-footed 18
HO 7; fast healing 2
Immune mind-affecting, gaze attacks, visual effects,

illusions , othe r att acks that rely on sight
Resist fire 10
Fort +9, Ref +0, Will +1

Speed 5 ft. (1 square), swim 20 ft.
Melee bite +10 (2d8+9)
Space 10 Ft.: Reach 5 ft.
Base Atk +4; Grp +1 5
Atk Options attach, blood drain 1d4 Con damage/round

Abilities Str 23, Dex 6, Con 19, lnt -, Wis 8, Cha 5

Tremorse nse (Ex) Though blind, a blood eel is sensitive to
vibrations in the water and can automatically pinpoint
the location of anything that touches the water within
80 feet.

Attach (Ex) A blood eel that hits with its bite atta ck latches
onto the opponent's body with its suckerlike mouth.
An atta ched blood eel is considered flat-footed. It can
be st ruck with a weapon or grappled , and removed by
achieving a pin against the creature.

Blood Drain (Ex) A blood eel drains blood for ld4 points of
Constitution damage each round it remain s attac hed.
This ability does not affect elementals. plant s, or
creatu res that lack a Const itution score.

THE DROWNED LADY
Like the nymph in th e Svalich Woods, th e Drown ed Lady
has gone quite mad as a resu lt ofSrrabd's evil polluting the
land of Barovia. she appea rs as an old and horrend ously
ugly human woman, with sickly yellow skin, covered in
warts and oozing sores, and a mad tangle ofgreenish-brown
hair resembling rotti ng seaweed . Her eyes stare wildly, and
her face is twi sted in a perpetua l mask ofgrief.

The Drowned Lady's Tactics
As soon as combat begins, th e Drowned Lady begins moan
ing pit ifully as she wanders out from the runic circle toward
th e pe s, forcing saves against her horr ific appearance . She
stops when she ge ts with in 30 feet of any characte r. and
th en uses her ev il eye agains t that character. s he repeats
thi s maneuver- on different PCs the next 2 rou nd s, expend
ing all her uses of th e.evil eye. During this time she mig ht
engage in conversa tion, g iving listl ess answers to any
question s th e PCs ask. O n th e next round, her demeanor
shifts abruptly, and her rage seethes fort h . s he laun ches
herselfat th e nearest PC who is not afflict ed with the evil
eye, attacking with her claws. At this point, she no longer
speaks, and on ly death deters her from att ack ing.



THE DROWN ED LADY CR 4
HP2S ---,---,-;- _
Sea hag tainted raver
CE Medium monstrous humanoid (aquatic)
Init +1 ; Senses listen +6. Spot +6
Aura horrific appeara nce (sight ; Fort DC 16, 2d6 St r)
Languages Gia nt, Comm on

AC 12, touch 9. flat -footed 11
HD 3; fast healing 3
SR 14
Fort +4, Ref +4, Will +10

Speed 30 ft. (6 squares), sw im 40 ft.
Melee 2 claws +9 (ld4+6)
Sase Atk +3; Grp +9
Special Actions evileye 3/day

Abilities Str 23, Dex 12, Con 16. Int 10 , W~S 7, Cha 20
Taint corruption 11 (n/a), depravity 11 (n/a)
SQ perpetual rage. madness . amphibious
Feats Alertness. Toughness
Skills Knowle dge (religion) +3, Hid e +4, li s ten +3, Spot +3 ,

Swim +14

Horrific Ap pearance (5u) Anyone who sets eyes upon the
Drowned lady must succeed on a DC 16 Fortitude save
or take 2d6 points of Strength damage (min. 0). Creatures
that are affected by th is power or successfully save
against it ca nnot be affected again by the Drowned Lady's
horrific appearance for 24 hou rs .

Evil Eye (Su) Three times per day, the Drowned Lady can cast
her dire gaze upon a creat ure within 30 feet , who must
succee d on a DC 16 Will save or be dazed for three days
(remove curseor dispel evil cu res). Affected creature must
succeed on a DC 16 Fortitude save or d ie from fright. This
is a fear effect.

Perpetual Rage (Exl A tainted rever is constantly in a state of
insane fury similar to a barbaria n's rage. In this stat e, the
raver gains a +4 bonus on its Strength and Cons titu tion
scores, a +2 bonus on Will saves , and a -2 penalty to
Armor Class (included in the statistics above) . An effect
that counters rage, such as the calm emotions spell ,
temporarilysuppresses this ability and nega tes these
bonuses and penalties .

Unlike a barbarian 's rage, a tainted raver's perpetual
fury does not prevent it from taking actions that requ ire
reasoned thought o r con centration . A ta inted raver can
cast spe lls, use skills, activate magic items , and even act
calmlyand rationally.

Madness (Ex) A tainted raver is
irretrievably mad. It uses its
Charisma modifier on Will
saves instead of its Wisdo m
modifier and has imm unity to
confusion and insanity effects .
Anyone targeting a ta inted
raver with a thought detection ,
mind control, or telepathic
ability makes direct contact
with its tortured mind and 't"

takes ld3 points of taint
(depravity) from that contact.
(Ignore this effect if you are
not using the taint rules.)

Atainted raver cannot
be restored to sanity by any
means short of a miracle or
wish spel l. If res tored to
sanity, a tainted raver loses
this template and all the
modifiers it applies .

"

FEAT! 'RES 0" TIl E AR EA
\x.' ill o w T n 'l' '' : Th .'H' th rce ma ss ive t r ees each lakl' up a n

entire square anJ pwvidt' COVl'r to c nvo ne b.,h ind them, T h ei r

brallch~" Jrapt' JLlwn to form a curtain thal extcnJ" acro ss

thrl'l' edjacent "quare". Anyone ,;. t a uJ in g in thi;; Mea ha" con
ceal mcnt (20QiJ mi s s chancl·). Climb DC 18,

o Liliht 11lldl'rli:'row l h : It cost" 2 square!' of move ment to en ter

the"l' squares, and thl' bu"he,;. pmviJe wncealment. The DC of
Tumble and ~lo\"l' Silently ch ....:k,;. incrcas.... " by 2.

5 1t.l llU\,.. Bo¢: Thl' mud ,111d water in thl·S .... drl'a~ is .lbout

I f'hl1 Jl'l."p. It costs 2 squar.... s of uiovem .·n t III cu ter Ihe"c
squa re e, a nJ th e DC of Tumblt' and ,\lo\"c Silently cht·ekl.' in

creases by 2.
Dt·e p Buli:': Thl'H' i" abL~ut..j. fed Llf ,.tanJin~ water in the,. ....

",quarl·S. It costs -I- sqtt.tr.·" of movement fo r ,\ ted ium ch <1raeter"

ttl cuter Jl'l' P b,, ~ "quare". or cli a -ac tc rs call swim if they wi"h.'
:311t.l1l creatures mus t swj m. Tumblin~ i" impo",.ible, and the

DC of ~ tll\'l' Silentlv cheeL:" increases b" 2.
The water prtn-idl'" cover for .\tediu~) or lar~er cr...atures,

wI, il.. :::mal l or "malll' r creatures ,;:a in im proVl'J cover (+8 AC.

+ -1. Reflex). Mt·Jium or l a r~l' r c reatures can crouch as a move
ad ion ttl lO:ai 11 tbis impftl\'Cct eo",.... r. C reeturcs that h.,n· impw\"(·d

cove-r t,lk ..· a -10 pcndh y on atf,lL·b again,,1 creatures that
an· n'l un .lcrw,ltcr.

Ill' II .... Rubl,ll' : It costs 2 squ.1fe,. "f move me nt to eute r

t1,e"e "qUilrc,;. . T Ill' DC 'If Bal.lIl~'e and Tumbll' c1)~'cks incr...ases
bv 5, and the DC of .\Iove 3ilt'nll", chl'cks increases bv 2.

. RUIll''' h m c: Thii! "Iollc. n...ar Wl~"'fl' tht' deathlock is L,c"ted,

ill thl' ce nter o f the LUll"''' po wer. Be neath it l ic" a re l iquary
holJinlO: ,) toot h o f S"aint B(,~dan, a on~~t' .htlly .utifad IhlW

bl'reft of .lll)' ,.acred power. 3l'C thl' main encounter text for
th ... Ivl i.. '\1ar,oh on J1a~e SO ftlf detai l...lbout how to sever
:3tr,ihd'" co n nect ion to t he Sw.,mp rane.

Run ic C i l"(: lt,: C re.lt ure" wi th in 10 fl'd llf till' ru ucs to ue

(in tht: area bounded bv the l i ~ht-co lufrl' ct circle) ..:ain a +2
bunu.. 011 illtacL: rt)II~ ...\nv aH~cb. th cv make arl' c~n"iJerL,d
Illil~i.: f.lf the purpt1~e of lWl'rcomill~' d'lIna~l' fl·duction or

h it t i ng inCllrptlrCal C fl'.ltll re". A Cfl·" t 1I rl' st.lI1di n ~ .." itIti II t h i,.
c in: lc al...> ha,. fl·;> i,.ta ncc to acid 10. fire 10 . a n d so nic 10 ,



Encounter Level 8

SETU P; When the pe s arr ive at the crossroads for the
first rime, have the player s place themselves on the road in
thei r marching order. Most likely, the y have come from the
village of Barovia, so they are on the eastern bran ch of the
road, heading west. Read th e text below and immediately
have th em roll initiat ive. Sir Urfk (U) stands just off the
road toward the graveyard, surrounded by three mucks
(M). Another murk is deeper in th e graveyard , and a fifth
is near the gallows.

SIR URIK CR 7"
Hp 4) __---,---,------,---,--,.----;-:-_ _ -=- _
Male human paladin 4/ knight of the raven 2
LG Med ium humanoid
Init - 1; Sense s li sten +1, Spot +1
Aura co urage (allies within 10 ft. +4 o n saves against. fea r)
Languages Comm on , speak with ravens

AC 22, touch 9, flat-foote d 22
H0 6
Immune fear, d isease
Fort +11, Ref +2, Wilt+9

Speed 20 ft. (4 squares)
Melee +1 silvered fongsword +11/+6 (l d8+3/19- 20)
Base Atk +6; Grp +9
Atk Options smite evll Uday (+2 attack, +4 damage), smite

undead l /d ay (+2 attack , +2 damage), Cleave, Powe r
Attack

Special Actions lay on hand s 4 points/day, turn und ead 5/
day (+2. 2d6+3. 1s t)

Combat Gear scro ll of remOlle curse, potion ofcure
moderate wounds, oil ofbless weapon

Paladin Spells Prepared (CL 3rd):
1st-Iesser restoration (2)

Spell-Like Abilities (CL4th):
At will-de tect evit

Abilities Str 16, Dex 8, Con 14, Int 10, Wis 12, Cha 15
SQ aura of good
Feats Cleave, Iron Will, Power Att ack, Weapon Focus

(longsword)
Skills Diplomacy +11, Gathe r Infor mation +4, Knowledge

(local) +2, Knowledge (religion) +9, Sense Motive +8
Posse ssion s combat gear plus +1full plote, +1 heally stee l

shield, +1 slivered longs word, cloak of Charism a +2,
amulet ofna tural armor +1
*Because Sir Urik has equipment appropriate to a PC
rather than an NPC, his CR is higher than nor mal.

SIR URIK
When the PCs reach th e crossroads, read thi s text :

A yellgrabs your attention as you approach the
crossroads, and you see an armored man charging
toward the graveyard, drawing agleaming silver
sword as he runs. A jet-black raven flies at his
shollider. Then yo" see time dark smears ofair
encircling him, likeshadowscast byc1o"ds.

The man has long bl~ck hair and a neatly
trimmed beard. He wears full plate armorand
carries a shield and 10l1gsword. An amulet shaped
like a raven'shead hangs around his neck.

Sir Urik is a fierce fighter and does not gr am his tr ust easily.
However, by leapi ng inr o combat alongside him, th e PCs
ea rn his tr ust . He is devoted to h is crusade agains t the evil
that plagues Barovia, while remaining well aware of how
large a task it is. He cons iders himself th e heir to a pri celess
ancient tradition and its sa le livi ng custodia n-yet he is
not afra id to risk h is life in pursu ing hi s ~i ssion.

Sir Urik's Tact ics
Sir Urik fights intelli gently and compe tent ly, almost as
if he were a Pc. Assuming the pe s help him again st th e
murks, he tr ies to aid th em , providing them with flanking
bonuses and using hi s lay on hands abilit y to help th em ,
ifne eded.

HURRN CR-
HP 23 -:-_--;-_,- _

Celestial rave n harr ier
NG Tiny magical beast (augmented animal , extraplanar)
Init +2; Senses darkvision 60 ft ., low-light vision; Listen +3,

Spot +5

AC 14, touch 14, flat-footed 12
HD 6; DR 5/magic
Resist acid 5, cold 5, electr icity 5; SR 11
Fort +7, Ref +3, Will +6

Speed 10 ft. (2 squ ares). fly40 ft. (average)
Melee claws +4 (l d2- 5)
Spac e 2-1 /2 ft.; Reach 0 ft.
Base Atk +0; Grp - 13
Atk Options smite evil l jday (+6 damage)
Special Actions harry

Abilities Str 1, Dex 15,·Con 10, lnt 3, Wis 14, Cha 6
Feats Wea po n Finesse
Skills Lis ten +3, Spot +5

Harry (Ex) As a swift action, Sir Urik can com ma nd Hurr n
to dist ract a single enemy within 30 feet of him. Hurrn
enters that ene my's space, provoking an attack of
opp ortunity [against AC 18). The target mus t then
at tempt a DC 14 Will save. If it fails, it takes a - 2 pena lty
to its AC as long as the raven remains in its spac e.



MURKS (5) CR 3
HP19 __---,----,- ---,- _

CE Medium undead (incorpo real)
Init +2; Senses darkvision 60 ft., Liste n +7, Spot +7

AC 13. touch 13, flat-footed 11
HD 3
Immune mind-affec ting. poison, sleep. paralysis, stunning.

disease , death effects , critica l hits, nonletha l damage,
ability drain , energy drain, dam age to physical ability
scores, fat igue and exhaustion

Res ist inco rporeal
Fort +1, Ref +3, Will +4

Speed fly 30 It. (6 sq uares) (good)
Melee incorporeal touch +3 (ld6 Wis)
BaseAtk +1; Grp -
Atk Optio ns Wisdom dam age, confer negative level, Combat

Reflexes
Abilities Str - , Dex 15, Con - , Int 7. Wis 13, Cha 12
Feats Alertness*. Combat Reflexes

*If you are usi ng the taint rules in Heroes ofHorror,
replace the Aler tness feat with Touch of Taint . The murk's
incorpo real touch inc reases the target's de pravity score
by 1 in addition to de aling Wisdom damage. Its skills
become Listen +5, Spot +5.

Skills Hide +8, Li sten +7, Sea rch +4, Spot +7

Incorporea l Imm une to non magical attacks; 50% chance to
ignore any dam age from corporeal source (except
positive energy, force, ghost to uch). Attacks igno re
natural armor, armo r, and sh ield , but deflection bon us
and force effects wo rk. See DMG 295 for mo re
information.

Wisdom Dam age (Su) The touch of a murk deals 1d6 po ints
of Wisdom damage to a living foe . If you are us ing the
taint rules in Heroes of Horror, it a lso increases the foe's
dep ravity sco re by l.

Confer Negat ive Level (Su) Any huma noid reduced to
Wisdom 0 by a murk gains one negative level (Fort DC 12
to remove after 24 hours). The murk gains 5 tem porary
hit points (10 on a critical hit) that last for up to 1 ho ur.

MURKS
When the murks enter the fray, read th is text:

Thesc creatures appear as the wavering silhouettes of
humanoid figures, roughly human in sizeand shape,
with tile merest suggestionofeyes.'

Murk Tact ics
The murks seek flan king positions, but do
not give combat tact ics much more thought
than that.

CONCLUSION
At the end of the bartle, Sir Urik thanks
the PCs for their help and offers \vhatever
assistance he can in exchange, including
the use of h is spells and magic items.
As a kn ight of the raven, Sir Urik can
introduce the PCs to thi s prestige class,
Hecould also serve as a replacement for
adead player character. See th e prest ige
class description in the Appendi x and
the Crossroads encounter on page 74
for more information.
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Encou nter Level 11

SETUP; You do no t need to use this encou nter if the pes
are going [Q the Vistani camp just to talk-whet her to
have Madam Eva read their fort unes or otherwise gain
information from the Vista nt. Ho wever, if they head to
the camp wit h violence in mi nd , you shou ld place them
on the trail at the southern edge of th e map and le t th em
describe their approach to the camp.

Ifviolence erupts as the pes are talki ng to Madam Eva,
then the pesbegin (his enco unter in or near her rent-e- 5

sibly squeezing inro that cramped space with the Large
armis hag .

In addition to Madam Eva (E), four hal il ing Visrnni
(1/2) and six hu man Vistan i (H) are in the camp at an y
give n rime.

Sixcolorfu l round tents, tell feet ill diameter,
stalld outside the rillg of wagolls. Each one
contains twoor three piles of sleepingfurs and
blallketsfor the Vistani famil y, but their
illhabitallts are either amollg the wagons rieur the
bonfire or out doillg the work of Strahd or
Madam Eva ill thecoulltryside.

Madam Eva's Tactics
If the pe s atta ck Madam Eva, she get s outside her tent as
qu ick ly as possible and t ries to flee into the woods to the
southwest, followed by any surviving Vist ani. She calls
loudly for help, summoning the aid of her giant allies as
she runs toward the Forest Fane, depicted on tac tical m.p
C3. After leaving the tactica l map, she mus t hu stle 100 feet
through light undergrowth (under 3 roun ds) to reach the
fane ..If she makes it that far, pro ceed immedia tely to rae
tical encounter G3 on the follow ing pages . If the PO ki ll
her before she reaches the fane , use encounter G3 if-they
explore further to see wha t she was running toward'.

HUMAN VISTANI (6) CR 3
HP 19 eac h _,-.,. "T" _

Male and female human rogue 3
NE Medium humanoid
In it +5; Senses Listen +5. Spot +5
Lan gu ages Common, Giant

AC 16, touch 11, flat -footed 15
HD 3
Res ist evas ion
Fort +3, Ref +6, Will +0

Speed 30 ft. (6 squa res)
Melee mwk scimitar +6 (ld6+2/18-20)
Ran ged compos ite shortbow +3 (ld6+2/ x3)
Base At k +2; Grp +4
At k Option s sneak attack +2d 6
Combat Gear potion ofshield offaith +3 (AC 19, touch 14; 6

m in.), potion of cure serious wound s

Abilities Str 15, Dex 13, Con 14, Int 12, Wis 8, Cha 10
SQ trapfinding, trap se nse +1
Feats Improved Initiative, Lightn ing Reflexes, Weapon

Focus (sc imita r)
Skills Balance +2, Bluff +6, Diplomacy +2, Disguise +6 (+8

acting) , Gather Info rmatio n +6, Hide +6, Intimidate +2,
Jump +3, Listen +5, Move Silently +6, Perform +6.
Spot +5, Survival +2, Tumble +6

Possession s co m bat gear plus elixir ofhiding, elixir of
sneaking, masterwork sc imitar, co m posite shortbow
(+2 Str bonus), maste rwork chai n shi rt , masterwork
bu ckler

HALFLING VISTANI (4) CR 3
HP 19 each _ ,--,,-.,.;::-__,-.,. _
Male and female halfling rogue 3
NE Small humanoid
Init +5; Sen ses Listen +5, Spot +5
l an gu ages Common , Gia nt, Halfling

AC 19, touch 14, flat-footed 16
HD 3
Resist evas ion
Fort +4, Ref+7, Will +1

Speed 20 ft . (4 squares)
Melee mwk scimita r +5 (ld4fl8-20)
Rang ed short bow +6 (ld4/ x3)
Base Atk +2; Grp +4
Atk Option s sneak attack +2d6
Combat Gear potion ofshield offaith +3 (AC 22, touch 17; 6

min.), pot ion of cure serious wounds

Abilities Str 11, Dex 17, Can 14, lnt 12. Wis 8, Cha 10
SQ trapfinding. trap sense +1
Feats Improved Initiative , Weapon Focus (scimitar)
Skills Balance +4, Bluff +6, Climb +1, Diplomacy +2,

Gather Info rmatio n +6, Hide +12. Intimidate +2, Jum p
- 3, listen +7, Move Silen tly +10. Perform +6, Spot +5,
Surviva l +2, Tum ble +8 ·

Possess ion s combat gea r plus elixir ofhiding, elixir of
sneaking, masterwork scimitar, sho rtbow, masterwork
chain shirt , masterwork buck ler



FL\TI '~ES OF TIlE l\~E"
I.i.ihl l 'It,I,·r.iruwl ll: It costs 2 ~q llan'~ "f movement l.l

e-nter th"~l' ~qu,UL''', anJ lh e bu~he" pl"O" ide l,.llll('l'alllwnL TIll'
DC 'If Tumble and ,\lo\(' :;il..'nlly ('h ..d:~ incrc..h e·• h z.

11"· 'l\·~·l ·fl(I,,·r.iI"UW"I: A . ma ll pakb ('If hca\,il'l" unJl'r~nH" th
lie ~ ju~t l,H thL' path. It costs -+ "quare~ lS IlH)V..ment I., enter

t hl"~t" .qUllI"C ~, an J rtlnnin~ and cbar.tin~au' imp" ih l,>. Thl y

proViJl> c'on" ..>a lnwnt \\·ilh a 30% rnjs s chan,,'c, anJ ;:r,1nt " +5
circumstanc... b'lIlu" on Hide Chl'cb. T he DC of Tumbll' anJ
'\\{1\'l' Sill'ntlv Ch,-d~~ j nc rca se - bv 5.

\Va,;!ulI: I:,'ur orncte lv d",:,'ratl,d wason circle a 1.11"':'" fin·.
fOl"lIlin~ the h..-e r t of the \'i"tani campsite. Ent"'l"in,: 01" l'xitin~
a "'.1':011 i , a move .l ..·li"n 16.d pr,,,,"ol:..,. "tttld•• "f llpl'"dunit)
fn'lJ1 lhl"t"at"llin,: ft'''''' (but not frl'l11 fce~ :>tanJin,: al"fIl,:~iJ"
till' Wol':'lJ1. I,,·('.llhl- thl-ir att"l·l::" wou IJ 6l' bl"",kl,J I" l.n l r). \
l,h.ll"adl·r can cuter ,n ..-x it from cilh,>r ,;iJe, anJ ...hill> in~iJ..· 4.

Wol,:"n, ol ..:haracl,·r ha" total co" er.
Ea('h IIII"tl':,m contains t1 b,,"('h. a table, anJ "",v"ra! ('abinet. full

of pl'r ",111.11b"I"notin,:", .:nubi not ';:ear,ci"thi n~, anJ th.: Ii Le_ ,\1llV
in,: fr, "n till' bad.. to lh .., frlJnt of the wacon, or Yin' \t·r~,l. ..:o~b

-+ ~'IUoll"" - of movement bl',-au~l' of the vl'ry ,Io"l' qua riers.
C ,lllIpfin': A I.tr":" fin· burn~ olt till' "..nter "f till' camp. \

..:Ihtrad..-r who moves iuto 0 1" t h r" Il~ h th ..• 6.lI1fin· t.,k..~ 1J 6
poin ls l,f f il"'" J"m'l~" o1 llll must makc a "lh::..-.:~" ful DC 15 R..,fJ..,x
-avc or ('.IlL-ll on fi n ·. " l·lldl"ad ..'r w6., ('akh.,,, on fi n· ta1.:l·'
o1 l1" t Ill' I" 1J 6 poi Ill" of fi rc J .lnhl":" im Illl"l io1 tL- Iy, a nJ lTUi ~ lllldkl'

<1lw thl' l" Rl·f1l!X ~ a\'l' ".1L,lt w un J or takl' an aJdi ti. 1Il011 IJ6 poinl s
" f fil"l' d ,tJ1hl .:'l·. A "ul'''''",,{u l R"fl ex U Vl' in,li" ..lt C," till' fin· h.u
~"lll' o ut. lum[lin a;! intu th .: l"i\'Cr "'x t i not ui ~ I 1t'~ till' fl.ll1ll'~ . '~ flll 

in.:' l' n th l' ';: I"PlI IlJ or ",th"l"wi:>l' snlll d ;l'ri ll,p till' ( il"" <1 11,'w8 tIll'
dl <l r"d l' r ., Ih'\\' ",lv i ll';: thr vw with ,t + 4 hnnl1 ~ .

Ivl i" Riwl": TIll' r iw l" run ~ ~ w if t anJ Jl''''P IWI"l·. An ylhi n r;:
(Io.l! il l ~ 0 1" ~ w i mm in ~ ill ti ll' I" in ' r mOVl'~ d') \\' I1 ~ t r l· " rn {ll'W.lfl!
till' ..",,0 2 J 4 ~q u,Hel' PCI" w unJ. Charddl' l"~ ,,\\'i mmin~ ill t ill'
r i""'r ll lll ~ t dttl.'lllpt D L· 15 Swi m ('hl'c k,,: SUL' (' l' ~ '" o1 l1c'w~ 1lh'l'L' 

l111'nt at up t" o tlc- ha lf lheil" "pl'l,J (M a ftlll -r ,' lIIlJ adi,m) l'r
al l' nl'-qllartl' l" tll\'i l" "I'l'l-J (.,,, a nHWt;' o1dion) ..\ dll'"k 1"l'~lIh

.,f JII or I c ~ " inJi..all·" till' ..·haradl·r go..~ unJt:'rwdtll" and 1l111~t

h,}IJ h i ", I.n'dth. T hl' Woltl' l" i" 15 fed d ......p.
:'-laJam E,·.,'" T"'nl: Thi~

tt'nl is ..:,'n~iJl.' l"abh· lal"~l'l"

than lh .. llthlr~, but it'" -lill
ti~htquarh'r" f••r ~lo1Jam Eva
and an\, visitor. l'hl' l1\i~ht
haHo••

Eva kl'ep" a f,·\\· p"I":>,'nal
po"~ ..,.5i,,",, in a ~mAII ('h...~l
in th..o fLout: a md,,1 cllmb,
"c\"cral ..,(,lorful ~..al"\"~, anJ
her d"'ck of fortunc-h·lli",;:
ca rJ", l'a..:h <JIll' Jepidino:
a Jra,:on of a e..rtdin a~e

and ..:olor.

AC 21 , touch 11, flat-footed 19
HD 12; DR 2/bludgeoning
SR19
Fort +11 , Ref +8 , Will +13

Improved C rab (Ex) If Eva hits a Large or smaller opponent
with a claw attack , she can attempt to sta rt a grapple as a
free action without provoking attacks of opportunity.

Rake (Ex) Eva can attack a grappled foe with both claw
attacks with no penalty (+13 attack, 1d6+7 damage) .

Rend (Ex) If Eva hits with both claw attacks , she deals an

extra 2d6 +10 points of dama:g:e~' -:===::::. iiiiiiiiiiiiiiiii i

Speed 40 ft. (8 squares}
Melee 2 claws +16 (ld6+7) and

bue +11 (ld6+3)
Space 10 ft .; Reach 10 ft.
Base Atk +10; Grp +21
Atk Op tions im proved grab, rake 1d6+7, rend 2d6+10, Blind

Fight , Power Attack
Specia l Actions rebuke undead (+2. 2d6+7. 5th), spontaneous

cas ting (infli ct spells)
Combat Gear wand af hald person, potion ofsanctuary, potion

of magicfang (bite +12, 1d6+4). potion ofmage armor (AC
15. 1 hour)

Cleric Spells Prep ared (Cl5th):
3rd-bestow curse (2), protection from enugyD
2nd-augury, death knell, detec t thoughtsO, silence
lst-bane, cause fear, command. cure light wounds ,

entrop;c shieldO
O-detect magic (2), guidance, purify food and drink, read

magic
0 : Domain spell . Domains: Knowledge, Luck.

Spell- Li ke Abilities [Cl,8th):
At will-divina tion
3/day-disguise self, fog cloud

Abilities Str 24, Dex 14, Con 16, Int 15. Wis 18, Cha 14
SQ aura of chaos
Feats Aler tn ess . Blind -Fight, Grea t For titu de , Power Atta ck
Skills Bluff +12, Concentra tio n +13, Diplomacy +6. Disgu ise

+2 (+4 ac ting) , Hide +8, Intimidate +4, li sten +16, Sen se
Motive +9, Spot +16

Possess ions combat gea r plus amulet afhealth +2, potion of
remOlle curse

MADAM EVA CR 8
HP 93 _ _ .,---.., _

Female ann is hag cle ric 5
CN large mons trous hu manoid
Init +2; Sen ses darkvision 60 ft .; Listen +16, Spot +16
la nguages Common, Giant , Halfllng



C:II'XrJ:"G \X'ITII 1'00X' I'R A T L\CI(
'!'hC' table below ,;hllW'; h l 'w much Power Atla ck lhe!' e lI 1<l1l", lC B

",h'H.ld UH' i n ('lrd" r to J i", ll o ut the maximum amount of
J olilld iO! l;'. F"r tlw IJill ~i<1I1l , cadi - 1 t I l it ", aHa ck ro ll ", -:1::., lIl!.'
,1 +2 :' 11 J tllll<1 ~C roll,,-with bi" ~n.·dt cll1b, wl1ile· ~l ad.ll1l EVd
~d" <)Illy.1 +I 'b" n u:l o n Jdma~c ro ll ", [llf l-" eh - 1 to h,'r at-.

l.lCk roll .. . B"c'lll'; '" of i\lad<llll Eva 's ("lId abi lity, "I\l.' ",h'lUIJ
us c POWl-' l\ ltac k when making .1 full aUil ck only if h"r
L<1T~d'" AC j" qu itc I" w (17 o r Il)W'Or).

Tactics
The th ree gia nts converge as quickly as th ey can (moving
at half spee d through th e undergro wth) on Madam Eva,
barreling th rough any PCs who get in their way.Once they
reach Eva (or her corpse), they stand and fight, focu sing
on any PCs who are engaging her in melee.The h ill giant
uses Awesom e Blow to knock pe s away from Eva If he can.
(Using Awesome Blow is a standard action; the giant makes
one grearclub att ack at +12; ifit hits, the target must make'
a Reflex save against a DC equal to the damage dealt or be
knocked back 10 feet . If the flun g PC hits a tree , he takes
tde points of darnage.) I

AC 16, touch 8, fiat-footed 16
HD 6
Fo rt +7, Ref +1, Will +4

ADVANCED OGRES (2) CR 3
HP 39 _-,-- _

CN large giant
Init -1 ; Sen ses darkvision 60 ft., low-light vision, li ste n +5,

Spot +5
Lang uages Com mon, Gia nt

Speed 30 ft. (6 squares)
Melee greatclub +16/+ 11 (2d8+10)
Ranged rock +8 (2d6+7)
Spac e 10 ft.; Reach 10 ft.
Base Atk +9; C rp +20
Atk Option s Cleave , Powe r Att ack
Sp ecial Actio ns Awesome Blow, Im proved Bull Rus h

Abilit ies St r 21, Dex 8 , Can 15, Int 6 , Wis 10 , Cha 7
Feat s Ale rtness , Blind- Fight, Iro n Will
Skills Climb +5, li st en +5, Spot +5

Abi lit ie s Str 25 , Dex 8, Ca n 19, Int 6, Wis 10, Cha 7
SQ rock throwing, rock catching
Feat s Awes ome Blow, Cleave, Im proved Bul l Rush , Power

Attack, Weapon Fo cus (g reatclub)
Skills Clim b +7, Jum p +7, li ste n +3, Spot +6

HILL GIANT CR 7
HP 102 _,---- _

eNLarge giant
Init - ' ; Sen ses low-light vision, Listen +3, Spot +6
Lan gu ages Common, Giant

Sp eed 20 ft. (4 squa res )
Me lee greatclu b +8 (2d8+7)
Ran ged javel in +1 (1d8+5)
Space 10 ft.; Reach 10 ft.
Base Atk +4; C rp +13
Atk Option s Blind -Fight

AC 20, touc h 8, fiat-footed 20
HD 12
Fort +12, Ref +3, Will +4

Full Atk
8
7
6
5
4
3
2
1
o
o
o
o
o
o
o
o
o
o

Madam Eva
Single Atk

8
8
7
7
6
6
5
5
4
4
3
3
2
2
1
1
o
o

Target's Hill Ciant
AC Single Alk Full Alk
10 9 8
11 8 7
12 8 6
13 7 6
14 7 5
15 6 5
16 6 4
17 5 4
18 5 4
19 4 J
20 4 2
21 3 2
22 J 2
23 2 1
24 2 1
25 1 0
26 1 0
27+ 0 0

Encoun ter Level B

SETUP; IfMadam Evaflees from combat with the Pes, she
enters at the northeast corner of th e map and ru ns tow ard
the run ic circle. As soon as she arrives on the map, he r
giant allies arr ive as well. Place th e two ogres (0 ) and th e
hill g ian t (G) on th e map immedi ately and roll ini tiative
for them ; they act at the start of the next round. The pes
might arrive on th e map at di fferent times. depending on
how well they were able [ 0 keep up with Madam Eva on
the chase through th e forest.

If the Pes explore the forest Fane on th eir own, without
chasing Madam Eva (or after having killed her), the giant
and the ogre s arrive at the marked positions wh en the pe s
reach th e run ic circle, and they immediately move in to
arrack. Read the following text :

A loud rustling in the undergrowth and mapping
ofbranches in the trees announces thearrival of
three Jtu lkingfigures. They tower above eve"
Mada m Eva's monstrous form, and their bestial
faces marl down at you in fury.



MADAM EVA CR 8
HP93 __--:--,- _

Female armis hag cleric 5
eN Large monstrous humanoid
Init +2; Senses darkvision 60 ft.; listen +16, Spot +16
languages Common, Giant, Halfling

AC 21, touch 11 , flat-footed 19
HO 12; DR2Jbludgeoning
SR 19
Fort +11, Ref +8, Will +13

Speed 40 ft. (8 squares)
Melee 2 claws +16 (ld6+7) and

bite+11 (ld6+3)
Space 10 ft.: Reach 10 ft.
BaseAtk +10; Crp +21
AtkOptions improved grab, rake lcl6+7. rend 2cl6+10, Blind

Fight. Power Attack
Special Actions rebuke undead (+2, 2d6+7, 5th),

spontaneous casting (inflict spe lls)
Combat Gear wand ofhold person, potion ofsanctuary, potion

of magicfang (bite +12, ld6+4), potion ofmage armor
lAC 25. 1 hour)

Cleric Spells Prepared (Cl 5th):
3rd-bestow curse (2), protection from energyO
2nd-augury, death knell. detect thoughtsO, silence
1st-bane, cause fear, command, cure light wounds,

entropic shie/do
O-detect magic (2), guidance, purify food and drink,

read magic
0: Domain spell. Domains: Know ledge, Luck.

Spell-Like Abilities (CL 8th):
At will-divination
3Jday-disguise se1f.fog cloud

Abilities Str 24, Dex 14, Con 16 , In t lS, Wis 18, Cha 14
SQ aura of chaos
Feats Alertness , Blind- Fight. Great Fortitude, Power Attack
Skills Bluff +12, Concentration +13, Diplomacy +6, Disguise

+2 (+4 acting). Hide +8, Intimidate +4, Listen +16, Sense
Motive +9, Spot +16

Possessions combat gea r plus amulet ofhealth +2, potion of
remove curse

Improved Grab (Ex) If Eva hits a La rge or smaller opponent
with a claw attack, she can attempt to start a grapple as a
free ac tion without provoking attacks of
opportunity.

Rake (Ex) Eva can attack a grappled foe
with both claw attacks with no penalty
(+13 attack, ld6+7 damage).

Rend (Ex) If Eva hits with both claw
attacks, she deals an extra 2d6+10
points of damage.

If Eva is still alive, she 'drinks her
potion of sanctuary in an anem pt [0 buy
the time she needs to heal herself and
protect herself,cast ing curelightH/olmds
and drinking her potion of magt' armo r.
She uses her tt'I1 t1J of holdpersonto try to
neurralize pes who harr y her. If forced
into melee, she grim ly sets about with
herclaws and does her best to tear the
pes [0 sh reds.
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Worg Tacti cs
The worgs know the locations of the th ree bear t raps, and
they tr y to maneuver pe s int o them. In combat, th e worgs
use flanking and the aid ano ther act ion to mak e high·AC
characters easier to hit. If a worg manages CO trip a PC, the
other worgs concentrate their at tacks on the tripped char
acter and stay in positi on to make attac ks of opportunity
whe n the character tries to stand. (Remember that a worg

cannot use that attac k of
op portun ity to trip the
character again, since the
character is already prone
when th e attack ofoppor
tunity occu rs.) Flanking
worgs often take turns
fight ing defen sively (-4
attack, +2 AC), bur if thei r
foe conce ntrates attacks
on one worg, that one goes
on total defense (+4 AC, no
att acks) while th e other
attac ks to make best use
of flanking. :.

Abilit ies SIr 17, Dex 15, Can 15, Int 6, Wis 14, Cha 10
Feats Alert ness, Track
Skills Hide +4, Li sten +6, Move Silently +6, Spot +6,

Survival +2 (+6 to track by scent)

Speed 50 ft. (10 squa res)
Melee bite +7 (l d6+4 plus trip)
Base Atk +4; Crp +7
Atk Opt ions trip (+3 check)

AC 14, touch 12, Flat-foote d 12
HD 4
Fort +6, Ref +6, Will +3

WORGS (4) CR 2
HP 30 each _ --,---;-; _

NE Medium magical beast
Init +2; Senses darkvision 60 ft., low-light vision, scent;

Listen +6, Spot +6
l anguages Worg, Common

Encounter Level 8

SETUP; Use thi s enc ounter when the pes approach Tser
Falls.The en counter setup and readaloud text assume they
are com ing up the river along the south bank. If theyeome
from th e fOp of the falls. th ey might stu mble into a bea r
trap above th e falls, but th ey do not encounter th e worgs
un less they climb down the cliff.

Ask the players to arr ange their characters in the south
east corner of the map, anywhere between the cliff and the
edge of th e map. Read the text provided below and place
th e four worgs (W) on the map as show n. Then ask the
pe s to make Spot checks (DC 20) to see if the y noti ce the
di re wolf(D) hiding in the undergrowth. If they spot the
di re wolf, place it on the map;.orherwise, it springs out as
the pe s approach the und ergrowth and enter battle with
the worgs.

When th e PCs approach the falls, read th e following:

The roar of fhe fa lls drowns outall othersounds as
you approach it. A clump of thornybushes hugs the
bottom of thecliffto your left, and beyond it,a
narrow path cl imbs lip the cliff toward the fa lls. A
large, black wolf stands on the path like a scntry,
and three similar creatures range around thebasc
of thecliff



DIRE WOLF CR 3
HP45 _-:---;- _

N large an imal
lnlt +2: Sen ses low-light vision, scent; Listen +7. Spot +7

AC 14, to uch 11. Flat-foo ted 12
H06
Fort +8. Ref +7, Will +6

Speed 50 ft. (10 squares)
Melee bite +11 (ld8+10 plus tr ip +11)
Space 10 ft .; Reach 5 ft.
Base Atk +4; Grp +15

Abilities Str 25. Dex 15. Con 17, Int 2. Wis 12, Cha 10
FeatsAlertness . Run, Track', Weapon Focus (bite)
Skills Hide +0. Listen +7, Move Silently +4, Spot +7, Survival

+2 (+6 track ing by scent)

Trip (Ex) lfit hits with its bite , a dire wolf can attempt to trip
its target as a free act ion (+11 aga inst target's Str or Dex
check).

Dire Wolf Tact ics
The dire wolf is much less in telligent than the worgs, and
thus it does not coordinate its attacks qui te as well. It does
avoid the bear traps and seek (Q set up flanks. but it tends to
attack the last oppone nt [hat damaged it, occasionally even
provoking attacks ofoppo rtun ity in order to move closer to
adangerous ranged attacker (such as a wiza rd who has hit
itw i[h spells).
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Encounter Level 8

SETU P: The pe s enter th e cave through the falls' at the
southeast corner of th e map. Read the text below as rbe
pe s enter. Draw or reveal only the outer cave at first, until
the pe s move into 3 po sition (and bring ligh t) so they can
see in to Var iko v's in ner sanc tu m. vankov (V) is standi ng
at his workbench , whil e h is animal companion Farkash
(F) is curled on the floor in th e eastern part of the cave.
Make a Listen chec k for Varikov (+4 modifier, count ing
the penalt y for about 70 feet ofdistance between him and
th e cave entrance) to see wheth er he hears th e pe s ente r.

If th e pes art' using stea lth as they enter, use th eir Move
Silently check results as the DC for th is check. O the rwise ,
th e DC is 5.

Wh en the pes enter th e cave, read the following text:

A mllsty stench greets yOIl as yO Il emerge from the
waterfall intoa cave behind it. A ,heet ofwater
roar, over the mOllth of the cave, spraying a fine
mist into theair. A brown bear the size ofa man
stands motionless on itshind legs at theother side
ofthecave. Deeper in, the cavern widensmid rises
into a larger cave above and behind thisone.

Varikov stuffed a smallish brown bear (B) and posed it erec t
on its hind legs near th e en tra nce of th e cave to frighten
unwelcom e visitors.

When th e pe s get close enough to make ou t de tails of
Varikov's appearan ce, read th e foll owing text :

Thisdwarfsface is twisted j~1 a lunatic rage, his
mouth contorted in a sadistic smile. He wears a
chain shirt and swings an axe in each hand. A
necklace of teeth hangs around his neck, clattclii,g
as he moves-and clearly including hllman teeth
as well as more bestial fangs.

Varikov's Tactics
Varikov's da rkvision allows him to see almost all of th e
large cavern from his pos it ion at th e workbench. If he
hears intruders, he blows a soft wh istle to Farkash and
slowly, quietly moves toward th e rope bridge across the
chas m whi le d rawi ng and load ing hi s cross bow. He fires
at th e first PC to en ter th e cave, then draws his waraxe and
charges across th e bridge.

vartkov uses hi s Surge of Malevolence ability on hi s
fir st melee att ack. Varikov and Fark ash coord inate their
atta ck s, using flanking and try ing to maneuver foes into
the chute trap or the chas m. Both fight to th e death . I f
vartkov find s h imself adjace n t to Parka sh, he casts magic

fiHlgon hi s companion.

VAR IKOV THE T RAP P ER CR 7
HP 45 --;----:c--:c--:c:----- - - - 
Male dwarf ranger 4jrogue 3
CE Medium humanoid
fnit +2; Senses dar kvis ion 60 ft. ; Li sten +11, Spot +11
Languages Common , Dwarven, em pathic link

AC 18, to uch 12, flat-footed 16; +4 against giants
HD 7
Resist +2 on saves agains t poison , spells , spell-like

effec ts ; evasion
Fort +7 (+9 again s t poison), Ref +9, Will +0

Spe ed 20 ft. (4 squ ares)
Melee +1 dworven waroxe +11/+6 (ld10+4/x3) o r
Melee +1 dwarven waroxe +9j+4 (l d10+4jx3) and

mwk hand axe +7 (1d6+1jx3 ) or
Ranged heavy crossbow +9 (ld10j19- 20)
Base Atk +6; Grp +9
Atk Options sneak att ack +2d6 , favored enem y humans

+2, +1 attack aga ins t orcs and gob linoids, Surge of
Malevolence

Ranger Spell Prepared (Cl2nd) :
1st- magic fang

Abilities Str 16, Dex 14, Can 14, Int 10, Wis 13, Cha 6
Taint co rruption 0, depravity 20 (mode rate)
SQ depra vity sympt om s (bestial, weak-willed), wild

empathy +4, s tonecunning
Feats Endurance", Rapid Reload (heavy crossbow) , Surge

of Malevo lence, Track". Two-Weapon Fighting",
Weapo n Focus (dwarven waraxe]

Skills Bluff +3, Climb +7, Diplomacy - 1, Escape Artist +6,
Hand le Animal +0, Hide +6, lntim idate +5, Jump +1,
li st en +11 , Move Silently +6, Ri de +4, Spot +11 ,
Survival +11

Possess ions +2 chain shirt, +1dwarven waraxe.,
mas te rwork hand axe, heavy crossbow with 20 bolts ,
necklace of human and animal tee th

Depravity Varikov's evil has warped his mind , making him
slightly mad . His bes tial nat ure grants him a +2 bonus
on Handle Anima l, Ride, and wild empathy checks ,
while imposing a - 1 penalty on other Cha risma -based
ability chec ks and skill checks. The constant presence
of demon ic voices whispering in his mind has sa pped
his will, impos ing a - 3 penalty on Will saves. These
adjustments are include d in the numbers above.
(These sym ptoms are described in Heroes ofHarror.)

Surge of Malevolence 1/day, add +6 to one attack roll,
saving throw, o r chec k. Decide befo re rolling. (This feat
is de scribed in Heroes ofHorrorand relies on Varikov's
depravity score.)



.,.

FARKASH CR -
HP 13
Wolf anima l companio n
N Mediu m ani mal
Init +2; Senses low-light vision, scent; Liste n +3, Spot +3

AC 14, touch 12, na t-footed 12
HD 2
Fort +5, Ref+5, Will +1

Speed 50 ft . (10 sq ua res )
Mele e bite +3 (ld 6+1 plu s trip [+1))
Base Atk +1; Grp +2

Abilities Str 13, Dex 15, Con 15, Int 2, Wis 12, Cha 6
Feats Track', Weapon Focus (bite)
Skills Hide +2, l ist en +3, Move Silen tly +3, Spot +3, Survival

+1 (+5 when tr acking by scen t)

.
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III cross tilt' ck:l"m , Two ropes f,'r m ra ili ng" .,lo n~ tile si J~·::"

~ivi n~ c11arad~> r" ,1 +2 CiTC u lllst allCCbomb Oil o PP'l::'l'd S tr~'ndh

checks t ~l aVlliJ Ill·i ll': b ull r ush ed off till' hr iJ ~ ....
11 i" p,,,.,,i bl~· to u ntie th~· l'ItJ" of t ht· rop"," hri J~~·. It t ak e"

tll'V ful l-round adi'1I1S l" u n t i,,· ,lnl'

end o f till' hriJ.:~·, Illil ,1 DC 15 Us~'

Ropt> dwcL r~,Jtl~'e" tlw t ina> tn a
1I1llV~' .1dilHI. If onlv OllC " f tilt" two

sUPPll r ting r,'pe::' i..~HadH·d, ('very
,)IW ,m tlll' briJ ,o! ~' lIlll"t ::,ucc~> ...d 0 11

a DC 15 R ef l ~·x !'aw tIl olv,>iJ fallin..:
"ff, ,llld ther~·olft{'r Intl,.t lllol L... SlIC

,','sAul DC 15 Clim b dt~·~-L" to
lI11H't' alll lt~ the Tl'lllJl<lnts ~,f t ilt.'

hri J~~·. 'I 'h~" two r0pcs that Hlpport

tlw br iJ ~ ... I, av... 8 h it p" in t"
Nc h.

\'('urkllt..' ,u:ll : Th is !"lIlg, h i~h

labl,· adjil('''' nt I,' where Va ri lwv

be,i ns lh i" ~' I1 C I'U n te r cl'n ta i ItS
th~ tools of Ihe taxiJe rmis t's

tr.,J~·- II U nlt· ro u" kn ives,

DEVELOPMENT
If you want to make th e chasm mo re of an obstacle for the
characters, you can indicate to them (perhaps in the open
ing read-aloud text) that the ce iling of th e cave is only about
6 feet above th e floor. That fact mean s that th e pe s (or most
of th em) can't get across the open ing by mak ing long jumps
(PH 77), since a certain amount of vertical space is necessary
for this tactic to succeed.

For an add ed level ofdi fficulty, have Varikov cut the ropes
holding up the bridge once he has charged across the bridge
into th e eastern cha mber-no w, in order for the pe s to ge t
[ 0 Varikov's inner sanctum with out negoti ating the chasm,
they need to take the southern passage and risk exposing
them selves to the chute trap.

sc rape rs , ne~J le" .,IlJ tllre.,J, saws c1ea l' ~'r s , ..:lilss ",y~'s, br ll ~h~. ",

<1 ltd " theT t"ol" wi l l, le"s "bv ious pu r p" ""c:', lHlIll' "f t1lCm
cled ll. . .

St u ff ..·" ~Wl·r..'wolf~ (W): In h is time, \ 'arik.lV ha ,; Lill cd tl

fl'tl l w~' rew~)If, bu t ht' was J i,;appoinlt·J th at ,;he r",vertt, d t., hcr

h llm,ln" iJ fo rm wh~'n .he Jit·d. SCl·kin'! to connueruorct ..• this
relllil rLabk· b"lt Ic of h i,; i11 a (Iif(efcnt way, Vur ik0" bi\led severe I
wolves a nJ <l 1mrly vi ll<lii:cr a nJ assc ru blt·J va rious pieces t.)~(·th(,T

tIl create th is prizc o f t " x iJ ~' r l1ly-h is master p iece. It resc m ble"

tl Wt'fl'wolf in hybr id form, with wolf fu r dJtJr lli n~ ill' ht'aJ,
hand . , IMcL, ., IlJ f~·~,t. A wolf t"i !. CM::', aud cl<lw::, complete tbe

c usc m bk·. \ 'ari lo'l\' h,ts pld":c,! tll i,;Jc.:"rilt io n nex t to Ihe caster n

~nJ o f t h ~· rope b TiJ~e . It couta ius ntlthill~ "f intercs f,

s lu ff~'ll llllll1<l 1l (I ll : v,uiko\.'s fi r" l worL of h un 1tln tax i
J t' rm y W,tS t lti" aJvenlu re r IlL'.ki IleJ al nw" t tllfe~' month" .1~O.

n. is In's::,~,J in h i,;: band(·J Illdil anJ p0 ~ ~·J a,;: i f in .::ombat,

Illlldin..: a ~ft·.lhw0rJ i n on", l,alld a nJ., ::' Pfl~ "r w,)If~ bane i n
tilt" "tlwr. He bea r,;: ,t pla in ~o l J h,lnJ ,)n tilL' rill~ fil1 ~er "f 1 1 i ~

Idt h,lllJ .

Th~· n.tllle o f t his ad Vl'lIl llTt.·r W,lS J~'re f "-ld u ri\an. H i,; wif".,

Il clcnc, WOIJ IJ " p preciolt~· \nlrd ~,f h i" fall', c\'e n t h"ud, the 11..""· ,,

is bol J . ~~' t' t h~, d ~·v ..,lo pmcnt C'ntry for e l1.::,)u nl~·r <lft'., l i o n

pa~~' 62.
Il t,(I: T Il<' pi lc .,f fur ::' in tIll' ::,outhwcs ll' rn corner of t llc C,1\'C

~~'rvc,,; il,; \'arilwv'" ruJl' b~·J . H e h,,·ps .1 pOll.:h wit h 116 gp
l,u r i ~·J u nd ..r tb~ fur::' (St·ar... h Dl- 18 ).



Encou n te r Level 9

SETUP:The pe scan see the ruined tower fro m the base of
th e hill and can choose th eir di rec tio n of approac h .Th ey
can arrange the mse lves near any edge of th e map. As soo n
as th ey reach the per imeter of the map, the caller in dark
ness (C D) eme rges from the groun d in the tower. Read the
text below [0 the players, then sta rr combat.

When the pe s reach th e tower, read the following:

The burned-out tower is a husk of a building,
with only three portions of it, tall outer wall still
reachltlg some 20fee t off theground. Within
their bounds, shorter stone walls, about 10feet
high, delineate thecham~ers of the ancient site,

CALLER I N DAR KNESS CR 9
HP 71
CE Large undead (i nco rpo real, psion ic)
Init +7; Sen ses dar kvis ion 60 ft.: li s ten +14, Spot +14
Aura unnatu ral aura (30 ft., an imals panic)
Languages Common

AC 14, touch 14, nat -footed "
HD 11
Immune mind-affecti ng, poison, sleep, paralysis. stunning,

disease, dea th effects, crit ica l hits , no nlethal damage,
ab ility drain , ene rgy d rain, damage to physical ability
sco res, fatigue and exhaust ion

Resist incorpo real
Fort +3, Ref +6, Will +9
Weakness vulnerability to su nlight

Speed 30 ft. (6 squares), fly 60 ft. (good)
Melee incor poreal to uch +7 (2d6)
Space 10 ft .: Reach 10 ft .
Base Atk +5; Grp -
AtkOptions Blind-Fight, Combat Reflexes
Special Actions steal essence
Spell-Like Abilities (CL 7th):

At will-clairaudience/clairvoyance, concussion blast*,
detect magic. ego whip*, m ind thrust*

3/day-death urge*, psychic crush* (DC 13), suggestion*
(DC 14)

*Detailed belo w

Abilities5tr - , Dex 16, Con -, lnt 14, Wis 14, Cha 15
Feats Blind-Fight , Combat Reflexes , Im proved Initiat ive,

Weapon Finesse
Skills Hide +9, Intimidate +12, Knowledge (arca na) +12,

Listen +14, Search +12, Sense Mot ive +12, Spel1craft +12.
Spot +14

Incorporeal Immune to no nmagical attacks; 50% chance to
ignore any damage from corporea l source (except
positive ene rgy, force , ghost to uch) . Attacks ign ore
natural armo r, armo r, and shiel d, but deflection bo nus
and force effect s work . See DMG 295 for mo re
information.

whilepiles of rubble choke much of the open
space. As you draw n rnr, a hideous massof
glowing spirits, like a roiling cloud of pale mist
bearing dozens ofsilently screaming faces, rises up
from theground. The tortured expressionsof the
faces in the.mist speak of undying torment and
mind·numbing terror.

The ghostly cloud is a calle r in dark ness, a terr ible u ndead
creature composed of the sRir its of th e monks who die d
in the tower's des truct ion-s-a nd all those whose lives
rhey have cla imed sinc e.The ca lle r in d ar kness fear s Baba
Ze len na and does not appea r wh en she and her wi tches
are in the area .

Unnat ural Aura (Su) Anima ls ca n sense the presence of a
caller in darkness at a d istance of 30 feet. They will not
willingly app roach nearer than that , and panic if forced
to do so ; they remain pan icked as lo ng as they are
with in that range .

Sunlight Powerlessness (Ex) A ca ller in dark ness is
powerless in natura l sunlight (not merely a daylight
spell) and flees from it. A ca lle r in darkness caught in
sunlight cannot attack and can take only a s ingle move
or attack ac tion in a round .

Spell-Like Abilities Man y of a caller in darkness 's spell-like
abilities duplicate ps ion ic power s, with the following
effect s:
Concussion Blast Range 170 ft. , two target s , no save,

3d6 force damage.
Death Urge: Range 170 ft ., one living target, Will DC 16

negates, target seeks to end own life for 1 round. If
armed , makes full-round attack on self. deal ing
crit ical hit damage . If una rmed , provokes attack of
oppo rtunity from nearest enemy.

Ego Wh ip: Range 170 ft ., one target. Will DC 16 half, 2d4
Cha damage and dazed 1 round (save negates).

Mind Thrust: Range 40 ft. , o ne target, Will DC 16 half,
7d10 damage.

Psychic Crush: Range 40 ft., one target , Will DC 13
part ial: on failed save, ta rget is dying at - 1 hp; on
successful save; 3d6 da mage.

Suggestion: As the spell, but up to three creatures , no
two of whom are mo re than 15 feet apa rt .

Steal Essence (Su) Any living, intelligent creatu re slain by a
calle r in darkness's touch attack is mentally abs orbed into
the monster's consciousness . (The physical body of the
victim rema ins intact.) Stealing a victim' s essence is a free
action; it grants the caller 12 temporary hit po ints , and a
permanent new screa ming face appea rs within its cloud .

A caller in da rkness can also steal the essence of
living, intelligent creatures within 30 feet that are
paralyzed o r sleeping, or that are helpless due to having
a men ta l ability sco re reduced to a (often by the caller's
ego whip att ack)..Do ing so is a standard action that
provokes attacks of opportunity. The victim dies, and
the caller gains 12 hit points .



FEAT(I~I : ;; OF Till' A ~ I'A
()..· IIH· RIII,!'I.·: It co ;<b 2 ;oq llar e" ., f moveme nt t. , cut ..r

Illt..'~e -quarve . Til e' DC " f Bal a n.:... a nJ Tumbl..· ch"·o.: k,,, in crt>,ht''''
bv S, anJ th ..· DC of ~l.JVI;' ::3il"'ntl v ..-h......· k ~ increases bv 2-

. Thidol SI OIU' \X'.111 ,,: Th..· ~ .· m~,:~ivc -touc w.111~ a;e 5 (....t..'!
ti, iJ.· .tnJ r,1I1';:" bdw.....· 11 15 and 20 f..·ct hi.:h . .\ ,harader ca n
..limb till' w,lllil (Clim6 DC 25) anJ walk 'l l ' lI1~ tilt..' lop, at ,I

cost of 2 squar..·.. o f movement t c enter ea.:h "'ll..are ,

11I1,.. rio r W.tll ;;: Crumblin¢ me son ry w,lll;; (Climb D(' 1$ ,
I h. th ick, bn',lk DC 32, h.udnc·,:, ,, 8, 90 hpl ~ l l rrtHIIIJ .. It.d
were "TIc·•· i ntcrior Ckllll bt'r~ .,f lh.· tower. The \\,.,11:1 r,'" ch .lbuu l
10 fl'd orr lh c· ,;:n>unJ, bu l ItO r""f n'lnnins ttl c,I\'l'r th.·~..•
st'ecve- As <1 Tt'~llh, lh ...,sc· .1 rcas are 'lIl ly i'li~htly urorc- ;<h.·!t",·r..,J
lbull th ..· ClHlrt \'.UJ .Ut'M (lul~iJ ..." ~lil1 elouc·r ...·J wilh ruhbl e.

Sa"'H·d C i ; ..-I...: .\ tiny rcm naut of E:at ..'r ina·", lwly p,'w.·r
rernaius in t6,·lu\\·c-r ~roUI1J,: in tI,t' form of t11i ~ ".lcrt'J cirelc,

th,'u,;:l, n no Itllt~"r di': lin~lIi"h..·" b..-t we..·n Iwl y ,1I1J unhol y.
.\ nv ..-rea t ure ", t .t nd i n ~ witl,in thl' ..· ircle• ~.:Iil1" a + 2 bUllu,: ..>n

"tt.~,k mils, .:Illd attack" maJ ..• fr "m within lh c• ...·i ro..· l.· a n ' con
",idt'n:,lllla.,;:i, f,")r the· pu rp";ot'of ovvrcom i11~ dama,;:e H·J U... t ion
"r harmin~ in curp"r"al .:realur ,..The caller in darkn..·"" a,·" iJ~
th ..· cir ..I..•. hul J , .... ,. 11<>t 1lL',:, ihl • 10 lar,;:d I:H·<ltur..· ~ .."ith in il
Il:,iu¢ rdll~..·d ~p..·II- lik,· attack~.

Tr.lp I)t H)r : ~l.,,,t1y ..."'WH·J by rubble, thi~ "'llt,J ..n t rap d" ••r
j,: Jifficult t" finJ ( ::: ...ar..h DC 28) bu t ,,'.-a" y tu ,'p,,·n . B"'n"'a lh
th ..· J " "lr i" a laJder ",lrd chitl~ 50 f..·.·t d.~", n inl.,lh,· Ja rb n..· ,,~
(I..·tlJin.: to ladi ...' a l map 12; ~ ... ... th ...· f,.I1",,·in,;: ,·n ..,., u nt,,·r). •\
...h .ua... l er wh.:> fall!' throu~h th ..• trtlp J ..l(lf tab..·,: Sd6 p" inti' of

faH in,;: dam"',;:....

P;;YCIlIC \VIII ;;I'E~ ;;

The c<lll..-r in d.HLIll'h i ~ all lInJc"J crea tnre f,'rnwJ in part
from thl' r~ rchi.. "'I1l'r,y'lf tlw ll"AJ, It i~ more than a t""rrifyinot
m...m~ i t' r- i t i alnh)~t likral1v ,1 lli,;:hlnhlTt'. COI1~iJl;'r aJJinot
any or .:III of tilt..· full,~\\ i11' ~ ,.r ..·..·i ...1t:ffe ..t~~ to it.. at t.:lcb~, rt'ad

in,;: ,'r p.:Iraphr<l,.in.,;: till' f"H"winat tex t when .:Ippropriatt':
11I",·u q ll>rI.·dll(lII..lt: \ clump " f ~h.h'lLv fact'~ wr;l;' ~ il'II. <1rJ

you, t'y...,. bul~inat anJ mouth ,;:apillat, ·v;ri~r . of ih "m' lb y "ub
,:talKI;' wrap ar 'Hllld y,.>u, ,,-,'rruptin,;: your f1 ..·"h with nt'cr,.manlic

Pl'" .·r.
I)"'al " l ' r~t': Gh...,:t!y \·••icC' ,: ..,hi ,.p..r in Y.lur mind , ur~in;

y.... u ttl i"in Ilwlll in llw bli~~ful n·lea,.e o f dealh . Th"'i r \oi... " ,:

an' "tran,;:ely comp..·ll in g.
l :~u \X'hip: \ 'i!'itHl" uf fai lun: f1a~h th rou.,;:h Yl")u r mi nd . [ill in~

you ""jth.-am,lm"'nlary ct' r lain t) that y,lu r qU61 i,: d' lom",J .
~ t iml T hru..t : F••r .-a nWIl1l'nl it "" cm~ a,:th...u.,;:h you have alw<lp

be..." fi,;:ht in,;: thi iO ... n~alure . It haunh your t'\t'ry m,,·m,'ry. it~

~h'""l'tly fa.....· ~ I..·..r fr"1Il ....\·..·r)' th.,uotbt. (an th ..re be <lily c,:,'a['t'?
I·.\·..·hic C n u ll: Y.lur "'verv nio:htmar... ,.O;"('m,: t ,~ ';U llll'

ali"," in y.Hlr mind , t1tr"'at ... ni,~';: t ..") ~wall ow you up in th,,' ir

J.ub ..·mbrac... .
::: u ~~..·,lion: ,\ It'nil,l ... u·rt.1inty fil1~ y,mr minJ-tht'r", i~

a much ~n'<lt"'r lhrt'tlilban thi~ ... fl·ature \"ou n,H' fao.:c, <lnJ it
lurk , ~onlt..·wh,'r..· in th ...· "arth b..,I,,\\ \','ur ·fed. Y,'u f.·..·1 <111 il1
", ~,-ar.-abl..• n'·..·J t,. H'arcl, ["ra IIwall;o to rea ... h thi~ thr"'dt b...f"rt>
it ari~t'" <lnJ d..·\ ....ur~ yt'U. Y...ur .:IlIio:;< c.-an h.:l nd le lhe m.ln~lt·r

that ;;tand;; b,·f"r,· YOIl .

The caller in dark nes s appears
in Expanded Psioni(s H'lI1tlbook,
The version presented here is
slightly modified and includes
all the information you need to
run (he monster wi thout refer
ence [Q (he psionics ru les.

Caller in Darkness ·
Tactics <

The caller in dark ness hungers

for more essences to incorpo- Iltilr;l.t........:........ ...IlI~~_~~~~~ :~~~
rare Into itself, and it moves
implacably toward the pes unless they sheher
in the sacred circle. It starts ofrusing ego whip in an attempt to
incapacl rareand incorporate a wea k-willed pc, bur swi tches
10 mind thrust and (On( u~iw blast agains t single or mult iple
opponents th at ange r it (by dealing significant dam age).

If it can steal a PC's esse nce, either byusi ng a touch attack
agains t a PC with few hit po ints left or by incapaci tating a foe
with its ego lVhipand using astandard action to steal that char
acter's essence, it does so in preferen ce to attacking another
character. It employs irs most powerful abilities (its spell-like
abili ties usable three times per day) against cha racters who
seriously anger ir , either by using trick y maneuvers or deal
ing more than 20 poi nts of damage with a single at tack.



Encounter Level 8 or 9

SETUP: The pe s access th e Mount ain Fane through the
trap door buried in the- rubble in tactical en counter area It.
The ladder is 50 feet long and perfectly vertical, anchored
firm ly in the ground at the bottom. Alth ough characters
migh t feel (and are) quire vulnerable as they climb down
the ladder, nothing attacks them he re. Read the [ext below
as they descend.

Two bahau demons (B) lurk in the twisted run nels to
the southwest, BabaZelenna (HZ) is in the run ic ci rcle
unless Strahd's seco ndary goal is Brook No Rival, in wh ich
case Baba Zelenna is not present at the hill until th e night
of th e new moon (see tact ical encounter I3 on the follow
ing page s).

Read thi s text as the- Pes descend the ladder:

The llldder stretelles down intodllrkness through II

narrow shaft in the rock. Soon the shllft opens into
a larger ruvern, and none too soon you rellch the
bottom ofa large ClIve. From thiscave, twotunnels
curveoff to the sides, disappellring into dllrkness.

T\LKI:\G TO BAllA %1'1.1':\:\,\
En"n dft~r fi,,:htin,,: l!twu.:h demonic il~~a~~in~, it'll conceiv
dbl .... that the P(~ mi.:ht try to necotiate with RJ.ha Zt"I"'nna
rather than laun..:hinlO': imnwJi<llel v i nto comb.11 with her.

Altcrnati\"ely, th ..·y III i.;bt meuese t~ t.lk ..·lwT capt ivc in "rdeT
to learn more db 'lut heT rLlle in BclfO\"ia.ll,,·r ..t.utin,;:: .lttitIlJ ..•

i ... h..,~tile. A ver y hi,;:h Diplomacy ch ..·..:k re ..uh can mdbe heT

unfricndlv (DC 20), inJiHl."r,,·nt (DC 25), fTil'ndlv (DC 35),
or 1;"\'('11 h~lpful (DC 50). Her Oppl..hL"..1che..:k t~ r..·"i:i't t6c"
IlltimiJah' ..kill i" IJ20+12.

Bab", Zcl ..·nna i .. J"'n,teJ to a .l"'moll 1"'Td (Cht:"rnuvo,t,
wh,'rn ,;hc .."all,"t6..· Gr.""'11 God-), and h"'r J"'\'llti 'lll Itli~ht
make her seem a bit unhino:cJ. If tht> PC.. mana-:., to make
h"r more cooperat ive, ~hl' l1li~ht CllllWY tl1l' f'lllowin~

infornldl ion:

"Eva is th.· prtlpbd ic o ne. I' maL., no d "i mi' " f 6pe..:ial
6igllt, save w h at lil.' Gree n G oJ rcveal" to mc,•

·Tbis pia..:.' w 01:> OIK., ,, 11ll1yfan .... ("I f Soin l E..:.th·rin<l. i\"w
it is deJi '::dh·J tIl llll' Green G(>J~"

.1'1,... Gn."·!1 L~I,J will Jrap.' th.·lanJ in .:vntl ... ui.:ht, <'Iud
the screams llf the dam ned "hall be our lullaby!·

"T he pe"ple call them witehe:>, but the loyal ones who
,:ath"r hcr c are J..vout in th.· ll:or",hip of thc Green God:

-1'1,.. Gn·cn God is (h..rnovoc. rul"'r llf th.· \'{'rJant
(ha"m:

BABAU DEMONS (2) CR 6
HP 66 each
CE Med ium o utsi de r (chaotic, evil, extra planar, ta nar'ri)
Init +1; Senses da rkvision 60 It .: li st en +19, Spot +1
languages Abyssal, Celestial , Dracon ic; telepathy 100 ft.
AC 19, touc h 11, flat -footed 18
HD 7; DR la/cold iron o r good
Immune elect ricity, po ison
Resist acid 10, co ld 10. fire 10; protective slime; SR 14
Fort +1 0, Ref +6. Will +6

Spe ed 30 ft. (6 squares)
Melee 2 claws +12 (l d 6+5) and

bite +10 (l d6+Z)
Base Atk +7; Crp +12
Atk Options sneak attack +2d6 , Cleave, Power Attack
Special Actions summon tanar'ri
Spell -like Abilities (Cl 7th) :

At will-darkness, dispel magic, see invisibility, greater
te feport (self plus 50 lb. of objects only)

Abilities Str 21, Dex 12, Con 20, Int 14, Wis 13, Cha 16
Feats Cleave, Multia ttack, Power Attack
Skills Climb +15, Disab le Device +12, Disguise +13, Esca pe

Artist +11 , Hide +19, li s ten +19, Move Silently +19,
O pe n l ock +11, Sea rch +20, Sleigh t of Hand +1 1,
Spo t +1

Protective Slime (Su) A slimy red jellycoats a babau's skin,
dea ling 1d8 points of acid dam age (igno ring hardness)
to any wea pon o r natu ral attack that strikes it. Magic
weapons and creatu res attacking with natural weapons
can attempt a DC 18 Reflex save to avoid the damage.

Summon Tan ar 'ri (Sp) l/day, summon 1 ba bau 40%.
Equivalent to Jed-level spell.

BABAU DEMONS
When th e PCsget close enough (0 see the demons lurking
in the tunnels, read the following text :

Reeking ofdecay, these gaunt humanoids llre
covered in blllck, lellthery skin. Each has a single,
crooked horn risingfrom theback of its headllnd
curlingforwllrdlike a scorpion's tllil. Itsclaws llre
impossibly long, and it has II huge number of ,
needlelike teeth. A substance like blood oozes fro~n

its skin and drops in gelatinous globs to theground.

Babau Demon Tact ics
As soon as they have any indica tion that enemies are
comi ng (Listen +19), the babaus use see illl'i5ibilityon them
selvesand hide among the narrow passages(Hide +19).They
attempt (0 sneak attac k PCs who come with in their reach.
Once forced into the open. the demons team up to grant
each other flanking bonuses so they can continue to sneak
arrack. If a babau gets stuck whe re it can't maneuver to a
flanking position , it uses greater teleport to ger into such a
position, sacrificin g its attack th at turn in order to grant its



BABA Z ELENNA CR 5
H P 60 -,_----;_---,:- _

Female advanced green hag
CE Medium monstrous humanoid
Init +1; Senses darkvlslcn 90 ft.: listen +11. Spot +11
Languages Common, Giant; tongues at will

AC 22. touch 1" flat· foo ted 21
HD 11
SR 18
Fort +4, Ref +&, Will +8

Speed 30 ft. (6 squa res) . sw im 30 ft.
Melee 2 claws each +9 (ld4+10) or
Melee weakness +13 touch (2d4 Str]
Base Atk +11; Grp +15
Atk Options Blind- Fight . Power Attack (6 points incl uded)
Spell-Like Abilities (Cl 11th):

At will -dancing lights, disguise self. ghost sound (DC 12),
intlisibility. pass without trace. tongues. water breathing

Abilities 5tr 19. Dex 12. Con 12. Int 13. Wis 13. Cha 14
SQ mimicry
Feats Blind-Fight. Combat Casti ng. Powe r Attack. Thrall to

Demon
SkillsConcentrat ion +7, Hide +11 . Knowledge (the planes)

+7, Listen +11, Spot +11

Weakness (Su) Saba Zelenna can weaken a foe by making a
touch attack dealing 2d4 points of Str damage (Fort
DC 17 negates) .

Power Attack If Saba Zelenna chooses not to use Power
Attack, her claw attacks are +15 (l d4+4).

Thrall to Demon Feat descri bed in Book ojVife Darkness.
Once per day, while performing an evil act, Saba Zelenna
can gain a +1 luck bonu s on any one roll.

companion a flan k and sneak attack. If the pe s retreat back
toward th e ladder, the bahaus follow. In th e entry cave rn,
they tr y to hull ru sh one PC over the cli ff an d th en tele por t
down to figh t th at cha rac ter alone. If on e of the habaus d ies,
the other tr ies 51W lJtl Otl 111l1i1 r'n to bring a fresh ally. I f th at
fails, th e bahau uses grell ter ltl t'por l again to escape.

If Baba Zelenna is present , [he babaus t ry to herd the PCs
down the slope toward the runic ci rcle.

BABA ZELENNA
Baba Ze lenna regularly uses JisguiSf,' silfto appea r as a very old
female human .A DC 20 Spo t ch eck re\'eals
that she is not quite human-her skin has
the fain test tinge of green, and the texture
of her hair is alm ost vinelikeo

Baba Zelenna's prese nce in this en coun· 0
ter raises the EL to 9; if she is nO[ here ::: 5 ft"t"t

(because Stra hd 's seconda ry goal is Brook
~o Rival), the EL is 8,

Saba Zelenna's Tactics
IfHaba Ze len na is present, she uses invis
Ibility when she firs t hears sounds of a
distu rbance, then lashes out with her
claws at the firs t PC to come within her
reach. She tri es to remain within the
runic ci rcle (increasing her AC to 28
and her att ack bo nus ro claws +11 or
weakness +5 rouch), and also tries to
keep PCs our of the circle.

FE.\T I'~ ES 01' T ilE , \ ~E'\

LHI,I"r: EO f",·t I"n~. Climb DC O.
C li ff: PC~ ~·Ih) trol,~.lllllrth after dl"~~-cnJin~ th" lolJJl'r

soon come ac ro, , a 20-flllJt diH that '-"'parah'~ th"m fwmth"
I"~'l'r portiLlOof till' cavcr-n. A charad,'f who folll~ (or is plI~hcJI

"H th" "Iiff takc~ 2J6 poi nts "f dama,;:," \';':t.·nJin~ or d~,,':,'nd

in~ till' diff ~af" ly rcquirc s a sncc ... ,; ~flll DC 16 I.-limb ,·6c .:L:.
S Il,.·t.' IJ s lu pl,.''' : I...~haroldef" ",..h" move ~,nJth .1nJ t11l'1I \\"l'~1

",ftt.·r Jc~,,:nJin' thl" I",JJef find th,'m,;t.·IH''-'on th" uphill ~ide

of d steep ..[ope. If they m.1V(' throu,h th" "outh~e,;t lhdmbt'f
(,,·ht.·r,'th" babau d"nhln,-, b...~in th",,·n~·.,unl ... r], th" y come IIp<-'n
d ,-,ho,,'p ,;1,,1'''' heJ.Jin~ up to the area wht."n· Bdba Zt."I,·nnadWdib.
Chdfddl'f'; who I11,JVl' uphill to au ",djd,-ent "qUdfl' ••f hi~h..'r
eleveriou l11u,,1 ~p,'nd 2 squares of movement to enter c'hh

«qua re of th",;c steep ,,1.)1''''';. Cbdf",der,; run ninc ,'r .:har.:in.:
J ownhill [m ovinc to an ddj.-Kenl ,;<{U<tH' of I"w,'f'- ... ll'\Idti.lO)'
must sue..-t.·..·J on a DC 10 Balan,,: ,' ch,'ck UI"lI1 entcfin.: th ..·
fif"t steep ,;I'lp,' '-'qudfe. L-hdfol.:h·r" '" Iw faillhi,; ,,6..·..-1.: stumblt.·
.tnJ lllU .. t "'nJ Ihl"ir movement IJ2x~ fl'ct lat ..r , Cltardch'r~

who fdil 1,)' .5 or 111t)Tl' fclll PWl1C ill th .. '-'qU.lfC ",·h,'r,,· tile} end
th,'if movcuwut.

Charoldcf'-' .:.,in cl + 1 b,mu" on 111,·I"", dlta.:k r.,II,; d':,lin"t
f,'e,. at <l 11' \\'l'r l·ll·\"atillll. -

A "I('('p :0101'1.' i nc reases thl" DC 'If Tumbl.. dlL.'('k~ hy 2.
RUIH.'",lnll"·: T h i" "tum', ill thc c..-ute r "f Ih" 2o-fl"lt-di

.unctc r r unic .:ir.:!c, j" the hl"arlof thc f<tnl"~ p.l\l,'Cr. Bcrw.lth
il l il's., rt!' l i1Iu.1fJl h . , I J ill ~ lh" p"",·J t.· r,·,llhl llcs "f S.lin! E':d
tcr i nc , ,1 one e -lllJ ly .trt ifad n ow b... rL·ft of .lily ".l"·fl,J pUWL· r.
S l'e till' main uucoun t cr t ..x·t fo r l.y ~ a ..: ., H ill Oil p,t~l' 0 3 f\lr
d d .l i I,. "hou t h"w to sev e r St 1' .1hJ ', ct lit Ill ..1 i.trr t., t Itt' :-.. t, ' II 11

la in Feno.
RUlli t.· C in:I,,: C fC"t Urt·,.. witlt ill 10 f"..t llf l ite' ruucs tone

('K.:up)'in.: dlly ~ 4Il ar,' in ..idt.· t be cin· lt.·) ¢din .1 +2 b"I111~ ,1I1

olttdck f011 "..\I1V oltta.:b t b"Y make Mc ':'lnii JereJ ma.:i..- fM

11", purpo"... "f ;1\'cr.:",nin.: Jama..: ... fl,Juditlll l'r h ill in..: il1
..·OfpM....,I .. fl'<th lr...~ . A .:TC'd! U fl""tandi n~ 'Ill ithi n th i.. .:ifell' ol!"l)
Ii!"in~ <l +6 dfm,'r honu" f"'1ll a "hcdth of f.H..,' dflTlOr l·n':<lsin.:
it. b"Jy (a ... if it Wl'rl' \l'''dfin~ broJc"ril LJf.lrm"r +£'1). Thi~ "ff..d
fdJl'~ ",hLon the .:r..atur.., I"dv,·;t the ,·ir..Je.



Encou nte r Level 9 or 11

SETU P: You should use th is encounter on ly if the PCs
co me [0 the hill on the n ight of th e new moon. At this time,
Baba Zelenna (HZ) su mmo ns six witches (W ) together for
the ir monthly gathering.

If Strahd's secondary goal is Brook No Rival, there is
more going on here than jus t a gathering ofwi tches. Baba
Zelen na has brought an aspect of Chernovog (Ae), the
de mo n prince she serves , to the Ecatertne husk, and with
th e aspec t's assistance seeks to open a portal [ 0 th e Abyss
through which Chernovog himselfcan walk. The aspec t
of Chernovog increases the Encounter Level to t 1.

As with encounter 11 , the pes can choose the direc
tion of thei r approa ch. Baba Zelenna and the witches are
engrossed in the ir ritu al and are automatically sur prised
in the first rou nd of combat, so the pe s (and perhaps [he
aspect of Chemovog) can take a single act ion in the su r
prise round be fore th e witches roll initiative.

SABA ZELEN NA CR 5
HP 60 ----,_ ----,_ ---, _

Female advan ced gree n hag
CE Med ium monstrou s huma no id
Init +1; Senses darkvis ion 90 ft. ; li sten +11, Spot +11
Languages Common, Giant; tongues at will

AC 22, touch 11, flat-footed 21
HD 11
SR 18
Fort +4, Ref +8, Will +8

Speed 30 ft . (6 sq ua res) , swim 30 ft.
Melee 2 claws each +9 (l d4+10) o r
Melee weakness +13 to uch (2d4 Str)
Base Atk +11; Crp +15
Atk O pt ions Blind-Fight , Power Attack (6 poin ts included )
Spell-Li ke Abilities (CL l Ith):

At will- dancing lights, disguise self, ghost sound
(DC 12), inllisibility, pass without trace, tongues , water
breath ing

Abilities Str 19, Dex 12, Con 12, Int 13, Wis 13, Cha 14
SQ mimicry
Feats Blind-Fight , Combat Cas ting, Powe r Attack ,

Thrall to Demon*
*Feat described in Book ofVile Darkness. Once pe r day,

while perfor ming an evil act, Baba Zele nna can gain a
+1 luck bonus on anyone roll.

Skills Concen trat ion +7, Hide +11 , Knowledge (the planes)
+7, Listen +11, Spot +11

Weakness (SuJ Saba Zelenna can weake n a foe by mak ing
a touch attack dealing 2d4 points of Str damage (Fort
DC 17 negates).

Power Attack If Baba Zelenna chooses not to use Power
Attack, he r claw attacks are +15 (ld4+4).

Thrall to Demon Feat de scribed in Book ofVile Darkness.
O nce per day, while per fo rming an evil act, Sab a
Zelenna can gain a +1 luck bon us on anyone roll.

LYSACA WITCH ES (6) CR 3
H P 18 each _.,..., ,--- _
Male and female huma n adept 4
CE Med ium hu manoid
lnit +0; Senses Listen +2 (+6*), Spot +2
l anguages Common

AC 10, touch 10. flat-footed 10
HD 4
Fort +4, Ref +1, Will +6

Speed 30 ft . (6 squa res] (40 ft .*)
Melee mo rningsta r +3 (ld8) and

gore - 3 (ld4)*
Ranged light crossbow +2 (l d8)
Base Atk +2; C rp +2
Atk Options Blind -Fight*
Adept Spells Prepared (CL4th):

2nd-scorching ray (+2 ranged touch)
1st- burning hands (DC 13), cure figh t wounds (2)
O- touChoffatigue (3) (+2 melee touch, DC 12)

Abilities Str 10, Dex 11 , Ca n 12, lnt 8, Wis 14, Cha 9
Feats Great Fort itude, Thrall to Demon*, Weapon Focus

(morningstar)
Skills Craft (various) +6, Knowled ge (local) +0, Knowledge

(nature) +1, Knowledge (religion) +1, Kn owledge (the
planes) +1

Possession s fiend ish graft s (see below)

"'Fiendish Craft s Each witch has one fien dish graft that
affec ts its abilities . Two witc hes have fast leg grafts,
which increase their speed to 40 feet and grant a
+S bonus o n Climb and Jump checks. Two witches have
fien dis h ears, which grant them a +4 bonu s o n
listen checks (to +6) and the be nef it of the Blind-Fight
feat. Two have fien dish jaw grafts, which grant them
gore attacks.

Thrall to Demon Feat described in Book ofVile Darkness.
O nce pe r day, while performi ng an evil act , a lysaga
witch can ga in a +1 luck bonus on anyone roll.

When the PCs reach the tower, read:

The burned-out tower isa huskofa building. wllh
onlythree portio,is of its tall outer wallstill
reaching some 20 feet off theground. Within tlthr
bounds. shorter stone walls, about 10 feet high.
delineate the chambers ofthe ancient site. while
piles of rubble choke muchof theopen space.
Among the ruins, several figures shrouded in dark
cloaks stand around a bonfire blaZing w.th
unearthly green fire. A many-pointed star is traced
on theground w.th glowing green powder.



ASPECT OF CHERNOVOC CR 9
HP 95 _ _ ,..,.--.,...,_-,------::-__-,---__,..,.-_
CE large outsi der (chao tic . evil, extraplanar, tanar'r i)
Init +2; Senses dar kvision 60 ft.; lis ten . 16, Spot . 16
languages Abyssal, Celest ial, Common. Draconic . Giant :

te lepathy 100 ft.

AC 22, touch 11, flat -footed 20
HO 10; DR 5/ ep ;c
Immune electricity, poiso n
Resist acid 10. co ld 10. fire 10
Fort . 12, Ref +9, Will +10

Speed 40 Ft. (& squares), fly 40 ft. (average)
Melee 2 claws each +15 (ld6+6) and

bite +10 (ld8+J)
Ranged tld r;" " blost +12 touch (Sd 6/1 9-20)
Space 10 ft .; Reach 10 ft .
Base Atk +10; Grp +20
Atk Options beshodowed blast ,fr ightful blast. hideous blow.

eldritch chain, Power Attack, Cleave

Abilities Str 22, Dex 15. Con 20. Int 19, Wis 16. Cha 21
Feats Cleave, Improved Critica l (eldritch blast), Power Attack ,

Weapon Focus (eld,itch blast)
Skills Bluff +18, Concentration +18, Diplomacy +9, Hide +11,

Intim idate +20, Knowledge (arcana) +17, Knowledge
(his tory) +17, Knowledge (religion) +17, Knowledge (the
planes) +17, li sten +16, Move Silentl y +15, Sen se Mot ive
+16, Spot +16

Telepathy (Su) An aspect of Chernovog can speak
telepath ica lly with an y creature with in 100 feet that has a
language.

Eldritch Blast (Spl Th is is a ray attack with a range of 60 feet ,
equivalent to a Sth-level spel l with a caster level of 10t h.

Beshadowed Blast (Sp) At will, alter eld,itch blast so a target
struck by the blast must succeed on a Fortitude sa ve
(DC 20) o r be blinded for 1 round .

Frightful Blast (Sp) At will, a lter eld,itch blast so a target
struck by the blast must succeed on a Will save (DC 20)
o r be shaken for 1 m inute. A creature already shaken is
not furth e r frightened . This is a m ind -affecting fear effect.

Hideous Blow (Sp) At will, use standard act ion to make
melee attack and deliver eld,itch bfast (claw +15 melee ;
da ma ge 1d6 +6 plu s 5d6).

Eldritch Chain (Sp) At will, alter eld,i tch blast to affect two
seconda ry targets within 30 feet of the primary target,
making separate attac k rolls to deal half damage . Missing
any target ends the chain.

Baba Zelenna's Tactics
Baba Zelenna regularly uses dlSguiSt' self to
appear as a very old female hum an. A Spot DC
20che<k reveals that she is not qUite human
herskin has the faintest tinge ofgreen, and the
texture of her hair is almost vinelike.

Although Baba Zelenna and the witches
are engrossed in their ri tual, they quickly
abandon it. Baba Zelen na uses inVi sibility
when she first hears sounds ofa disturbance,
then lashes out with her claws at the fitst PC
(0 come within her reach"

Witches' Tactics
The twOwitches that have fiendish jaws (as
you designa te) are the only ones willing
to wade into melee at the side of Baba zel
enna. The other four prefer to use ranged
altacks.

Aspe ct of Chernovog Tactics
The aspec t of Chernovog rema ins in the sacred circle as
long as doing so remains practical , taking advantage of (he
attack bonu s it grants him. Ifhe can't see a target , however.
he emerges from the sacred circle to find one.

t=EATI 'RE5 OF Til E , \ REA
Dl'Jh,,"' ~tJhl)l l': ~l'e p<l,;:e 85 ill l'Il....sunte r 11 fllr Jet"il. on

thi:, t l'rr<lin t y pe.

T"id~ :::tnne \'( '"II ~ : ~ee p<lotc 85 in encounter II f••r Jet il"
o'n ,hi .. f~·<llure .

l u ll'r io r \\"'01. 11,,: -:'l'l' p<l,;:e 85 in encounter 11 forJ.·tolil~ o n

thi " fl·<ll uH' .

S .t l-·r .·ll Cin-I~·; " tiny remnant o f E ...,t.·rin"·:' h'lly p""l"f
remains in dll' tower ~r<1uIlJ" in till' f. 'rlll o f 1I1i":''''''H·J "irlle,
tlHllllo'!h it no 1 '1Jl~l'r distin,;:ui:,Ill''' Iw!ln'en Iw ly ol}ld lInh.ll y..
Any ."rc.t(lIr., "t<lnJill~ within th .·l'ircl.. ,;:.tin" .1 +2 bllll U" on

at t. c!.: roll", 'll1J ,lltM!.:" lJuJe f eorn within l!1l' ..:ir...!e arc ,:<111
"iJ.'reJ tll<l,;:i.· fur Ih.· purpo"e .1f.l\'l'r"llminio1 J<lmd~e rl·Judi'lfl
or b<lrmin,;: i ncor p••rc.:lI ...-rva t urcs.

T r.ll' Doo r: S" e pol';:.' 8-5 in encounter II for Jl·t"il,. (In ihi,.
fc.dure.

B"nfirl': \ hu~e, unholy bunfire r<l~l'" at the center "f thl"
comp. ,\ ... haradcr ,,·lltl IllOW:, into l, r lltrou,;:h thl' b.mfire ta Les
IJ6 p..lint,. of fin· J alll.l,;:e and IJ6 point.. .,f dolma,;:e from unh.,h

plH...·r, .tllJ must .11,,0 mdl.:l· a succe,.,.ful J)L' 15 Refll'x "ave " f

...ai.·ll on fire. A c h.tradl·r \\"ho c<l i ch e.. on fire l<ll.:<,,, <lllotlll'r

1J() r- iin l s of fino J" Illil~.· i IIllllt·J i.th·l y, olnd must molI.:e,m"tller
R.·f ll'X ,.,1\'l· colch r.ll1rHlllr L<ll.<(' all ,tJ JitiOll.l1 Id6 p"int!' l.f fir ...
Jal1l,t~l" A :,u"::cl,,,,.ful f·;\,fl'·l( ""l"C inJi..::,tte. tlu..: fire ltd:' ,:nne
o ut. Rollin~ ...111 till' ,;InJunct or oihl·rwi"., "nh,th", rin,;: th., fin'

.l ll.,w" thl' ...·h .:Jrad l·r ~ new s,lvin,;: thrllw wah.l +4. bonu ~ .
L"h,tradcrs who ...'ak lt o n firl' m ust .11,.•• J11alll' a DC IEo Refl"l(

-ave f.1reach flamlTl<lble item they "::olrry." ith (dilure indi..::aiin~

thr item t.lbl'''' the ~aJ11..• ddma,;:t" a- fht' . h ar.leter.
A ~hdrader can ,;:rdb" ",tkk fwm lh.· bonfire I" use ",. a

t .'r... h [or irnprovi,oeJ wcapon] "" .1 m o ve ac tio n . •\,. an [mpro -.
\'i~l·J weapon , a fl<ll1\in,;: hranJ imp"H'" a - -l penalty u n .ltt"ck
roll~ dUJ Jl,,,I~ lJ 3+ I p.,inb (,f Jam"';:t' rIm an e);tr<l I p(lint
,.f (iH' J.lJll<l.:e.



Illumination: Castle Ravenlof is dark . even when
characters bring bright light wi thi n its gloomy walls . All
light sources created or brought within th e castle have their

Shadowy
nfa
20 ft.
15 ft.
60-ft. cone
lO ft.
lO ft.
20 ft.
20 fl.
20 ft. (each)
60 ft.
20 ft.

Bright
nfa
10 ft.
5 ft.
30·ft . cone
15 ft.
15 ft.
10 ft.
10 ft.
10 ft. (each)
l Oft .
10 ft.

Object or Spe ll
Candle
Everburning torch
lamp, common
lantern, bullseye
lantern. hooded
Sunrod
Torch
Continual flame
Dancing fights
Daylight
Light

The following general propert ies apply to the rooms 0

Castle Ravenlofr unless othe rwise no ted in a room or
encounter descript ion .

Walls:The const ruc tion is of the fines t quality, superior
masonry covered with plaster. Climb DC 25.

Floors : The flagstone floors-ere smooth and level.
Cei li ng H eight: Ceilings on the floors above ground

level are 30 feet high, whi le undergrou nd floors have 15
foor ceilings.

Doo rs: Most doors in the castle are good wooden doors
(1-1 / 2 inches ' hick. hardness 5.15 hpj.

hedCl' il's garden was infull bloom Ott "If castle
parapel.

Fleslly limbs, devoid ofcharacter orfeatlln',
swayed gmtly under ,nffl stan . No dreams vis
tted these rooled forms, whose minds had ban
stripped 0111 so that their sallis could be forgt'd

mto an unholy con,luil. While the gardetl was tendetl, the
Dayllearl bt'at.

In theoffice of thecastle spymaster, one born itt a celestial
realm plollt'd uud cOl1 niwd for itsMaster_

Golden fur, a lIon's tawny matte, and a paladm's stature;
)Tt !filS one hada heart of hollowed darkness. hI that space,
somethmg else lurked, somethUlg born ofdemonIC ab)'5sts. If
ever theongmal SpIrit were allowed its fretdom once more,
w'latgrace 14t to itwould gutterandfail . WhIle tilt spym'asttr
plotted, the.\f.ISter ruled.

Undran . allywafer lay still across floors of t'lt' Ilghtless
castle dlmgeotlS.

But undertllat surfact redined thedea~l itl tht motionless
effigy of sleep, Il'a itlng for thecommands of t"eir mistress
. errom unrer to rise. She busied herself in her sanctum,
moldi'lg death as a sculptor shaped day. While tIlt' Nec·
romanur stile/ltd, thedead walked.

Overall,uuder all,and through all, the .\fasterof fIle
Castle's madplans moved toward fheir ultimate fulfillmt'nt .



chains of the drawbridge creak in the wind, their
rus t-eaten iron straining with the weight. From atop
the high strong walls. stone gargoyles stare at you
from hollow sockets and grin hideously. A rotting
wooden portcullis. green with growth. hangs in the
entry runnel. Beyond this, the main doors of Castle
Ravenlofr stand open. a rich warm light spilling into
the courtyard.

ity score increase by 1. Whenever a character casts a spell with
the good descriptor or a spell from the healing subschool in a
ta inted area , he takes a - 1 penalty to effect ive caster level.

Anycreature that dies in a ta inted area animates in 1d4 hours
as a zombie of the appropriate sort. Burning a corpse protects
it from this effect .

Anything that deals cold or fire damage. sunl ight, or a remOlle
disease spell destroys a patch of green slime. Against wood
or metal, green slime deals 2d6 points of damage per round .
ignoring metal's hardness but not that of wood . It does not
harm stone.

The drawbridge
creak s and groans
under any weight .
but it is relatively
sturdy. Each tim e
an yone ex cept
Strahd walks across
the drawbridge ,
there is a 5% chance
of a cross board
breaking. A char
acter who breaks a
cross board must
make a DC 15Reflex
save or faII partwa y
through the draw
bridge, forcing the
character to spend a
full-round action to
extricatehis legsand
stand safely on the
drawbridge again .
When simply cross
ing the drawbridge.
this isa minorincon
venience at worst,
but in the middle
of a battle on the
bridge it can be a
fatal interference.

Two5-foot patches
of green slime cling
to the portcullis over
the entry tunnel. It
drops onto the first

living creatures to pass beneath it. dealing 1d6 points of
Constitution damage per round while it devours flesh. On

After pass! ng
through the
craggy peaks,
the road takes a
sudden turn to
the east and the
startling
presence of
Castle Ravenloft
towers before
you.Twin
guardhouses of
turreted stone
keep a silent
watch over the
approach,
broken from
years of use and
exposure.
Beyond these, a
wide chasm
gapes between
the Balinok
cliffs and the
walls of
Ravenlofr.
disappearing
into the fog
shrouded
distance far
below. The
lowered
drawhridge of
old wooden beams hangs precariously between you
and the arched entrance to the castle courtyard. The

TAINT IN CASTLE RAVENLOFT
Ifyou are using the ta int rules from Heroes of Horror, Cast le
Ravenloft is cons idered a ta inted locale (see Heroes of Horror
page 68). Entering the castle requires the PCs to make a DC 20
Will saveor have their deprav ityscore increased by1. Ifthe char.
acters spend at least 24 hours in the castle, they must repeat
this save at an easier DC (10 + 1 per consecutive 24 hours in
thecastle).

Whenever a character casts a spell with the evil descriptor in
a tainted area, he gains a +1 bonus to effect ive caster level but
mustmake a Will save (DC 15 + spell level) or have his deprav-

j. Gates of Ravenloft

ranges halved. Acandle's light is barelyvisible. while adaylight
spell shines bright light only out to 30 feet. The table sum
marizes changes to Player'sHandbookTable9-7 (page 165).

Low-light vision and darkvision function normally within
thecastle.



the first round of contact , the slime can be scraped off(most
likely destroying the tool used to scrape it), but after that it
must be frozen, burned, or cut away(dealing damage to the
victim as well).

K. The Castle
A large walled enclosure surrounds the inner keep, encom
passing an area 280 feet by 320 feet. The surrounding walls
are 90 feet high and range from 20 feet thick at the bottom
to 10 feet thick at the top. A pair of walls jutting from the
sides of the keep divide the courtyard; each is 10 feet thick
and 90 feet high . A similar wall stretches eastv..-ard from the
chapel, while a shorter wall (only 30 feet high) encloses the
south end of the chapel garden (KS). The tall walls are all
crowned with parapets (see K46), but no guards walk these
paths any more. The walls are not plastered, so a successful
DC 20 Climb check is needed to scale them .

360'

300'

260'

240'

190'

170'

140'

130'

90'

SO'

KI. FRONT COU RTYARD
Thick cold fog swirls around in this darkened
courtya rd. Sporadic flashes of lightning lance the
angry clouds overhead. Thunder pounds the
courtyard. A light drizzle begins to fall. Ahead.
torch flames fluner in the wind on each side of the
keep's open main doors . Warm light spills om from
the doorway. Although windows and arrow slits are
visible in the walls above you, no illumination
escapes from them.

The main doors to the keep are unl ocked and lead into area
K7(2 inches thick, hardness 5, 20 hp, break DC 23).

Two rowers flank the entrance to the courtyard, each tOO
feet high, with locked strong wooden doors on the courtyard
side (2 inches thick , hardness 5, 20 hp, break DC 25, Open
Lock DC 25).These rowersareoccupied with the mechanisms
for raising and lowering the drawbridge and the portcullis.
Bothmechanisms are magicallyactivated through acommand
word known only to Strahd . Neither the drawbridge nor the
portcullis will move until both latches are actlvared or their
magic is suppressed with ,lispt'l magic (caster level torh),

K2. CENTER COURT GATE
A massive wa ll here joins the outer walls of the
castle to th e keep. A single gate, 20 feet wide, leads
th rough th is joining wall. A rusting portcu llis
blocks the gate.

The portc ullis is unlocked (2 inches thick, hardness 10,50
hp because of the rust, lift DC 25). If it is lifted, the port
cu llis falls back into place as soon as the lifting charac ter
releases it.

K3. SERVANTS' COURT
This portion of the co urtyard encloses what looks
like a stable in the far corner, while a two-story
wooden building is attached to the corner of the
keep here. A small wooden door leads in to th is
addition.

Asmall wooden door here, the servants' entrance, leads into
room 23 (1-t/2 inches thick, hardness 5, t5 hp, break DC 18,
Open Lock DC 20).

K4. STABLES
Three spacious stalls are littered wi th moldering
hay. Apparently nothing has lived in th is stable for
some time.

K5. CHAPEL GARDEN
Behind the toweri ng boarded windows at the back
of (he keep, a small garden struggles (0 survive.
Small flowers press sadly skyward against the
g loom.

Alarge iron gate leads to theoverlook at area 6 (2 inches thick.
hardness to. 60 hp, break DC28).



Castle Overview

Tac t ic a l Encou nte r:
K7-K9: The Entr y on page
128.Th is room and areas KB,
K9, and possibly K 19 form a
single encounter.

K8. GREAT
ENTRY
Cobwebs hang from dus t
covered columns in th is
great hall. Stone
gargoyles squat
motionlessly on the edge
ofa balcony circling
some 20 feet above the
floor. Cracked and faded
frescoes adorn the domed
ceiling, nearly obliterated
by centuries of decay.

Two great bronze doors
srand closed opposi te the arched entry. To the left of
the entry, a wide staircase climbs into darkness. A
wide hallway extends to the right.

K6. OVERLOOK
Dead leaves spiral about your feet, wheeling and
careening over a low stone railing. Far below this
balcony, the little village of Barovia huddles under a
constant drizzle.

This overlook juts some 50 feet over the edge of the cliff sup·
ported by gracefully arching buttresses. The stained-glass
windows of Barov and Ravenovia's cry pt, area K88. are set
intothe cliff face 110 feet below.The cliffs drop 1,000 feet to
therocky base of the Pillarstone of Ravenloft.

K7. ENTRY
This small entry chamber is
illuminated by flickers of lire in
the mouths of two coiled stone
dragons that form an archway at
the room's far end. Their mouths
direct the light in your direction,
cloaking the room beyond the
archway in darkness.

IfPCspassthrou gh the arch into
K8, the tactical map provides
derails of the resulting encoun-
ter. likewise, if Strahd chooses ro attack
[he pe s in th is area at any time after they have
defeated the listed guardia ns, a second tact ical map of the
area provides furt her detail s.

.....,...- ---'MAlN..llOOR
The ground floor of the castle incorporates the more-or-less
square keep (K7-K 13), the bases of th ree great rowers
(K21is the base of the South Tower, whose top is K57;
K20 is the bottom of the Dayheart Tower, which rises
10 K60; and KI8 is the grou nd-floor level
ofthe High Tower, whose peak is K59),
thechapel (K t 5),and the servant'sbui ld
ing (K23-24).



The ceiling is a great dome,curving up from the level of the
balcony (20 feet above the floor) to 40 feet at its h ighest.

If PCs enter th is room, the tact ical map provides details
of the resulting encounter.

Srrebd migh t choose to arrack the pes in thi s area at any
time after they have defeated the listed guardians, usually to
try to prevent them from leaving the castle. If Strahd attacks
the PCs here, a second tactical map of the area provides fur
ther details .

Tactical Encounter: K7-K9: The Entry on page 128.
This room and areas K7, K9, and possibly KI9 form a single
encounter.

Kg. GUESTS' HALL
This hallway is draped in shadow.To the left, a
narrow passage leads to a spi ra l stai rcase, and an
alcove holds a sui t of full plate armor posed with a
halberd in one hand. A pair of double doors stands
opposite this alcove.

If PCs enter K8, the tactical map provides detail s of the
resulting encounter. likewise, if Strahd chooses to attack
the PCs in th is area at any time after they havedefeated the
listed guardians, a second tactical map of the area provides
further details.

Tactical Encounter: K7-K9: The Entry on page 128.
This room and areas K7, K8, and possibly KI9 form a single
encounter.

Treasure: The armor is a suit of masterwork full plate.
Removing it from its mounting requires Id4+1 minute s.The
weapon in its hand is a mundane halberd.

KID. DINING HALL
A wi nd wh istles th rou gh this vast room. Crys ta l
sings in th e darkness as great cha nde liers swing,
da ncing and sparkling in th e light you car ry.
Motes of lighr dance in glass and china on a great
d ini ng table.

The first time the PCs en ter this room, if they have not
encountered Strahd before, he greets them here.The tactical
map provides detail s of this encounter.

There is a secret door (Search DC 15) on the west wall.
leading to KI t .The door is not parti cularly well hidden ,and
can be easily detected by the cracks separati ng it from the
surrounding wall-cracks that Strahd can use to escape the
room in gaseous form . If a PC has seen Srrahd escape th rough
these cracks. that character gain s a +4 circum stance bonus
on Search checks to find and open the door.

Tactical Encounter: KIO: Dining Room on page 132.This
tactical encounter encompasses KI I,one of the posts marked
KI 2, and a section of hallway marked K13.

KI I. SOUTH GROUND ARCHER'S POST
This small , square area was once a defensive posi tion
for the cas t le's archers. Through narrow arrow slits
lining the walls, you can just make out the
courtyard beyond.

This area is identical to the three areas marked K22, excepl
that Strahd can use this area to escape an encounter in
area KIO.



Tactica l Encou nter: This archer's post is included in tac
tical encounter KID: Dining Room on page 132.This tactical
encoun ter encompasses KII , one of the posts marked K12,
and a section of hallway marked K13.

K12. TURRET POST
A high domed ceiling caps the room before you .
Frescoes adorn the ceiling, but they are faded with
age and impossible to make out. Tall, thin arrow slits
open out onto the courtyard.

The arrow slits are 2·1/2 feet tall and 4 inches wide. A char
acter standing behind one has nearly perfect cover against
a creature on the other side, gaining a +8 bonus to Armor
Class, a +4 bonu s on Reflex saves, and the benefits of the
improved evasion class feature against attacks originating
from the other side.

Tactical Encounte r: One of the main-floor turret posts
is included in tactical encounter KID: Dining Room on page
132. This tactical encounter encompasses KIl , one of the
posts marked K12, and a section of hallway marked K13.

One of the second-floor turret posts is included in tactical
encounter K25:Audience Hall on page 136 (as well as K25A:
Hall of Madness on page 138). These tactical encounters
include one of the posts marked K12, one of the archer's
posts marked K22, and a section of hallway marked K13.

K13. TURRET POST ACCESS HALL
Cobwebs choke this long corridor, obs truct ing sight
beyond a few feet.

Like fog, the cobwebs obscure sight beyond 5 feet in th iscor
ridor. However, the view-obscuring webs do little except to
cont ribute to a grow ing sense ofdread in the PCs, since no
foe lurks within this hall to attack them. The exception is
[hesection of hallway outside the dining hall (KlO), which
Strahd might use as an escape route. See the tactical map
for detai Is.

Tactica l Encounte r: One of the main-floor turret post
access halls is included in tactical encounter KlO: Dining
Room on page 132. This tactical encounter encompasses
Kl1 , one of the posts marked KI2, and a section of hallway
marked KI3.

One of the second-floorturret post access halls is included
in tactical encounter K25: Audience Hall on page 136 (as
well as K25A: Hall of Madness on page 138).These tactical
encounters include one of the posts marked K12,one of the
archer's posts marked K22,and a section of hallway marked
KI3.

K14. HALL OF FAITH
This long, dusty hall leads into the dark heart of
Castle Ravenlofr. Statues line the hallway, their
blank stone eyes seeming to watch you as you pass.

Thestatues are just what they seem-statues. The apparent
movement of their eyes is nothing more than an optical
illusion. No actual dangers wait in this dusty hall , but it
certainly leads to all sorts of encounter areas that lay deeper
in the castle.

K15 . CHAPEL OF RAVENLOFT
Broken staine d glass windo ws send ti ny shards of
co lore d light in to the rui ns of this chapel. Pews and
be nches lie abo ut th e floor in jumbled dis array,
some shattered, all cove red wit h ce nturies of dust.
Beyon d th is debris. a round dais hold s an ornate
altar. A beautiful silve r statue of a raven stands ato p
the altar, just beyond the grasp of a human oid form
sp rawled ove r the top and front of the alta r.

If Strahd chooses to attack the PCs in this room (or the For
tunes of Ravenloft dictate that he is found here), the tactical
map provides details ofthe resulting encounter. Note that the
balcony of K28overlooks this room, 50 feet above the floor.

Tact ica l Encounter: K15: Chapel of Ravenloft on page
134.

Fortu nes of Ravenloft : Depending on the results of
Madam Eva'sfortune reading (see page 56), this room might
contain Strahd or the Tome of Strahd. In addition , the PCs
might need to perform the bonding rituals for either the
SUlIsuoord or the Holy Symbol of Ravmkind in this room.

Treasu re: The raven statue on the altar is the leon ofRcwn
lofl, a powerful magic item described in the Appendix (see
page 214). The humanoid form before the Icon is the corpse
of an evil cleric who ventured into the castle in hopes of
seizing it. The corpse wears +1 full platr. A +1 unholy hravy
t1lt1(t' is slung at its belt. A paiapl of Wisdom +2hangs around
its neck .

Development: Not only is the chapel possibly the site
where a bond ing ritual must be performed, but a character
wishing to adopt the knight of the raven prestige class (see
page 200 in the Appendix) must keep an overnight vigil
in the chapel. If [he PCs spend a long time in the chapel,
Strahd is almost certain to attack at some point during that
stay-ideally, when the PCs are least prepared to face him.

K16. NORTH CHAPEL ALCOVES
T his arc hed room stands between the vas t chapel on
one side and a rising stai rcase on the ot he r. Two
alcoves open into the little room, eac h hold ing a
shadowy humanoid statue wi thi n its dark con fines.
Th< stone forms dis play migh ty muscled arms and
legs. bu t their carved faces are hidden in black
shadows.

The statues are harmless .The stairway is K29, and the chapel
is K15.

K17. SOUTH CHAPEL ALCOVES
This arched room sta nds between the vast chapel on
one side, and a huge circular staircase on the other.
Two alcoves open in to th e lit tle roo m, each one
holding a shadowy humanoid statue withi n its dark
confines. Th< stone forms dis play m igh ty mu scled
arms and legs. but their faces are hidden in black
shadows.

The statues are harmless .The staircase is K18,and the chapel
is K15.



K18. HIGH TOWER STAIRCASE
The large gray flagstones of this spiraling staircase
lead up and down around a zo-foor-wide stone core.
Cobwebs fill the staircase, making it difficult to see
more than a few feet in either direction.

The staircase star ts in the catacombs at KB4 and spirals
upward around a hollow central shaft (KI8a) to a point about
10 feet below the main floor at Kt7. Here. a solid masonry
wall completely blocks the stairway. although a small chink
in the wall allows gas (including crea tures in gaseous form)to
pas s from one side of the wall to the other. Beyond the wall.
the staircase continues up 300 feet to K59.

On the kitchen level. a small crac k in the outer stairway
wall connec ts the stairway to area K63, allowing gaseous
creatures to pass through.

KI8A. HIGH TOWER SHAFT
If the characters approach the shaft from the top (K59),
read :

A dark stone shaft stretches down farther than you
can see. A strong wind rushes up the shaft, carrying
the odo r of moldering graves to your nostrils.

If the cha racters peer up th e shaft from the bottom (K84),
read:

A dark stone shaft stretc hes up above you farther
th an you can see. The air around yOll rushes past
and up, rus tling the cobwebs that fill shaft.

Th is shaft ru ns with the stairway conti nuously from the cara
co mbs (K84) to Hightower Peak (K59).A solid wall separates
the shaft from the staircase (K1S).The shaft is 390 feet tall,so
anyone fall ing its length takes zods points ofdamage.

K19. GRAND LANDING
Massive stairs rise from the grand entry to an
enormous landing. Stone arches support a ceiling
covered with frescoes , 20 feet overhead. The faded
lines depic t the mountain tha t supports this castle
as it is attacked by armored forces on horseback.
Two staircases continue up from this landing in the
same direction, separated by a pair of alcoves. Each
alcove contains a suit ofarmor covered with dark
stains, posed as if in battle and holding a mace
desig ned like a curved dragon head .

Both staircases lead up to the Audience Hall (K 2S). The mas
sive stairs lead down to the grand entry (K8). If Strahd attacks
the pes in either KS or K25. the construc t gu ardians of the
landing join the en counter.

Tac tical Encou n ter: The grand landing is included in
tactical encounters K7-K9: The Entry on page 128. K25:
Audience Hall on page 136, and K25A: Hall of Mad ness on
page 138.



The second story of the castle is as encompassing as the main
floor, including the main keep (K25- 32), the continuation of
all three towers, and a balco ny overlook ing th e chape l (K 2B).
It incl udes Strahd's aud ience hall , :1 massive chamber th at
gives th is floor its name.

K26. GUARD'S POST
This dark antechamber lies between two se ts of
massive double doors. Bet ween the doors, two
alcoves hold grinning skeletons facing each other
across the dark ness.

K25. AUDIENCE HALL
Occasional flashes of lightning spill inro th is room
in jagged shafts th rough the broken glass and iron
frames of a large window in the wall opposite the
entrance. Otherwise, this immense room stands in
chilly. brooding darkness. Hundreds of cobwebs,
thick with dust, hide the ceiling from view. At the
far end of the hall, a huge throne stands atop a raised
plarform, irs back turned to the room.

The sta irs lead down to th e Grand landing (K19). In the days
whe n King Barov and Q ueen Ravenovia ru led, there were
two th rones in th is hall. Stra hd removed the queens th rone
and had it bu rned after he beca me a vampire. O nly the fact
th at the remai ni ng th rone is off-center provides a hint th at
a seco nd thr one is missin g.

Th ere is a sec ret door (Search DC 25) in th e sou th wall ,
leading to th e sout h Turret Post Access Hall on th is level
(K I3).

If Strahd chooses to attack th e pe s in thi s room , th e
tact ical map provides details of the resu lting encounter. If
Strahd's secondary goal is Descent into Madn ess, use tactical
encounter K25A instead of this encounter.

If Strahd's secondary goa l is Descent into Madness and
the Fort u nes of Raven loft indicate th at Stra hd can always be
found in thi s room , th en Strahd is here with th e shapeless
spawn. Remove th e gibbering mouthers, and use Srrahd's
statis tics from encounte r K25. Use th e notes on Stra hd's
tacti cs incl uded in encou nter K25A, however, in th is case.

Tactica l Encou n te r : K25: Audi ence Hall on page 136or
K25A: Hall of Madness on page 138.

Fortunes of Raven loft : Dependi ng on the results of
Madam Eva's fortu ne reading (see page 56), this room migh t
contai n St rahd or th e Tome of Strahd. In add it ion, the PCs
might need to perform the bonding rituals for either the
Suttsll'ortlor the Holy Symbol of Ravenkmd in this room.

Development: If you are usi ng the secondary goal of
Descent in to Mad ness and the shapeless spawn is defeated,
Strahd slowlybegins to return to sanity. He still behaves errari
cally and spouts nonsense when he attacks the Pes, but the
next time the Pes enter the room des ignated in the Fortunes
of Ravenlof as the room where Strahd can be found, he fights
th em rationally-and tha nks them for their help in restor
ing his right mind (perhaps even as he otherwise attempts to
des troy them).

K24. SERVANTS' QUARTERS
Broken furniture and torn cloth are strewn about
this large, long room. Din-caked windows in the
exterior walls allow no light into the room from
outside. A rickety wooden staircase climbs steeply
upward.

Thestairs climb to the Servants ' Upper Floor (KH).

The skeletons are wired toget her and hang from wooden
pegs drilled into the walls, posing no threat to the player
characters. The staircase leads dow n to the Serva nts ' Hall
on the kitchen level (K62).

K22. ARCHER'S POST
This sma ll, squa re area was once a defensive posit io n
for the cas tle 's arc hers. Through narrow arrow sli ts
lining the wa lls, you can jus t ma ke o ut the
cour tyard beyond .

This entry describes three location s: one on the main floor
(opposite K1l, whic h is ident ical except for the secret door
leading to KID), and two on the floor above.

K23. SERVANTS' ENTRANCE
Dim lighr filters in th rough a dust-caked window
alongside rhe door leading to the courtyard. A large.
heavy tab le sits in the center of the room, coated
wirh dust. Another door hangs limply on one h inge,
and opposite it a staircase descends into total
darkness. On either side of the staircase stands a
skeleton in brighr armor, holding a rus ty halberd
and sagging slightly.

K20A. TOWER HALL STAIR
This stairway leads from the bot tom of the Dayheart Tower
(K20) down to th e Kingsmen Quarters (K7t).

K21. SOUTH TOWER STAIR
Fluttering torches in iron sconces light this
stairway. rhough the light is dim and cold, and a
chill wind rushes down the circling shaft.

These stairs star t at the end of the Dungeon Hall (K73) and
goup through the hal lway on th e kitchen level (K6t), past th e
Guest's Hall on the main level (K9), th e Stewa rd's Office in
theCourt of the Cou nt (K30),and past the Facing Guardia ns
in the Rooms of Weeping (K35) before ending at a landi ng
in the Spires of Raven loft (K47).

K20. DAYHEARTTOWER
A vast, hollow rises into the darkness. Broad steps
spiral up the shaft's perimeter while a separate.
smaller set of stairs descends in to the floor. From
somewhere above. a bluish, gooey subs tance slowly
drips, spattering and staining the mosaic floor.

Those who ascend thi s tower arrive at area K60A, where they
find the Dayheart and its defenders.



The skeletons are harmless, wired together and held lip with
spears stuck through them and into the walls behind them.
A secret door (Search DC 25) in the back of the nort h alcove
leads to K33.

K27. HALL OF GRACE
Shadows seem to dance across the high, vaulted
ceiling in this wide hall. A low moan rises and falls,
intoning sadness and despair.

The moaning is only the wind , and the shadows are a trick
of light. No danger lingers here, though some might find
the pe s if they remain in this location too long. Halfway
down the hall on the south side a secret door (Search DC 25)
leads to K31.

K28. CHAPEL BALCONY
This long balcony overlooks the vast, rubble-strewn
castle chapel. Two large, ornate thrones stand in
the middle of the balcony, facing the chapel's altar
far below.

The thrones are empty. This balcony overlooks the chapel
(K15), 50 feet below, If the PCs linger here for long, they
might att ract unwanted attention from below and trigger
the encounter detailed on the tactical map.

Tactical Encounter: The balcony is included in tactical
map K15:Chapel of Ravenlofr on page 134.

K29. CREAKING LANDING
A stai rcase of old wood climbs shakily lip a
stonework shaft. With each step upon it, the wood
strains underfoot, creaking and groaning.

The staircase climbs from the North ChapelAlcoves(K16) up
to the Chapel Balcony(K28).Despite its protests and apparent
readiness to collapse , the staircase is qui te sturdy. It easily
holds the weight of the player characters-even if they are
somehow forced into a battle while in this location .

K30. STEWARD'S OFFICE
Dusty scrolls and tomes line the walls and lie
scattered across the floor of this room. In the center
of all this clutter stands a huge oak desk, its surface
also littered with scrolls, tomes, and pieces of
parchment.

If the PCs enter this room, the tactical map provides details
of this encounter.

Tactical Encounter: K30: Steward's Office on page 140.
Treasure: Scattered about the room under the papers art

100gp and 25 pp. One of the curled parchment s atop the
desk is a scroll of divine spells cont aining rrsloraho n, break
el1 (hantmt'tll,and removedisease.The other books and papers
contain worthless financial records dating back hundreds
of years.



Th e th ird floor of the castle, the top floo r of th e main keep,
enco mpasses all three towers as they rise up beyond the roof
of the keep.The belfry (K40) sits atop the chapel building.

K3S. FACING GUARDIANS
A door of delicately engraved steel stands opposite
the top of the stairs, at the far end ofa dark hallway.
Flanking the door are suits of armor facing each
other across the hall from the shadowy depths of
two alcoves.

If PCs en ter this room. the tactical map provides details of
the resulting encounter . Given the close quarters of this area
and the incorporeal nature of the foes , PCs might choose to
advance in to area K36 in order to fight on mo re equal footing.
However. that ope ns rhem up to a larger encou nter encom
passi ng areas K36. K37. K42, and K43.

Tact ica l Encou n ter. K35-44: Rooms ofWeeping on page
142. This room and areas K36. K37. K42, K43, and K44 form
a single encounter area .

K36. DINING HALL OF THE COUNT
Dust swirls in the air, mingled with the must y smell
ofdeath and decay. Before you, a long table of oak
stre tches beneath a blanket of dust. The rotting
tablecloth lies in tatters beneath dusty plates and
tarn ished silverware. In th e center of the tab le, a
large, tiered cake leans heavily to one side, its
frosting green with mold . Cobwebs d rape like dusty
lace down the sides of the cake. A tiny figure of a
woman in white finery crowns the cake.

If PCs en ter this room, the tact ical map provides detail s of
th e res ulting encou nter.

Tac tica l Encou n te r: K35-44: Roo ms ofWeeping on page
142. This roo m and areas K35. K37. K42, KH. and K44 form
a single encounter area .

K37, STUDY
A blazing hearth fire fills this room with rolling
waves of red and amber light. The walls are lined
with ancient books and tomes, their leather covers
well oiled and preserved. The stone floor is mostly
hidden beneath a luxurious rug of a deep-patterned
\veave. A large, low table sirs in the center of the
room, waxed and polished to a mirrored shine. Even
the poker next to the fireplace is polished. l arge,
overstuffed divans and couches are arrayed around
the room. with two luxurious chairs facing the
hearth. A huge painting in a heavy, gilded frame
hangs over the mantelpiece, illuminated by the
dancing hghr of the fire-it depicts a woman who is
the exact likeness of the Burgomaster's daughter,
lreena Kolyana.

Tht> paint ing depicts Tatyana von Zarovich, the wife of
Stra hd's bro ther Sergei and th e objec t of Strahd's u ndying
obsession.

Asecret door (Search DC 25) on the wes t end of the south
wallreveals a ladder leading 20 feet up to another secret door
into the Dayhea n Tower stairway (K20). Th e secret door is
obvious from the top ofthe ladder. but cha rac ters inside must
make a successful DC 25 Search check to find it.

K32. MAIDS' HALL
Stained lace hangs neatly from eight canopied beds.
In each bed except one, the figure of a young
woman lays motionless, pale hands folded over her
chest. The eigh th bed is empty.

The seven women are dead, their corpses unna turally pre
served. Touching a corpse cau ses the skin to crumble to du st.
leaving a blackened skeleto n behind.

The room reveals no indication as to what, if any thing.
ever occ upied the eighth bed .

K31. TRAPWORKS
The aroma of grease and well-oiled wood greets you
as the secret door slides open. Intricate machinery
fills the room beyond, with only small passages
allowing access between the gears and pulleys.
Behind this clockwork, a shaft rises from the
darkness and continues upward past this room.

This machinery raises a platform from the hallway (K61)on
the kitchen levelup to an upper landing (K47).The platform
moves up and down the shaft. Kj ta. From this level. it is
90 feet to the bottom. so a character falling here takes 9d6
points of damage.

Acharacrer who makes a DC 20 Disable Device check can
activate the mechan ism . triggering the tra p in area K 61 (see
tactical en counter K61:H allway on page 162). If the trap has
beentriggered. a successful check resets it, lowering the plat
formback to K61. When activated, all ofthe gears , ropes, an d
pulleys spring to life at once, though reasonably quietly.

K3IA. TRAP SHAFT
This long shaft smells of well-oiled wood. Two large
wooden screws face each other across the shaft.

The shaft is 170 fee t fro m top to bottom . When the trap is
active, the screws turn to move th e platform fro m K61 up
to K47.

K31B. TRAP ACCESS
This short, narrow corri do r on th e Room s ofWeeping level
connects the trap sha ft (K31a), by way ofa secret door, to th e
Hall of Riches (K39). From here, a character falls 130 feet,
laking 13d6 point s of da mage .

K33. KING'S APARTMENT STAIR
This hall and staircase lead from the secre t door in the Guard
Post(K26), past the Maids' Hall (K32), and up to the Hall of
Heroes (K45).

K34. SERVANTS' UPPER FLOOR
The floor sags in the middle. Dirt-caked windows
allow no light in from outside. Broken bedframes
litter the floor.



Asecret door in the fireplace is opened by lifting the poker
from its stand, though a charac ter can also force the secre t
door open with a DC 20 Disable Device check or a DC 25
Strength check.

Ifcharacters pass th rough the fireplace without extinguish
ing the fire, they rake Id6 point s of damage and must make
a DC 15 Reflex save [Q avoid catching on fire. A character
who catches on fire rakes another Id6 point s of fire damage
immediately,and must make another Reflex save each round
or take an additional Id6 point s of fire damage. A success
ful Reflex save indicates the fire has gone out. Jumping into
the river exti ngui shes the flames. Rollin g on the grou nd or
otherwise smotheri ng the fire allows the character a new
saving throw with a +4 bonu s.

Characters who catch on fire must also make a DC 15
Reflex save for each flammable item they carry, with failure
indicatin g the item takes the same dam age as the charac ter
(DMG 303-304).

If Strahd chooses to attack the PCs in thi s area, the tactical
map provides details of the attack.

Tact ical Encou nter: K35-44: Rooms of Weeping on page
142. This room and areas K35, K36, K42. K43,and K44form
a single encou nter area.

For tunes of Ravenloft : Depend ing on the results of
Madam Eva's fortune reading (see page 56), thi s room might
contain Stra hd or the TOt)lt' of Slmhd. In addition, the PCs
might need to perform the bonding ritu als for either the
Suusword or the HolySymbol of RaVftlkitld in thi s room.

Development: If the characters spend enough time in
here to perform a bonding ritu al,Strahd is almost certain to
attack at some point dur ing the process-ideally, when the
pe s are least prepared to face him .

K38. FALSE TREASURY
This smoky room behind the fireplace holds a
closed chest, with coi ns sca ttered on the floor
arou nd it. Attached to the opposite wall are two
torc h sconces, though only one hold s a torch. The
other torch is clutched in the skeletal hand of a
moldering corpse clad in full plate armor, lying
against the wall.

There are 50 gp and 100 sp scattered on the floor arou nd the
unlocked chest. Opening the chest releases a cloud ofungol
dust poison that fills the entire room (Fort DC 15, initial
damage 1Cba, secondary damage Id6 Cha plus 1 Cha drain).
One round later, the chest releases a second cloud of poison,
forcing asecond saving th row if the PCsare still in the room.
Then, one minute later, the PCs must make two additi onal
saving th rows for the poison's seconda ry damage.

Ungol Du st Vapor Trap: CR 7; Search DC 20; Disable
Device DC 20.

Develo pme nt: If the PCs are all incapacitated by the
poison,Strahd takes them awayand either kills them or turn s
them into his vampire slaves.

Asecond door (Search DC 30) in the eastern wall leads to
K39.The door can be opened by placing the torch from [he
dead man's hand back Into the wall sconce, or by making a
DC 25 Disable Device check or a DC 25 Streng th check.

K39. HALL OF RICHES
This ancient hall is choked with spider webs' that
hide the walls and ceil ing. A narrow,low path of
clear space ru ns down th e ce nter of the ha llway.

Strahd might attack the PCs in area K40, starring a battle that
could spill back into thi s room. The tactical map provides
detail s of this encounter.

Tactica l Encounter : K39-41:Treasury on page 144.This
room and areas K40and K41 form a single encounter.

K40. BELFRY
Cobwebs fill the area, obscuri ng your sighr and
choki ng your nostri ls w ith dust. The pat h from the
ourer hall co ntinues, lead ing to the center of the
roo m where a rope dangles from high above.

The rope is attached to a great bell 50 feet overhead. It takes
some effort to get the bell swinging enough to ring; a char
acter must pull on the rope for th ree consecutive rounds
and make th ree successful DC 11 Stre ngth checks. If th is is
done, the bell rings loudly, and continues ringing as the bell
swings back and forth. Ringing the bell causes the chelle
eras in the belfry to descend and attac k, even ifStra hd is not
attacking. If the cheliceras descend or Strahd does choose to
attack the pe s in thi s area, the tactical map provides details
of the encounter.

Tactica l Encou nte r: K39-41 :Treasur y on page 144.This
room and areas K39 and K41 form a single encou nter.

K41. TREASURY
The plu ndered riches of a secret treasure hoard lie
before you. A quick scan of the room reveals piles of
gold and silver coins, paint ings in ornate frames,
statues, urns, weapons, musical instru ments, and
many objects part ially buried among the coins and
other items. Some sparkle with precious gems or
me ta l, while o thers appear wel l crafted if somewhat
mundane.

IfStrahd chooses to attac k the PCs in thi s area, the tactical
map provides details of the encounter.

Tact ica l Encoun te r: K39- 41:Treasury on page 144.This
room and areas K39and K40 form a single encou nter.

Fort unes of Ravenlcft: Depending on the results of
Madam Eva's fortune reading (see page 56), th is room might
conta in Strahd or the TOtll t' of Stmlld. In addition, the pes
might need to perform the bonding rituals for either the
Sunsword or the Holy Symbol of Ravenki tJ d in thi s room.

Treasure: Strahd's treasure is great and varied, heaped in
piles on the floor of [he room. Coinage accounts for much
of its bulk: there are 5,000 gp, 4,000 sp, and 300 pp scattered
on the floor. There is a +1ghost tOllcll bast,1ft1 sword, and sev
eral large art objects (total value 6,000 gp). These art objects
include a large silver urn (850 gp), a heavy (10 lb.) gold idol
of some nameless squat demon-th ing (700 gp), a decorative
shield of steel inl aid with silver and lapis lazuli (300 gp), a
golden circlet set with topaz (3,000 gp), a gold pend ant set
with a bloodstone on a heavy chain (150 gp), a fine lute with



Development:
Gertruda does not
wan t to return to
her mother, recog
nizi ng that Mary
has stifled her
and believing her
self totally in love
with the hand 
some Strahd. She
refuses to believe
any suggestion
that Strahd is any
th ing other than
a perfect (and
very much alive)
gentleman, and
quickly grows
petulant with a
PC who presses
the point.

PCs who treat
Ge rtruda gen tly

can glean the follo wing in for mat ion from her. The words
probably eme rge in th is orde r, de pending on how the pe s
t reat he r and wh at kinds of ques tions they ask.

~.\fo l "t'r In'ah melikea cllild! Lwcn't go back there!"
"Molllt' r believes tIlt' IVllOlt'world isW.e a t1igIJlml1Ye, as IfI'd bl'

swallotl'l'd lip bya "'ollster if 1dllrt'Ll to setfoo f outside the" OUSt'.
Bul here l lml, Ilthl '10 mO llster ~las SIVtlllowed me! I'm Illlppier
t'1I1 '1 I' Vt' eva I'UII!'"

"TIlt'Conut rnntr to III y windolvcue t l igltl atill sl'o '~e so sll't'e tly
to me- lie's so romantic. Of co urse J came with him! Hr's glVl'lI
HIe frt'l'tlom!"

"I Il ave no "lea w'u n' flit' Count is or wJ1I1 t other rooms are
lh'l1rby.Caslll' rOOHlS, I'm sure,suchasball roomsand Iii tltughalls
Imd arhorehnns and ... wily Me you asking mt' sue'l things? ~

"Wt'lI, no, J prelly mueh stayin litis room. But I canl'at whal
everI want, 11"Ii 11I1ve you sen l the dotlll's in fllat dosrtr

"The food jllst appears at the door, usually while I'm sleep
ing. It 's alu'ays very good-I'm sllre lite Count ha s a whole
,ooklPlg,'aif:

"I don't see him wry muchany more,actually. Hecomes 10 1'Islf
»le, and tells meSU'fft 1'1UlgS, but then he's gour ag~ml, someflmfS
forIlays af a time."

A successful DC 20 Diplomacy check is required to per·
suede Certruda to leave the castle. Pes who are harsh with her
or who emphasize Strahd's undead nature take a - 5 penalty
on this check, while kindness and swee t lies result in a +2
bonus.

Ad Hoc XP: If the PCs convi nce Gertruda to return to her
mother, and if the y escort her safely back to the village, they
earn XP as if they had overcome a Sth-level encounter.

The curtains cover the arches leading to K44.

K43. BATH CHAMBER
A large, ornate iron tub stands in the center of (his
room. Red velvet curtain hang on either side of a
mirror-lined alcove.

K42. BEDCHAMBER
Sweet smells waft fro m thts del icatel y lit roo m.
Windows on th e far wa ll are covered with heavy red
draperies th at hang stiffly from th e hi gh ceiling.
Their tassels ofgolden fiber glint in the light of
three candelabras sitti ng atop small tab les about the
room. Tall whi le candles bu rn wirh bright, steady
light. Agains t the wall to the righ t of the en tra nce is
a large dresser. A large bed , canopied w ith silk
curtains, stands in the center of the room. A young
woman in a nighrcoat lies amid (he velvet and satin
bedclothes. One of her dainty slippe rs has falle n to
the floor at the foot of rhe bed. Carved into the
headboard with great skill and care is a large · Z:

Theyoung woman on the bed is Certruda , the t v-year-old
daughterof Mad Mary(seearea EIO.page30).Cerrrudaisoblivi
ous toany danger to herself-especially from Srrahd.whom she
believes to be a charming and very romantic gentleman whose
wealth surpasses anything she could have imagi ned. Sheltered
by her mother all her life, Gertruda is innocent and believes
only in a fairytale version of ltfe. She is naive to the point of
being a danger to herselfand others. However, her mind and
bodyare Intact-c-Strahd's anenrion has been elsewhere and he
hasnot yet corru pted her body or soul.

lf Strahd chooses to attack the PCs in this area, the tactica l
map provides detai ls of the encounter.

Tactica l Encou nter: K35- 44 : Rooms ofWeeping on page
142. This room and areas K35, K36, K37, KH, and K44 form
asingle encounter area.

mother-of-pearl inlay (650 gp), and a fine wool tapestry depict
ingStra hd's co nques t of these lands (350 gp).

Develop ment: If th e cha racters spend enough time in
here to perform a bonding ritual, Strahd is almos t certain to

attack at some po int duri ng th e process-idea lly, wh en the
pes are least prepared to face h im.



K48.0FFSTAIR
The stairs pause here, onto
a IO-foot square landing. A
single door in the west wall
provides access to room
KH.The coven of warlocks
that norm ally reside in K56
rarely use thi sdoor,and thus
keep ir locked and trapped
to put off int ruders . If the
trap goes off. Khyristrix
on the parapet above (room
K57) hears. and arrives a

This walkway runs around the front of the upper portion of
the keep. To the north and south. a walkway run s along the
top of a wall (over K2) to the outer wall of the castle. In the
northwes t and southwe st corners of the keep, short rowers
rise above the walkways, with ladders leading up to the roofs
of the towers. All of the wind ows leading from K46 into the
keep are small openings paned with grimy glass. A Small
character can squeeze through a broken window. while
a Medium character needs [0 succeed on a DC 30 Escape
Artist check to do so.

Above the castle's third floor. three towers stretch as high as
360 feet above the ground. Most of the rooms in this section
are in the South Tower. alth ough the Dayheart Tower rises
to K60 and the High Tower peaks at K59.

K47. THE LAN DING
When characters enter thi s landing, run the K47 Landing
tactical encounter,

Tactica l Encou n ter: K47:The Landing on page 148.
Development: A fight on the land ing definitely gets the

attent ion of the rrtlloch in
room K49.The trilloch does
not emerge, but is ready for
potential intruders.

The entire central to-by
to-foot section of the room is
a secre t door (Search DC 35
to find ; Disable Devi ce
DC 30 to ope n) that opens
when victims of a trap in
K61 are transported to this
chamber, ofren asleep. See
K61 and K31for more infor
mation on thi s trap.

Tre asure: If characters
succeed on a Search check
(or remove the portrait from
the wall) they discover a
small locked safe (Open
Lock DC 23) on the wall.
Within the narrow safe is
a selec tio n of expensive,
antique wom an's jewelry
worth a total of 3,400 gpo

Some sfill remember/he 1./01")' days ofCu/le Rd'IJenlof/

Tactica l Encounte r: K35- +4:Rooms of Weeping on page
142. This room and areas K35. K36, K37, K42, and K44 form
a single encounter area.

This enco unter starts as
a conversation wit h a
single restless spirit. but
it quickly escalates into
a confrontation with less
congen ial spirits.

Tactical Encou nter:
K45: Hall of Heroes on
page 146.

Development:Though
dead, Lady Vey Rallen is
still a knight of the raven.
a member of a new pres
tige class detailed in the
Appendix (see page 200),
In addition to helping the
PCs against the evil spirits
here. she can give them
information about her
knightlyorder,A PC who
can cast divine spells can
adopt the prestige class if
desired .

K44. CLOSET
Racks of clothing and dressers dominate this large
room. An enormous variety of elegant dresses in
every imaginable color hangs in here, though most
seem very old-fashioned. Heavy red velvet curtains
hang on the wall opposite the twin entrances.

These curtains hang over small, glass-paned wind ows,opaque
with centuries of grime.

Tactical Encounter: K35-+4: Rooms ofw eeptng on page
142. This room and areas K35, K36, K37. K42. and KH form
3 single encounter area.

K46.
COURTYARD
OVERLOOK

This wide walkway,
slick with rain, runs
along three sides of
the main keep.

K4S. HALL OF HEROES
Long, low moans drift through this long hall, The
ceiling has fallen, leaving rubble strewn across the
floor, Overhead, the beams of the castle's roof are
exposed, Lightning flashes sporadically across the
sky, casting shadows
among the alcoves
and statues tha t line
the hall.



few rounds later, invisibly
and silently, to spy on the
pes. She rnakes no overt
moves, but trails the PCs
for a whi le, noring their
behavior and weakness ,
whichshe later puts to use
if the PCs come up to the
parapet (K57). If noticed,
she immediately telepor ts
away, leaving no clue as to
her whereabouts.

Stair: This du sty sp iral
ing staircase descends 20
feetto the landing K47and
continues upwa rd another
20feet to end at K57.

Door : The strong door
(hardness 5; 20 hp j burst
DC 23) is securely locke d
(Open Lock DC 33). PCs who succeed on a DC 20 Listen
check might hear an occasional purring noise, as a cat might
make, from wit hin the chamber.

Word of Chaos Trap: CR B; magic device; prox imi ty
trigger (detectlaw);automat ic reset; spell effect (wordof (liaos,
nth-level cleric ); Search DC 32; Disable Device DC 32.

K49. LOUNGE
Encou nter Level 8

The ironbound door tha t opens from the landing (K47) is
unlocked . Ifopened, the PCs see:

A low cei li ng, supported by heavy beams, presses
down on th is room. The west wa ll cu rves with th e
outer shell of the towe r and is fitt ed w ith th ree
windows ofleaded glass in steel latticework.
plush overstuffed chairs and co uc hes sit invi tingl y
near the b ookcases the line the wall bet ween the
two doors.

This mundane library isn't as empty as it appears.
Creatu re: A parasite from the Negative Energy Plane called

a ttilloch infests this chamber. Those listening at the door
might have heard its movements, but the tr illoch is naturally
invisible and not subject to the invisibility purge spel l.

If pes en ter the chamber, the trilloch decides to "adopt"
them. To this end, it begins to follow them about, invi sibly
and silently, hoping to feed off their negative emo tions, and
eventually their life, using its control mge and death hut'llabi li
ties. It sometimes uses its abili ties to the PCs benefit, but if
any PC drops below 0 hit points , it doesn't hesitate to use its
death knell abi lity to relieve tha t PC of his life force.

A true seeing spell or a sim ilarly powerful divina tion is
required to a see a mlloch's true form. It appea rs as a bizarre
cross between a fungus, a feathery ground-tethered, ocean
dwelling invertebrate, and a crustacean that measures some
three feet long . The otherworldly creature has a wingspan
that matches irs overall size.

Development: The rrt lloch escaped from K57 where a
devil named Khyristrix conducts many experiments in her
Devil's Garden. The se experiment s delve into th e nature of

un dearh and the appli cat ion of negative energy, and include
rests, research, and probes where she regu larly opens cracks
in real ity to the Negative Energy Plane.The t ri lloch emerged
[rom one of th ese cracks and was then subjected to further
test ing by the devil Khyristrix.

TRILLOCH CR 8
H p 60 --,,-_--,-_-:- -:- --,-_
eNSmall outsi der (chaotic, extrapla nar, incorporeal)
Init +8; Senses blinds ight 60 ft .. darkvisicn 60 Ft. : Listen +15,

Spot +15

AC 19, touch 19, Flat-footed 15
HD 8; DR 15/ lawful; incorporeal , invisible
Immune magic
Fort +9, Ref +10, Will +10

Speed fly 40 ft. (8 squares)
Melee -
Base Atk +8; Grp -
Special Actions control rage, death knell

Abilities Str-, Dex 19, Can 17, lnt 11 , Wis 18, Cha 18
SQ incorporeal traits, natural invisibility, outs ider traits
Feats Ability Focus (cont rol rage), Improved Init iative,

Quicken Spell-Like Ability (deat h knell)
Skills Concen tration +14, Hide +19, Intimidate +15, Listen

+15, Move Silently +15, Search +11, Spot +15, Survival +15
(+17 to track)

Control Rage (Sp) Inspire rage similar to rage spell (with
DC 19 Will save allowed to negate effect) in living
creatures within 180 feet at will. Each creature gains a +4
mo rale bonus to Strength and Constitution , a +2 morale
bonus on Will saves, and a - 4 penalty to AC. Subjects do
not suffer fatigue when the rage ends . Ifa sub ject has the
rage ability and its bonuses when raging are greater than
those given above , it can use its other bonuses instead.
An affecte d creature can end its rage by making a DC 19
Will save. The trilloch can end the rage for any number of
creatures prematu rely, without affect ing other raging
creatures. It can also end a rage caused by any other
effect, suc h as a barbar ian's rage ability, and in that case
the barbarian would become fatigued . A trilloch always
ends the rage for a creature that has gone beyond its
normal hit points into those granted by the rage, likely
dropping it to negat ive hit points or killing it. The effect



lasts for as long as the t rilloch
conce ntrates on it , plus 1 round per
Hit Dieof the creature. Save
DCCharisma based (this is a mind
affecting compulsion) .

Death Knell (Sp) As a quickened action
at will, a trilloch can create an effect
similar to death knell on all creatu res
within 180 feet. Any living creature in
the area that has - l or fewer hit points
must succeed on a DC 16 For titude
save or die. The trilloch gains no hit
points or othe r appa rent mechanical
benefit from the death knell (but it
does "feed" on the lost esse nce).

Immunity to Magic (Ex) A trillochis
immune to spells or spell-like abilities
that allow spell resistance, except for
detec t magic and deathwatc h, which
show its location. Death ward protects a creatu re from a
trilloch's control rage and death knell abilities . Holy word
and banishment return it to its home plane. It is treated as
an undead creatu re for the purpose of being affected by
cure spe lls and positive and negative levels.

Natural Invisibility (SuIThis ability is inherent and not
subject to inllisibifity purge.

KSO. GUEST ROOM
Ifthe player charac ters look into th is chamber, th ey see the
following;

The king-sized canopy bed in this chamber is veiled
in black with gold tassels. Two overstuffed chairs
flank a small table, upon which sits a decorative
lamp. A closed door inscribed with decorative floral
carvings occupies the east wall.

Strahd once used this clean chamber for guests whom he
did n't want to slay out of hand. The room wou ld make a
good place for the PCs to hold up and rest- exce pt for the
fact that a warlock coven (in K55) regards thi s cha mber as
its private larder.

The door to room K49 can be secu red from inside.
Jf pCs en ter this room and th ey haven't already dealt w ith

the warloc ks in room K55, refer to th e K50 Gues t Room
tact ical encounter.

Tac t ica l Encoun ter: K50; Gues t Room on page 150.

OLD JOURNAL
The old journal found between the mattr esses of the bed in
KSO is written in Common. It appears to deta il the tr ials of one
Donavan Harp, who ap parently stayed in this room abo ut ten
years ago.

A perusal ofthe journal indicates that Harp hailed from a dis
ta nt land and traveled to the castle at the "Nobleman" Strahd's
request. Harp appa rently represented certa in property owners,
and Strahd was looking to purchase a piece of land far from
Barovia . After an unsettl ing meet ing with Strahd, Harp ret ired
to this room, where he spe nt th ree or four awful nights (the
journal is confused on exactly how many), where he was assailed
byawful dreams of predatory witches, bats , and vermin. Thank
fully, none of the creatures that seemed to lurk in the greater

'PrtviollS gutSlS hid secrets btl7utelllbt maltresses

Devel opment: If th e PCs are ambus hed in this chamber
by the warlocks from K55 and defeat th e threat, th ey might
have an opport u nity to press one or more of the defeated
warlocks for information.

Afi na and Cristofor, anyway, are more than happy to talk
about thei r patr on , Khyri st rix . (Trina gives up nothing if
caught and questioned .) The two warlocks reveal the fol
lowing info rma tion duri ng the course ofquestioning by the
PCs:

~We forged a gri m pact with Khyristrix! So what if IW had to
tmdr portions ofour SOli Is? I " eXc/lange, H'e gaitlt'dsll'a t pOlVer!"

~ It is our bond will1 Khyristrix that J1ardetlS our flesh andfills
ns lVi II, JlO lwr. We lIccdea that po urer to resist Stmhd."

~Khyristrixopposcd 5tmhd ... but now thtlt we've mOVt,tI intoHII'

castle,she's route to some sort ofaaomt1l0datiOtl witll !ltt' vampire.
Kllyristrix lias her Dcvil's Gardnl "I' 011 tIJe }ltlmpct, anti Stmltd
never bolhas her."

"Stra ltd no longer bothers lIS, eitMa. Power docs tltat ... itgives
yo u security."

"Jf youoffa yourself to KIJyristrix, rer llaps she will tllke 1111rt of
yo ur SOliI, too. Jmagine tlu pourer slle will giveYO Il ~"

Treasure: Characters who search the room mig ht find a
cou ple of inreres ti ng items hidden between the mattresses.
In add ition to the other treasur e noted below, the old jour
nal might be of interest to the PCs. On a successful DC 17
Searc h check, PCs di scover an old jou rna l (see sidebar), an
open scroll penned with th ree spe lls (wallofforce,wallof fire,
and It' ina wall), and a th in silver ring.

cas tle ever ma naged to get into the cha mbe r. The room seemed
to offer him physical safety, even at night , tho ugh it did noth ing
to shield his mind and sanity from nightm ares and frightening
so unds .

The journal ends with:
"A woman named Khyristrix appe ared to me last night. She

explained th at if I came to the roofat the dark ofthe moo n, she'd
help me escape Strand 's clutches . Something's not right about
her. How did she get into my locked chamber? No other creature
dared to cross Strahd's command that I be left alone as long as I
stayed inside. But I have no choice. Tonight, f will leave my room,
despite St rand's warning to stay locked within for my own safet y,
and ascend to the open parape t. I pray that my choice is right ."



KS4. FAM ILIARS?
Khyri strix gifted each member of her warloc k coven with
a "fami liar."

Torn and broken couches are arranged neatly about
the room, despite the p oor upkeep of eac h piece.
Deep claw m arks score the hardwood fu r n itu re; the
o nce lush uphol ste ry is in sh re ds.

PCs wh o do not make any effort to be quiet (or those who set
off th e loud \Vorl! of ,11(105 t rap on the door described in K48)
alert the th ree imps tha t reside in th is chamber. At Khvrt s
tri x's co mmand, the imps spend most of their time in the
shape of em aciated white cats with glowing green eyes.

Also living in the chamber is an evil fey called a redcap.
The redcap appea rs as a ver y short, tough-l ooking old man
with leathery skin, iron boots , and a bright red hat. He wields
a scy the too large for him.Acquired byTrina in th e hills after
a recent outi ng. she decided 10 try 10 tame it. She keeps Ir

with th e "cats't to see wh at happens. So far, th e imps and the
redcap have managed 10 not ki ll each other. However, both
imps and redcap enjoy th e occasiona l shocker lizard snack,
wh ich th e warloc ks someti mes th row in to th e room. (The
warloc ks use shoc ker lizard s in th eir alchemy experiments
co nducted in the next room. They occasionally lOSS them
in to th is room to see what the imps and redcap will do with
the crearures.)

Tactica l En co u n ter: K54 Fam iliars on page 152.
Development: An alterca tio n in this room provides the

wa rlocks in the nex t chamber with all th e warning they need
10 pre pare for in tru ders.

KSS. WARLOCK ALCH EM Y
This room serves as th e prima ry location for an encou nte r
with three warlocks, though only two of th em (Afina and
Crts rofor) actua llyconduc t alchemical expe riments.The th ird
warlock (Tri na) prefers to stick with invocation s.

A grea t black cauld ron stands near th e door. filled
with a 'h ick . cloying liquid. Arrayed aro u nd most of
rhe res t of the cha mbe r are long tables piled high

KSI. CLOSET
If the player cha racters
look in to th is chamber,
[hey see the followi ng:

This large walk-in
closet contains a few
old shapeless black
robes hung on iron
bars set in the nonh
and south wall.

Theclose r also co nta ins a locked secrer door in the ceiling
(Search DC 29. Open Lock DC 30). If opened.an iron ladder
isrevealed, with an ex tendable piece thai slides 10 the floor,
allowingeasy access to th e nex t level into room K55.

This closer serves as a possible staging ground for a war
lock ambush as described in the previous entry, and in th e
tactical enco unte r K50 Guest Room on page 150.

The silver ring is magi
cal and in scribed with
anank symbol. In scribed
along the interior of the
band in elven is th e ring's
name: Moonfr ten d . See
page 211 for Moon fr iend's
statistics.

KS2. SMOKESTACK
characters migh t be templed to gain ent ry to the castle
through non standard open ings, such as thi s smo kes tack.
Read:

Aspind ly smokestack juts fro m th e steeply sloping
castle roof T he stac k ri ses 30 feet from the roof
peak. belching smoke from its iron-pronge d
capstone,

Thesmokestack connec ts into a chimney th ai drops 60 feet
into the fireplace in K37, whic h usually holds a bon fire
sized blaze. The stack and chimney are 5 feel squa re. and
climbable (Climb DC 15). Navigating th e chi m ney wh ile a
fire hurns below, however, deals 1d4 points of fire dam age
each round.

KS3. ROOFTOP
The roof is a lonely place. If the PCs visit the rooftop. read:

Thecastle's sagging rooftop slopes prec ipitou sly
toward the courtyard so me tOOfeet be low.
Occasionally. a t ile gives way and slides off the edge
ofthe roof into the fog shrouded void below.

The fog-slicked tiled roof is dangerous 10 navigate due 10

the deficient t iles and slope. Any movement at all is danger
ous on the tiled slopes. Each round of moveme nt req ui res a
DC 15 Reflex save. If that movement is cou pled with melee
or ranged attacks, the DC of the save increases to 19. On a
failed check. a tile gives way. sending the cha racter sliding
offtheedge and in to a roo-foor plunge to the courtyard (lOd6
falling damage).



with glass jars, vials, and canis ters filled with
myriad substances. A podium on the eastern wall
holds a great book. The sout hern wall follows rhe
tower's curve, pierced by two leaded windows
covered in steel latt icework.

If the pes have already dealt with the warlocks (they might
have met them in room K50), then this room doesn't contain
an overt threat .

However, if any warlocks remain, the pes intera ction with
the imps in K54 alerts them, and the warlocks are able to
prepare an ambush for the pes.

Tact ical Encou n ter. K55 Warlock Alchemy on page 154.
Develo pme nt: If the PCs deal with the warlocks (here

or in another location), they are then free to search this
location.

Sec re t Passage: A secret (Search DC 21) trap door in the
northwest parr of the chamber opens onto a narrow tunnel.

AFINA'S JOURNAL
This journal, found in a sma ll chest beneath one of the beds
in K56, is written in Common. It appears to be the writings of
someone named Afina Lucescu.

A perusal of the journal indicates that Afina began to dream
strange dreams when she turned 15. A beautiful woman ap
peared to her and offered her vast powers if Afina agreed to
pledge herself to her.

An iron ladder in the tunnel leads down into the closer of
room K50.

Cau ld ron: One halfof a silver key is visible at the bottom
of this cauldron. The cauldron con tains a thick, translucent
liquid and isn't set over a fire. The liquid is actually a gelati
nous cube! Any character who sticks a hand into the cauldron
is considered grappled by the cube, and is immediately pulled
into the vat. Roll initiative.

Ge la t inous Cu be (Cauldron-Shaped): hp 54; MM 201.
Tables : The tables are loaded down with an array of

materials, most of them not particularly valuable (but Set

Treasure , below). Bottles include man y magical components.
including "Eye of Newt ," "Hair of Bat," and "Snail Hearts:
as well as esoteric substances with names likely unknown
to the PCs.

Podium: A dark red book on th e pod ium is titled. in
Infernal, Codex AJVO(/Jre (the Book of hll'ocations). This item
is described on page 212.

Afina agreed. and Khyristr ix revealed her true nature as a
devil.

Afina knows that Khyristrix has some sort of arrangement
with Strahd. He provides her with some protect ion and a
locat ion from which to base herself, in return for her tending
something in the nearby tower-something Afina refers to as
the Dayheart.



Treas u re: Besides the Codex Atlvocare, a careful search
(DC 18) through all the jars and vials on each table brings
tolightseveral useful items , including: 1 vial ofacid, 2 flasks
ofalchemist fire, tOO tindertwigs, 3 vials ofantitoxin, 2 su n
rods, 1 tanglefoor bag, 3 thunders tones , 10 vials of ipecac (see
description on page 209), and a glass jar with a single live
garden larva sealed inside it (see page 157). One jar hold s a
dead shocker lizard, while another contains 18shocker lizard
eggs, half of which are viable (each worth about to gp).

The half of a silver key at the bottom of the cauldron is
pan of an item called the Portal Key.This halfhas th e word
'Portal" etched on it. The other half of the Portal Key lies
forgone n in a rotting chest guarded by spiders in room K69.
The Portal Keyopens the door to crypt 12 in room K84,The
Portal Key and the door it opens is someth ing the devil Khy
ristrix has used to draw forth minions from a dark dimension.
However, because ofthe risk associated with using the portal ,
shehascommanded servants to hide the key. Khyristrix has
posted guards around the portal in K84 to make sure no one
meddles with it.

KS6. WARLOCK BEDCHAMBER
When the warlocks aren 't doing the
bidding of Khyristix or experiment
ing on alchemical creations, they stay
here.

Three beds covered in black
comforters li ne the west wa ll.
Bureaus, sma ll tables littered
with combs, pins, and other
persona l ite ms fill out th is
chamber's conte n ts.

In the unlikely event that PCs come
upon the warlocks unawares,adapt the
K55 Warlock Alchemy tactical map on
page 155for use.

Asearch of the chamber uncovers a
fewvaluable odds and ends (see Trea
sure, below) and Afina's Journal (see
sidebar).

KS7. DEVIL'S GARDEN
Thetop of this tower is not empty.

This parapet rises high above the
castle-only two towers rear
higher. Bluish sludge covers the
parapet, secreted by nearly a
dozen white, wet, rat-sized slugs.
The slugs move slowly,
migrating among pooled sludge
and vaguely anthropoid fleshly
bulbs rooted into the stone
parapet. The parapet is ever so
slightly canted, enough so tha t
the excess sludge languidly
drains along the northern
catwalk into an entrance on [he

neighboring tower. An acidic, vinegar-like odor
dominates the air.

The devil Khyristrix tends an awful garden here of her own
creation, with specimens culled from hellish realms from
beyond the bounds of this world .

When PCs first discover the parapet, the y have a fight on
their hands.



of blue sludge that flows from the
parapet toward the tower. The
remnants of rusted railings cling
here and there to the sides of
th e catwa lk.

The catwalk bridges the top of the para
pet (K57) to the chamber of the Dayheart
(K60a).

A fight on the sludge-slick catwalk
requires part icipant s to make a DC 15
Balance check each rou nd or fall 100 feet
(10d6 damage) to a roof of a lower part of
the castle . See en try K53 for information
on the slippe ry tile roof of the castle.

KS9. HIGHTOWER PEAK
The spiraling staircase finally ends at
a narrow walkway that encircles the
top of the castle's highest tower. A

dark stone shaft stretches down farther th an you
can See from a 2o-foor-diameter hole occupying
most of the floor here. Cold air rushes up the shaft
carrying the odor of moldering graves. Wind
whis tles plaintively th ro ugh sma ll w indows that
pierce the rowe r walls. Aging beams support a sreep
roof, though one beam and part of the roof have
collapsed. letting in a steady drizzle of rain.

The shaft (KIBa) runs cont inuously with the stairway (KIS)
down to the catacombs (K84). A character falli ng the length
of the shaft takes 20d6 points of damage from the jso-fcor
fa ll.

There are no bats among the beams supporting the roof,
but every night bats swarm out of the shaft (0 feed in the
surrounding lands and spy for Strahd.

K60A. DAYHEART LANDING
characters find the Dayheart at the top of this tower.Iocked
immovably in midair.

Tact ical Enc ounte r: K60A Dayhcart Landing on page
158.

Raven loft Fortunes: If an item is indica ted here, it is
locked inside the Dayheart (easily visible through the trans
parent crys tal). Strahd appears here whe ther the fortu nes
ind icate it or not to defend th e Dayheart .

Tac t ica l Enc ou n te r: K57 Devil's
Garden on page 156. D-SFT.

Development: The devil Khyrisrrix
(var iant barbed devil) has struck an
uneasy allian ce with Srrabd. In return
for Strahd providing a safe base for her
to grow her un ique garden, Khyristrix
tends the Dayheart (room K60A). cha n
neling excess life force from her garden
sufficient to keep Strahd and those he
designates immune from the effects of
full daylight.

Khyristr ix has no interest in making
deals with the PCsagainst Strahd- she'd
rather have them as new specimens in
her garden.

Devi l's Garde n: The garden is a
fiendish ly simple ecosystem refined by
Khyristrix over many decades. In its cur
rent state, the garden consis ts onlyof two
components: garden larva and devil's trees. No other plant s
or organisms live within the garden . In truth, garden larva
are imma ture versions of devtl's trees;however, they require
a suitable catalyst to make the full transformation- they
require a living humanoid creature.

When a garden larva successfully insinu ates a living
hum anoid long enough to kill it, the corpse is transformed
into a devils tree .

Devtl 's Tree: A devil's tree is essentially a fleshy (instead
of woody)plant that can root in most any medium, including
stone,and which is nurt ured by the uniqu e effluvia ofgarden
larva. A devtl's tree bears a vague resemblance to the human
oid it once was,but no brain activity,personality,orany other
ability of the seed creature remains. A devtl's tree is a trophy
in the garden, pleasing Khyristr ix when she gazes upon it.
The entire devtl's tree grove serves another purpose, as well.
The psychic link age Khyristrix maintains with the Dayheart
in room K60a isgenerated by the mindless fleshly trees, and
is ultimately responsible for the Dayheart's power.

A devils tree has AC to, hardness 2, and 20 hit points .
There are approximately 60 devtl's trees in the garden atop
the parapet. Each devil's tree contains Id4 writhing pieces
of "fruit" at anyone time- garden larva nearly ripe and
ready to dro p.

Pool ed Effluvia: Twolow spots on the parapet hold shal
low pools of the garden larva's bluish secretions. Slippery,
thi s stuff isn't necessarily dangerous. and in fact is slightly
nutritious.The poolsalsoserve Khyristrixas places to lounge,
sleep, meditate, and store items of interes t.

Treasu re: If Khyristr ix is defeated , the hellheart locket
(see page 213) can be liberated and smashed to aid in the
destru ction the Dayhean. The barbed devil also enjoyed
the benefit of one dusty rose iou tl stOth'. Those who spend
10 minutes painstakingly searching the pools discover the
scatte red sum of 3,000 gpo

KS8. CATWALK
A slender stone bridge hangs in the swirling fog,
connecting th e top of a parapet wi th a neighboring,
higher rower. T he stone is slick w irh a thin rivu let



Tac tica l Encou n ter: K61 Hallway on page 162 .
Devel op m e nt: PCs can attem pt W int eract wi th the troll

stalker. A success ful DC 35 Diplomacy chec k (PCs get a +10
bonus to th eir chec k for using Auran) causes th e creature to
cease fight ing and tell its story (in Auran) in response to PC
que stion s:

"My name is Nicoramus. I U'(H a hero. Now I am a slave,"
" I am lJ IIVUlg wt'lJpon. I was victorious i'l lJ uur long

forgottt" I."
"Wewere cal/t'tl tru;:latlan by l'l osewhobred usfora noblt' pur

pose. Nowweare forgotlen, a'id Ifremembe red atlJll we
are called spm t trolls, or troll stalkers.

"I answerto Lucian. As long as Lnrmn
holds my octbs tcne, I must do as hr
commands."

"Lucia'i lairs nortllwt'st oflit". Dr
stroymyoalhstorlt,a tlJ I'llcomrltle
a taskfor YOIl."

Th e troll stalke r won 't reveal
any addi tiona l infor ma tion
about Lucian; it doe sn't actu 
allyknowthat the lion-headed
crea tu re is merel y a body pos
sessed by a shadow demon
n amed Lucian.

The troll stalker can't leave
th e hallway where it's current ly
stationed; however, if pc s find
an d destroy the oathstone in
room K72, it is freed from all

compulsions. True to its word,
Nicora mus wi ll complete one

task for the PCs. See the guide-
lin es prese nted on page 261 of the

Player's Handbook under the lesserllla-
uar allyspell for determin ing what sort

of task the troll stalker is willing to un
dertake (in thi s case, treat the PCs as if
they have provided a paymem worth a 7
hour task by dest roying the oa thstone).

K62. SERVANT'S HALL
The low ceil ing of this long hall sags und er heavy
beams. A fog clings to the floor in thick patches,
obscu ring eve ry thing less than 3 feet above the
floor. A figure bearing a torch, mumbling and
giggling, stand s in the eastern end of the hall before
a set of wrought i ro n bars.

This fog-shrouded hall is th e haunt of a madman.
Creature: The figure standing giggling at th e portcullis

guardi ng th e wine cella r (K63) is Cyrus Balcescu. Poor old
Cyrus is crazy. He has served Strahd for un counted years and
is totally devoted to him. Cyrus tends to giggle to hi msel f for
no apparent reason. Cyrus is not aggressive. Indeed, he tries
to spea k with PCs tfh e spies th em.

The first th ing Cy rus tell s PCs is:
"Why aren't you i'l your room in tileSOllfh ToU'rr?.'-flJs ler said

tl1l1 t'swlli re you weresfayi'lg.You'dbest retire !IIerr, or Cyms IV Ill
probablyw lcll blamr!"

Cyrus gives direct ions to room K49.

TIN "D",)!JI!Qrt's sinister bl!ilt SIUfai"J fIN
-' f4sUr oj fbi! CAJIII!witb jillsl! lill!

Develop men t: This is one of the locarion s th at Strahd
puts in an appeara nct' (in his mon st rou s for m) to defend the
Dayhea rt. though he prefers not to battl e to th e death here.

Despite the proxim ity of Khyristrix in th e adjacent tower,
me devil doesn' t join in to a con flict across th e catwalk (K 58)
unless PCsactuallyenter he r garden (K 57). She iscu rious to see
bow Strahddeals with the Pes.At the DM'sop tion, she might
arrack weakened pe s who have just d riven Strahd away.

EvenifpCs beat back Strahd and defeat the vampire and
vampire spawn guardia ns , they have a hard rime des troy
ing the Dayheart with out the hellh ean locket th at
Khyristrtx wears, as desc ribed un der the
Dayheart entry (page 212).

Below the main floor ofthe castle, thi s sublevel is funda men
[ally a continuation of the keep undergrou nd. The Sou th
Tower stai rs (KI8) exte nds through thi s level and below.

K60B. NORTHTOWER
PEAK

Rafail the vampire and the
spawn he controls have their
coffins here. Even if Rafail and
four spawn have already been
dealt with, th is room remain s
dangerous due to its po ten t
traps and other guard ians.

Tactical Encou n ter: K60B
Northtower Peak on p age
160.

Develop men t: PCs co uld
potentially end th e thr eat of
rejuvenating vampires by pu sh
ing all the coffins th rough the
chutetrap in the floor (descnbed
onthe tact ical map),

Treasu re: The six coffins in
this chamber contai n a layer of
damp grave soi l, in wh ich a few
items of inte rest can be found with a
DC 15 Search chec k.

Cof!i'l I: 10 emera lds eac h worth
100 gpo

Coffin 2: A sculpture ca rved ofjade ofa
three-headed hound worth 700 gpo

c.ffin J: 2 pollollSof,h,,'d off,,,II, +4.
CDffin 4: polloll ofha,',.
OJffin 5: Empt y (see vampire spawn statis tics-it wears a

nng off,alh" falllllgl-
CDffin 6: Empty,
Rafall'sCoffin: See Rafail's statis tics - he carries a +1 bas

lt1rd sword, a cloak of YfSlSfanCt' +4, and a +1chain shirt. Bur ied
in the grave earth layer ing the botto m of th is coffin is a bag
ofJust of dryfless.

K61. HALLWAY
This halhvay hides a nasty t rap and a lurki ng threat. Those
who make it th rough the h allway can access either th e stair
well K21 or K62, the Serva nt's Hall .



If asked what he does for Strahd, Cyrus responds:
"You knoU', odds Im,1ends, cleaning and COOb'lg, looking aftrr

thmgs. hi fact, I gol sometJling in the pot right '101l'!"
Cyrus snaps h is fingers briskly and reti res to roo m K65,

the Kirchen .
If PCs ask him, Cyrus accompa n ies them th rou gh th e

castle, acti ng as their guide (poorly). He also enjoys tell ing
unfu n ny jokes at inappro pria te t imes. O ne of hi s favorites.
which he tells sho uld any part y member spea k of a dead
comrade, or if any part y member comes dose to dying or
actua lly dies:

"That reminds meof the one aboul lhecorpS( and the uxc! See,
tllere It'tlS this corpst, all dead and rotting, St'e? And this axt . .. a
red one ... it It'tlSsticki,lg out ofthecorpse, set? It It'asstlckUlg out
so it sort of looked likr thecorpse Ilad t'tree arms, see? Ah 'ta! Ha
hahahahahah!"

63. WI NE CELLAR
This wi ne cellar conrains some rare vintages, as well as a few
devious traps and gua rdia ns. Simpl y getti ng past th e po rtcul
lis is a challenge in itself.

Tac t ica l Encou n ter: K63 Wine Cellar on page 164 .
Development: If th e th reats that gu ard th e vintages are

overcome, or at least avoided, PCs can search th e cellar for
vintages of ancient repute. For each 10 minutes and a suc
cessful DC 15 Search chec k, PCs find a rare (valuable) vint age
amid a surplus of spoiled wine.

Carmit ru Cellars "Cabe rner Franc" aged 10 years; 200 gp
Aust in Dim ir Vintners "Pinot Noir" aged 7 years; 250 gp
Bumbe scu Winery "Petit verdot" aged 12 years; 300 gp
Dragomir "Clos de Dragomir" (Bordeaux) aged 3 years ;

500 gp
Chateau Mi lisov "Chardo nnay" aged 1 year; 100 gp
Des Voign e Ce llars "Merlot" aged 3 years ; 200 gp
Marecu Vintners "Pinot Noir" aged 8 years; 350 gp
Selymes Ce llars "Vintage Merl ct " aged 20 years; 3,000 gp
Selymes Ce llars "Barovia Red Mountain" aged 5 years;

12,000 gp

Th e Vintage Merlot and Barovia Red Mountain radiate
magic. A glass of the Vintage Merlor (4 glasses/ bo ttle) is
equivalent to a potion ofheroism, while a glass of Barovia Red
Mountain (4 glasses/ bo tt le) is equ ivalent to a pollon ofgreeter
magicfa ng +5.

K64. GUARDS' STAIR
Th e gray. dusty steps spira l into dark ness.

Th is stai rway begin s at K6B and goes up past K13 to K46.

K6S. KITCHEN
This steaming kitch en is ripe wi th a horrible odor of
decay. A huge pot bubbles over a blazi ng fire in the
center of the floor, its green, muddy con tents ro lling
over and over.

If any PC look s into or othe rw ise interacts with th e POl, refer
to th e tact ical map. IfCyrus is w ith the PCs, the tact ical map
provides in structions on his act ions .

Tac tica l Encounter: K65 Kirchen on page 166.
Development: A search th rou gh th e kit ch en cabinets

and cupboa rds un earths a few item s of value. A successful
DC 15 Search chec k revea ls a +1deat'er (treat as a sci mitar),
to small jars filled with valuable and rare spices worth a total
of 40 0 gp, and a polio'l offi re brratll.

K66. BUTLER'S QUARTERS
Cyrus spends hi s t ime here when not serv ing to Strahds
needs.

This cramped ch am ber overflows with jun k. Amid
the morass of tapestries, rugs, and piled clothes is a
sagg ing bed . Piled on th e bed are broken swords,
cru mpled sh ields, and dented helmets.

Cyrus (see K62) has been scavenging furnishings from empty
roo ms, as well as equ ipment from visito rs to th e castle that
failed [0 escape. He's never managed to acquire anythi ngof

any part icular value;
Srrahd and Strahd's
saner servants keep
th ose to th em selves.

IfCyrus is w ith the
PCs when they enter
this chambe r, a DC 20
Spo t chec k reveals
how h is eyes light
up when he looks at
th e PCs' equipment
He says, "If you ever

need [Q sto re any·
thing, th is is th e room
to do it in . A goodcoi
lection always wants
(0 grow! " In fact, he
look s forward to add
ing th e PCs' stuff to
th e room once Strahd
gets around to dealing
with them.



K67. GUARD'S HALL
Battles have been fought and lost in th is large c hamber.

Darkness, cold as winter sweat, fills this chamber.
urge oak tables, scarred and beaten, lay scattered
like roys about this room, their wood crushed and
splintered. Dark stains cover the floor and walls.

Three years ago, 3 party of adventurers entered Srrahd's
domain and made it to this chamber before the ir fare
caught up with them. Here. Strahd, Lucian. and severa l
other servitors massed and finall y took down the intrud
ers. Their remains are int erred in one of the catacomb s of
KS4(crypt 10).

IfCyrus is with the pes wh en they enter this chamber, he
says:

"On, norv IlleS( felloU's war tOllghones!Cl1m( 10 kill tht' uhlsler
afthr cast le! Strl1hJ had 10 galher hIS forct's to stomp them lurf. I
dunk he keeps "u"skulloftlmr leaderasa troJ1hy."

Cyrus elabo rates so me on this last bit :
"Iamwishing I llild krJII the skllll asa trophy.butStrahdSll'l'pt

awaythrm'llli"s before I couldcollect Ilnysolllle'lirs. J know wllfre
the bodies are intl.' rml: in lhl.' (rypt with the itlSlription, 'Let IhfSI.'
remind thosf WIlDwoullf (O tltfst till.' MllStds It'iIl: SomfwJ1I.'rf in
the Catacom bs below, I'm too afraid togodotvn there."

K68. GUARD'S RUN
This is a simple corridor.

This arched corridor connects a heavy wooden door
on (he north with a passage ( 0 the south. Cool, m o ist
air issues from an archway in the west wal l.

K69. GUARD QUARTERS
Thedead sleep here, restles sly.

Deathly silence reigns here. Dusty. thick cobwebs
hang from the ceiling of this long passage,
thickening toward (he darkened west. Wide alcoves

open off both sides of the passage. Rorting cots,
disintegrating chests, and rags are visible within.

If PCs enter K69, th e tact ical map provides derail s of th e
resulting en counter.

Tactical En co u n ter: K69 Guard Q uart ers on page 16B.

Development: A casual look through the quarters (once all
the webs are burned out) brings to light several rotting chests
mat once con tained the personal bel ongings of long-dead
guards. O ne of the chests hold s half a silver key, stra nge ly
untarn ishe d, and with the word "Key" etched on it. This is
onehalfof th e Portal Key that ope ns th e door to vault 12 in
room KB·t The othe r halfof th e key is in the bottom of the
cauldro n in room K55. If joi ned together, th e Portal Key
becomes fu nct ional. See th e description of th e Port al Key
onpage 215.

K70. KINGSMEN HALL
The large room co ntains ev ide nc e of past fights .

This room lies in chaos. Shattered furniture lies in
heaps near the walls. Broken bones lie scattered
amid crumpled and crushed plate armor. Shields

Ar~ thos~ c(Jlnv~bs, or som~thillf.f(lr 'NIors~!

and swords jut from the walls as if driven there by
some tremendous force. There is a door in the center
of the north wall. and a door in the center of the
south wall. A dark archway leads out through the
east wall.

If pes enter thi s room from K67 or K71, the gua rd ians in
K71 and lucian in K72 respond to intruders.

See K71 on th e next page and the associated tact ical map
(wh ich also po rtrays room K70) for additional informat ion.

K71. KINGSMEN QUARTERS
Th e alcoves to th e north and sout h of this passage conta in
Lucian-placed (see K72) guardians.

A dark. low passage connects an ascending staircase
to (he east with a large chamber ro the west. Sickly

yellow lichen covers the ceiling. Two darker alcoves
lie on either side of the passage, from which a
demonic stink emanates.

Ifpes have already fought l ucian in K72, then the bar-lgura
guardians that nest here have already come to l ucian's call.



If pe s kill ed them there, the y are no longer nesting here.
O therwise, refer to th e tact ical map for encounter det ails.

Tactica l Encou n te r: K71 Kingsmen Q uarte rs on page
170.

Deve lopment: A search of th e bar-lgura nests uncovers
approximately 400 gp, loose.

K72. OFFICE OF V ENGEANCE
This is Lucian's office.

This shadowy room is in perfect order. An old cot
stands to one side, its heavy blanket pulled taut and
straight . Lances and swords are carefully hung on
the spotless walls. A great desk stand s against the
south wall with inkwell, papers, and other item s
perfectly in place.

Wh en PCs first encounter Lucian , they see a noble-look ing
knight with golden eyes and great white wings spread from
hi s shoulders. If they catch Lucian un awares, th ey find him
sitt ing at the desk,carefully scribing important-looking docu
ments .Thi s is Lucian (inhabiting a half-celest ial by means of
a dem onic mag ic item called the fangof inhabitation).

Whether Lucian antic ipates the PCs arrival or iscaught off
guard at his desk, he atte mpts to fool th e pe s int o bel ieving
he is a potential ally. (In truth, Lucian is a shadow demon
inh abiting the bodyof a half-celestial. He's an agent of Strahd
who stops at nothing to advance Strabd 'soverall plot ,or fail
ing that, to destroy the PCs).

To fool the PCs, Lucian trie s to steer the d iscussion:
"I have just arrived here, looking for the evil lllal infests this

pIau- flaW you ht'ard of someone named Siraltd?"
The half-celestial uses the dist ract ion of the conversation

to find out as much information as he can abou t the pe s.
He makes up details about himself, or uses the information
found in the half-celes tial's mind to fill in believable fact s,
such as:

~ I am Fmldromar,a p,tladin ofgood. I travellltt' worMs, putting
rigId wrongs, and aidUlg Ihe good-hearted aga inst thewicketl.~

' You seek someo necal/fd 'Lucian?' Yes, I've heard someof thoSt'
I'verncountered here speak that name. Apparenllyhe isa powerful
allyofSirahd. W, should fi"d him'"

When Lucian believes he has learned everything he ca n
from the PCs, he atte mpts to steer th em toward room K71,
indica ting:

"Somefhlngextraominary liesupthestairs at theenaoftlzisJlall;
let tn f show you!"

If the Pes fall for the bait , the bar-Iguras attack.
If l ucian can't pull off his deception and the PCs attac k

him in his office, see th e tactical encounter.
Tact ica l Encou n ter: K72 Office of Vengeance on page

In.
Development: If the half-celestial is defeated, th e shadow

dem on l ucian ju mps out of th e bod y and into th e fang of
inhabitation (which is worn ben eath the half-celestial's armor
and is not visible to the PCs). From there , Lucian bides his
tim e until the fang is found. Then he attempts to jump into
the weakest creature he can sense (Cyrus, if Cyrus is st ill with
the parry). Wh en th e tim e seems ideal, lucian atte mpts to
slip away in h is stolen form to locate Strahd. The next tim e

the PCs encou nter Strahd, lucian is with him (in his shadow
dem on form, or inside a capture d NPC or PC, if possible).

If l ucian is somehow separated from th e half-celestial
Fandromar without killing Fandromar, the paladin is broken
and mad from th e years he has spent in thrall to an Abyssal
demon . Fand rom ar loses any paladin abilities he once pos.
sessed and seeks to flee th e castle as quickly as he can .

Treasu re: A search th rough th e desk reveals several V3:1u
able document s, includ ing:

Adoc u ment written in Abyssal whi ch is an accountingof
Lucian's agents and their location s: Nicora mus in th e trapped
hallway (K6!), the bar-lgure's in th e nearby alcoves (K7t~

and th e necromancer in K77. The docum ent also iden tifies
Bildrath as a spy in th e town of Barcvia.

A document written in Common whi ch purport s to bean
"Indulgence,"According to th e fancy script of the docu ment,
it is good for th e pardon of punishment th at the "Master
of th e Castle- might otherwise levy agains t an intruder. II
is not absolution from any particul ar cr ime, nor is it bind
ing. HO\v'ever, ifpresent ed to Strahd during any diplomatic
int eraction, it adds a +5 ci rcumstance bonus to th e holders'
Diplom acy check.

A document purport ing to be a "Lentence.vTh ts document
purports to allow the carrier free access to Castle Ravenloft
and is signed by Strahd himself. If th e PCs di splay it to any
sentient creatu re, they gain a +5 bonus on any Bluffchecks
they make regarding their presence in the castle.Thi s doesn't
work on lucian or Strahd.

Also in the desk are tOO vellum sheets, ink, 24 envelopes,
and a leather bag containing 213 pp .

In a locked (O pen lock DC 25) side door of the desk is a
t ranslucent stone set in a square j -by-j -by-j -tnch block of
onyx , Inscribed below the translucent stone is the name
Nicoramus in Abyssal. This is the oalhstolledescribed by the
troll stalker in room K61.

Also in the locked drawer, a cru mbling document written
in a dead language (read language or simi lar to deciph er) is
stored. Thi s document purports to tran sfer autho rity to pos
sess the oatllS fo ne from Grand Genera l Kalerh on to lucian.

Finally, in additi on to his other magical equipment, Lucian
wears the fang of inhabitation around hi s neck. This fang
shaped ruby hangs on th e end of an iron chai n, The fang
serves as a specia l focus for a magic jarspe ll, modi fying the
parameters of the spell (see page 212 for a desc ription of this
item). When the encounter begins, th e fling has been used
once-each fang can only be used two times to successfully
possess ano ther creatu re,

If Luci an Appears in H is True Form : If the shadow
demon emerges from th e half-celest ial and its fang ofInhoJbJ.
tation , it atte mpts to secretly follow the PCs, and attack them
the next tim e they rest ,even ifit mean s following them bad
to th e Village.

LUCIAN , SHADOW DEMON CR 8
HP 45 .,,-----,c:-..,..-;- ,-------::---,- - --;:-- - 
CE Medium out sider (chaotic, evil, incorporeal)
lnit +11;Senses darkvisicn 60 ft., Listen +16, Spot +16
languages Common , Abyssal

AC 22, touch 22, Flat-footed 15
HD 10



The floor beneath the two feet ofstanding water in the hall
way (four feet ofstanding water in the cel l blocks ) is trapped
(to guard access to the Necromancer's tiny corner cfSrrahd's
castle in K76). As shown on the associa ted tactical map, four
c-foor squares are trapped with teleport traps . If any creature
walks across one of these squares. the trap activates , ini tiat
ing the tact ical encounter.

Tactica l Encoun ter: K73 Dungeon Hall on page 174.
Development: Refer to K74 and K75 for additional details

for the area covered by the K73 tactical map.
K76 to the west is \..:here the Necromancer pits her best

new undead against each other in survival of the fittest con
tests. If the Necromancer hears noises in this chamber, she
prepares herself for visitors.

Item
2 flasks of embalmingfire (see page 209)
1 flask of ghost-touch oil (see page 209)
1 flask of liquid night (see page 209)
1 vial ofli,hbone (see page 209)
2 potions ofgaseous form
1 wand offalse life

d6
01
02
03
04
OS
06

K74. NORTH CELLBLOCK
This waterlogged cellblock was converted to a lab before
the flood.

The fungus-clad ceiling hangs 4 feet above black
water. Brackish. smelly liquid consta ntly drips from
t he fungus into the wa te r. The rop of strange
looking equipment emerges from the water along
the sout hwes t po rt ion of the chamber.

If one or more PCs enter th is chamber without having first
triggered the K73 Dungeon Hall tactical encounrer, then
their entry (if they do no t successfully sneak to avoid the
notice of the two boncclaws here) tr iggers th at encounter.

Tac t ica l Encou n te r: K73 Dungeon Hall on page t 74.
Under Four Feet of Wat er: Th e water-filled cellblock

costs Medium or smaller crea tu res 4 squares of movement
to enter (2 squares for Large crea tures). Tumbling here is
impossible.

Development: The Necromance r (K77) used this cham
ber as a necromant ic lab before she upgraded her facilities
(K 7B). However, remn an ts of past use remain, mos tly below
the water. Heavy, rotting wooden workbenches lie beneath
the water, as well as steel cots complete with rotting straps .
Tumbled. broken cabinets, shattered glass from a variety
of strangely shaped lab equipment, the remnants of now
unknowable necromantic tomes, and various humanoid
bones litter the area beneath the water. Among the detritus.
some items of value remain.

The end-point of a trap (KBt) and chute (KB2) deposits
victims in the northeastern section of the room . From this
side. the secret door is difficult to find (Search DC 35) and
difficult to open (Disable Device DC 35)

Treasure: Each successful DC 25 Search check (searching
beneath brackish water is hard ) in the area recovers one of
the following items . Once an item is found, cross it off the
list .

Vile Dam age (Ex) Can only be healed by magic cast within
the area of a consecrate or hollow spell. Only in a holy
place . with holy magic. can the damage be repai red .

Flesh-Ripping Claws (Su) When claws touch flesh, they
become corporeal and can claw, rake , and grapple
opponents while ignoring armor. These attacks a re made
as touch attacks . Corporeal foes can only attempt to
escape a grapple; they can't deal damage or pin the
shadow de mon in a grapple.

Improved Grab (Ex) If Lucian hits with both claws. it ca n
sta rt a grapple as a free ac tion without provo king an
attack of oppo rtunity. lfit wins the grapple check, it
establishes a hold and ca n rake.

Rake (Ex) Use agai nst a grappled opponent. dea ling 2d6
points of vile da mage per round. When pou ncing, it can
rake with each rear claw (+17 melee tou ch att ack ), each
dealing 1d 6 po ints of vile d am age.

Pounce (Ex) Dive or lea p upon a foe du ring the first round of
combat and make a full attack (incl udi ng a rake) eve n
though it has moved .

Light Powerlessness (Ex) When subjec ted to bright light
(such as sunlight), Lucian flees . Withi n such light. it takes
a - 4 penalty to AC, attack, damage. and save rolls . and
skill and ability checks .

Immune fire, cold, electricity, mind-affecting, poison, sleep,
paralysis , stunning, disease, critical hits, nonlethal
damage, ab ility damage. energy drain . death effects

Fort+9, Ref +16. Will +10
Weaknes s light powerlessness

Abilities Str - , Dex 24, Con 10. Int 10, Wis 17, Cha 20
Feats Great Fort itude. Improved Initiative, lightning Reflexes
Skills Bluff +18, Concentration +13, Hide +30, Intimidate +18.

Knowledge (arcana) +13, listen +16, Move Silently +20.
Spot +16

Speed fly 40 ft. (8 squares, perfect)
Melee 2 claws +17 melee touch (ld6 vile)
Base At ll: +10; Crp +17 (see flesh-ripping claws)
Special Actions darkness enhancement
Spell. Like Ab;I;l ies (Cll0Ih):

l/week-magic jar (DC 20 , 22 with fang)
l /day-detper darkness, damning darkness (see page 210)
At will-darkness

K73. DUNGEON HALL
Thenecromancer who holds court in K77 has trapped this
waterlogged passage.

Black. still water fills the arched hallway. The waters
surface is like mirrored glass. dis tu rbed occasionally
by falling condensation. Two arched doorways lead
off either side of th e hall to half sub me rged iron
doors. A weak cry for he lp occasiona lly sou nds fro m
the south door.

DUNGEON AND
_____..lo.oC.u/Uj\COMBS

Thelowest level ofCastle Ravenlofe .Iocated 90 feet or more
underground , contains beth dungeons and catacombs. It
includesthe great crypts ofBarov and Ravenovia, Sergei von
Zarovich, and Count Strahd himself. The South Tower stair
(K18) winds its way down to this level.



K75. SOUTH CELLBLOCK
This waterlogged cellblock is still used for detaining
prisoners.

Brackish. sme lly water floods this cha mbe r,
providing only a few feet of clear air bet ween the
surface and a dr ippy ceili ng th ick with greenish
black growth. Intact cellblocks run along the sou th
wall. From th e far cell comes cries for help.

Ifone or more pes enter this chamber without hav ing first
triggered the K73 Dungeon Hall tact ical encounter, then
their entry (if they do nor successfully sneak [Q avoid the
notice of the wraith here) t riggers tha t encounter.

Tactical E ncou nter : K73 Du ngeon Hall on page 174.
Under Four Feet of Water: The water-filled cellblock

costs Medium or smaller creatures 4 squares of movement
to enter (2 squares for Large creatures). Tumbling here is
impossible.

Development: Cell 4 contains the villager Emil , whose
calls for help can beheard even in the hallway, Emil appears
to bea human male ofaverage height and weight with black
hair and dark brown eyes. If pCs converse with hi m, he asks
to be rescued .

"Hey! Can you get nte outof Ilrrr? I'tn soglad 10sa you! I (IHl ',

bdlt'\lt" fvr SIIn'iwd thislo"g. I figured if I did,,',drown, tllr un,lra,l
wouldgt"tme!"

..J wa srxp/oringarolln,l hrrewilen somethinggot nlr . Thr next
thing J bl(w, I was jloati'lg ill lu re. I think my skm IS about rtady
toWrinkle away!"

~ If yOIl It"t mego, J Cl1 t1 Ilflp YO Il. I'm prt"tty IIll'lIly WillI a boll'.
Ha ck HI 8ayo\l;a , it lVas Emil t'lt·y IIsed to asl. to br ing down tIlt
mad 1t'01Vt's tha t got too clost' to town."

Emil doesn't speak falsely, but he lies by omission . He
did once hunt wolves outside Barovia. After he survived
a particularly close call, he came dow n with lycan thropy.
After th at, be beca me an agent of Stra hd . Lately, Strahd's
become mistrust fu l about the Necromancer's command
over un dead, and sen t Emil down here to spy on her (since
Emil isn't undead). But Emil was caught and stashed here
unt il the Necroma ncer decides what to do with him . She
will probably let him go, as she doesn't want to prove to
Strahd that she serves anything other than the Master of
(he Castle 's will , but she hasn 't gotten around to doing thai
jus t yet.

If the PCs release Emil and let him come with them, he
fights on the side of the PCs (in his human form) as longas
they fight the Necromancer or any of her undead in rooms
K73 through K7B. After that , he slinks away at the next
opportunity to report to Strahd about what's been going
on. Emil defends htmself (tn his werewolf hybrid form) if
the pes attack him.

EM IL, WEREWOLF HUMAN FORM CR 8
HP 62 _----::-:-_:- _
Male human fighter 6
CE Medium humanoid (shapechanger)
Init +7; Senses low-light vision. scent; listen +5. Spot +S
Languages Com mo n



Two large thrones on
this balcony overlook a
flooded chamber filled

with rusted torture
equipment. A red
velvet curtain runs

floor to ceiling, hiding
the rear po rtion of (he
chamber from view.

K76. TORTURE ROOM
The Necromancer uses this room as a testing ground. The
iron bound double door between K73 and this chamber is
locked.

Dark shapes rise from the still water that fills this
high-ceilinged chamber-the dark shapes of racks,
iron maidens, stocks, and other instruments of pain.
A few contain skeletons frozen in silent screams.
Two thrones on a balcony to the north overlook the
chamber, and someone sits upon each throne.

The read-aloud assumes that Pes enter the chamber by wayof
K73. IfpCs arrive from K77 byway of K8B. they havealready
met the Necromancer. However, the Strahd zombies, the rot
reaver, and the spectre (named Stefania) remain in this cham
ber and attack anyone who enters it from either direction.
If pes enter the chamber, see the associated tactical map for
encounter details .

Tactical Encou nte r: K76Torture Room on page 176.
Development: Whenever the Necromancer creates a

new undead, she runs it through its paces in this old torture
room. Undead that can stand up to rot reavers must be resil

ient and tough-the Strahd
zombies represent, to her, the
minimum strength creature
she's prepared to create .

The Strahd zombies are so
named because it was from
Strahd that she learned the
secret of creating azombie so
much more powerful than a
stan dard shambling corpse .
She dutifully creates more
Strahd zombies as requested
by the Master of the Castle,
though she has lately come
to believe Strahd is losing
his mind. To that end, she
has become more secretive in
her creations, and unwilling
to let anyone-even agents
of Strahd-into her sanctum
(K78).

K77.
OBSERVATION
BALCONY
This balconyoverlooksthe
torture room.

eR8

}./or~ Ilul1ljUJllorlllr~

~quip"'~1f1 is drO'U',,~d h~r~

AC 15, touch 13, flat- footed 12
H0 6
Fort +7, Ref +5, Will +6

Abilities Str 10, Dex 16, Can 14, Int 10, Wis 15, Cha 12
SQ wolf empathy, +2 natural armor
Feats Improved Init iative , Iron Will, Point Blank Shot. Precise

Shot , Rapid Shot, Track', Weapon Focus', Weapon Focus
(longbow)

Skills Bluff +4, Hide +7, listen +5, Spot +5

Speed 30 ft. (6 squares)
Ranged longbow +11/+6 (ld8)
Base Atk +7; Grp +7
Atk Options Point Blank Shot, Precise Shot, Rapid Shot
Special Actions alternate form

AC 17, touch 15, flat-footed 12;
HD6: DR 5/silver
Fort +9, Ref +7, Will +6

Alternate Form (Su) A werewolf can assume a bipedal hybrid
form or the form of a wolf.

WolfEmpathy (Ex) Communicate with wolves and d ire
wolves: +4 racial bonus on Charisma-based checks
aga inst wolves and dire wolves .

Speed 30 ft. (6 sq ua res)
Melee 2 claws +9 (ld4+1) and

bite +S (ld6+1)
Ranged lo ngbow +13/+8 (l d8)
Base Atk +7; Cr p +7
Atk Options curse of lycanthropy;

Point Blank Shot, Precise Shot,
Rapid Shot

Special Actions alternate form

Abilities Str 12, Dex 20, Con 18,
Int 10, Wis 15, Cha 12

SQwolf empathy, +2 natural
armor

Feats Improved Initiative, Iron
Will, Point Blank Shot, Precise
Shot, Rapid Shot , TrackB,
Weapon FocusB, Weapon
Focus (longbow)

Skills Bluff +4, Hide +9, listen
+5, Spot +5

A1temate Form (Su) A werewolf
can assume a bipedal hybrid
form or the form of a wolf.

Curse of lycanthropy (Su) Any
humanoid or giant hit by a
werewolf's bite attack in animal
or hybrid form must succeed on a
DC 15 Fortitude sa ve or contract
lycanthropy.

Wolf Ernpathy (Ex) Communicate with
wolves and dire wolves; +4 racial
bonus on Charisma-based checks
against wolves and dire wolves .

EMIL, WEREWO LF H YBRID FORM
HP 78
Male human fighter 6
CE Medium humanoid

(shapechanger)
Init +9; Senses low-light vision,

scent; listen +5, Spot +5
languages Common



If the PCs come to this balco ny from K76, they've seen
the Necromancer da rt back behind the curtain and have
(possibly) dealt with the Strahd zombies, rot reavers, and
spectre named Stefania. If the PCs enter the chamber from
K78, the th reats waiting below the balcony in K76 remain
to be dealt with, even if the Necromancer has already been
dispa tched.

Tactica l Encounter: K76 Tort ure Room on page 176.
Developmen t : Some times the Nec romancer trades wi th

free-willed crea tures she hasn't created (such as Strahd and
his agents).Thus, she keeps a stash ofplat inu m nearby to pay
for services rendered.

Tre as u re: A satchel conta in ing 600 pp is hidden (Search
DC 30) in a secret compa rt ment below the cushion of th e
wester n th ron e,

78. NECROMANCER'S SANCTUM
All the doors to K78 are iron and lock when closed. Each
requires an Open Lock check (DC 35) to open, and has
a hardness of to and 60 hi t points. To smash open a doo r
requi res a DC 28 Strength check. The Necromancer has a
key [Q each door.

A great vat squats in the center of [he chamber, filled
wi th roiling pale mucus. From their alcoves to ei ther
side, bloated giants stand pulsing and heaving. Two
walls of the chamber are lined with rome-stuffed
shelves, and a stained desk is shoved into the
southwes t corner. Behind the vat, a sle nder fig ure in
pale leather ar mor and hood yells in consternation.

If PCs open his chambe r from the balcony (K77), they
probably witnessed the Necromance r dart back behind th e
curtain. They have possi bly already dealt with the Stra hd
zombies and rot reavers of K76.

If the PCs open th is cham ber and find the Necroma n
cer prese nt, she yells out, "Strahd ca n send all the spies he
wanrs-c-I'll kill them all and raise them as my pets!"

The PCs have an opportunity to attempt to negotiate with
the Necromancer if they wish. If they prefer a fight , proceed
to the tactical encounter.Otherwise, see Development,below.
The PCs might decide to try a diplomatic approach afte r
combat starts-refer back to Development if tha t happens.

Tactical Encou nter: K78 Necromancer's Sanc tum on
page 178.

Developm en t : If the PCs announce to the Necromancer
they are not agents ofStrabd. she gives them an oppo rtunity
to convince her of their claim. tfpCs can succeed on a DC 25
Diplomacy check, the Necrom ancer talk s to th em . PCs can
gain a +5bonus on their Diplom acy chec ks if th ey can pro
vide evidence of th eir en mity agains t Strahd; for ins tance ,
showi ng the Necromancer a holy sword or othe r regali a of
good in use by the PCs.

If the Necromancer talks to the PCs, th ey learn the fol
lowing over the course of the strained conversation:

'" am TItrrdra Aranax. J'l'f long servrd Strah,l. Who wouldn't
bowdown to sucha black·ltrartrdroHIf'r? But latrly ... 5trahdhas
'lot bt'r'l hlmsrl{"

"J qurstion tyHig myself to somronr wllD'sgrip on sanity slowly
crumbles."

"Ilisgrcwmg insamtymamfrstsItstlfnt manyways. Mosl obVI
ously, Ilr startrd sCPldinghisservatltssterr"y against me,disgUISing
lhrm asvlllilgers. He'sforgoftrn all "vr donr for 'lim, and what I
couM a((omplish against him, should J drciilr to acf."

"Stralld has rnagmfird his strrngths ItndIliddrn hisH'rakn t'sstS.
The Dllyhearl krrps him l11hl Ius strval1tsStlft' from the sun. HIS
lirulr'lal1ts, such the sJladowdemon LUCian lhal InllabltsIht'pala·
dm, and Khyrislrix wlro tends tlu Devil's Gardrn thatfuds tht'
Dayhrar l, art' Iusstrrngth s. Killmg them would weak-rn StrahJ.-

The Necro m ancer's Barga in: If PCs wan t more than
simply being allowed to leave un harmed, the Necromancer
offers them a dark bargain :

'" cangive yO Il sllcCljic aitl, if yo II firstdo sOlllrihingfor mc. 'will
fOl1n you litis nng, 11 rmg of llar lmg prcwuted, which Will protal
yoII fro m Strahd'slife·dra ining 101lch. Second, I will tellyouwlh're
to fintla blrssrd saint's rrlic in llu «rfucombs."

"Hrre'swhal J rrquirein rrturn formyaid-britlg mr tltetongllt
ofa liVing man orwomanfroUl Ihr vJllagr of Blirovia. Tllr mallor
womlHl must bralive wllrn you rentlrr Ihrir I01lg1H' unto me. My
Ustfor It lIascrrta", nrcromanlrc rt'qUlremr'ltsthat runnot be Sfl
asidr. What sayyout'

The Necromancer won 't sway from her position-she
wan ts a tongue from a living humanoid (it doesn't necessar
ily have to be from a villager). If the PCs won't accede , she
tells them to leave un til they ch ange thei r minds.

If the PCs agree to th e request, she im mediately slips the
ri ng off her finger and passes it to the PCs, sayi ng:

"Your accrptance of this ril1g isyour tmbrrakablr plt'dge 10 bring
mr what I rrqursted witlull twoU'l"i'ks. If tlot, one ofyouforfells II

tO llgue-you'f1wl1ke andfinll it gone."
The Necromancer doesn't necessar ily kn ow how to accom

plish th is last threat. but she whole hearted ly believes that she
can figure it out with her resou rces.

"Iu adtlihon to thr ring, I promised toglVr youdlrrcfionstoa reltc,
Do you know nohrre tIle calacombsare? Go through tltr middle door
(ro i'lting to IIlr ncrthem door lraditlgfrom her sanctum), ascrnJ
lite stairs, andfollow tilt' hmnd. At lhr erld au'ails til('calacotn m.
Ot1U yourradl tltr «rtarombs, pf'O(rrdIllrrefly rast pastfour crypts
10 a crypl sri U1tOIIIf rast wall. TIlr 'Iamr cnce It1scnbetl there n
clawt'll away. htsidr, you'll fi,ltl Samt .\.farkovia's Thighbone. A
relic of somr power thai isusrful against Strahd."

Treasu re : In addition to the items worn by the Necroman
cer, there are several valuable book s on the shelves. However,
discou nti ng those books described below, the en tire library,
with its t reatises on necromancy. undeath. anatomy, and
related topics, is worth about 5,000 gp, if it cou ld be trans
ported ou t in its entirety. The library conta ins some two
th ousand books and scrolls.

Thr Necromancer's spdlbook: Prepared spells (see page 178)
plus O-all except abjuration and illusion spells; Ist- idl"t1 11fy,
magic Iwapotl. shirld; 2nd - Melfs acid arrow, sec ulVlslblldy;
3rd-slow, stitlkiflgcloud;4th- animatedead.

Anoth er shelfcon tains a tatt ered tome entitled llN-r BIas·
l,!lrme. The tome is incomplete. One fragment of the tome
found its way to the church in Barovia (area £ 7), and is partly
responsible for the zombie infection that swept the village.
Other fragments are completely unaccounted for. This tome
fragment is described on page 214.



Abilities Str 3, Dex 15, Con 10. lot 2, Wis 14, Cha 4
Feats Aler tness. lightning Reflexes
Sle ills Listen +11 , Spot +11

The -tc-foor-lcng corridor connects two spi ral stairways.
The no rth stairway leads do w n to K78 (by way of KS3). The
sou the rn stai rway leads to K37 (by way of K83).

Speed 5 ft . (l square), fly40 ft. (good)
Melee swa rm always hits (l d6 and wounding 1 hp/rd)
Space 10 It.: Reach 0 ft.
Base Atk +2; Grp -

AC 16. touch 14, Oat-footed 12
HD 2
Immune wea pon damage, critical hits. flanki ng. t rip, gra pple.

bull rush , targeted effects
Fort +3, Ref +7, Will +3
Weakness +50% damage from area effects , wind

vulnera bility

Swarm Attack (Ex) A bat swa rm deals automatic damage to
any creature whose space it occ upies at the end of its
move. This att ack is not su bjec t to a miss cha nce for
concea lment.

Dist ract ion (Ex)Any Jivi ng creature vulnerable to a bat
swarm's d amage that begi ns its turn with the swarm in
its space is nauseated for 1 round unless it succeeds on a
DC 11 For t itude save. Spellcasting or concen trating on
spe lls within the area of a swarm requires a
Concentrat ion check (DC 20 + spell level). Using skills

K83. SPIRAL STAIR
A rough- hew n sta ircase sp irals up from [he depths.

From K78. the spiral stair ascends to K83A, and then con
ti nues up to K37.

K83A. SPIRAL STAI R LANDING
This long, stra ight, roug h-hewn corrido r breaks off
from th e vertically spiraling stair.

K84. CATACOMBS
Buried deep beneath the keep of Ravenloft , an
arched ceiling here sags over squat crypts , forming a
maze of catacombs. A th ic k fog clings to the floor
and cobwebs hang lim p in the musty air. Th e black
cei li ng appears to move.

The ca tacombs fill an area roughly 110 feet east to west by 180
feet north to south .They are made upof to -foot-wid e arched
walkways runn ing be tween to-foot-squa re c rypts. The crypt
walls and the arches over th e walkways support th e cei ling,
whic h is 15 feet high throughout this area.

T housands of bars nest in t hi s area , sleeping here du ring
th e day an d flying up through KISa to exi t at H ightower
Peak (K59) at night. If the PCs cast an area spell that encom
passes th e ce iling whi le fight ing any of the de nizens of the
cry pts , th ey trigger a swar m ofbats. The bars fly arou nd th e
e nco u nte r area , making co mba t di fficult for everyone .

BAT SWARM CR 2
HP 13 -,--- _

N Dim inut ive animal (swarm)
In it +2; Senses blind se nse 20 ft. , low-ligh t vision; li st en +11 ,

Spot +11
Aura distr action (Fort DC 11 o r nauseated 1 round)

The stairs ri se from K78 at a 4S-degree ang le for a di st an ce
of 40 feet, wh ereupon th ey deposit travelers on this tu-focr
square lan di ng. The stairs continue eas t and up at the same
angle for 30 additional fee t, ending at a door (secret on th e
other side) th at leads to K72.

The chute plunges diagona lly from the trap door in KSt
through a secret door into what was once a cell in the north
eastern sec tion of K74.

Those who succumb to th e tra p slide down th e polishe d
chute with out any chance ofstoppi ng them selves and emerge
with conside rable velocity in K74.The fall deals 6d6 da mage
(DC 18 Reflex save for half damage).

The secret door in K7+ clicks back into place (Search DC 35
to find and Disable Device DC 35 to open). Ifit is found and
opened, climbing the polished marble is difficult and requi res
,DC 25 Climb check.

K79. WESTERN STAIR
When th e pe s reach the landing on this stai r, read:

The landing ofancient stone is worn from centuries
of use, bur now dust cakes the floor and cobwebs
choke the passage.

K80. CENTER STAIR
This rough stone stair ascends between two
masonry walls . Swirling mist languidly flows down
the stairs, cool, damp, and smelling of the grave .

The stairs ri se fro m K78 at 3 45-degree angle for 20 fee t,
endi ng at 310-(001 square land ing. The landing leads (Q a
tun nel that ru ns eas t (KSt).

K8!. TU NNEL
Fog flows like a river from the east, covering the
floor of th is long, low tunnel. The tunnel's damp
walls are rough a nd scored.

Dwarves and those who succeed on a DC 15 Knowledge (dun
gecneering}check can tell that the tu n nel doesn't resemble
rhe standard architec ture of the rest of th e castle. In fact, the
runnel seems relatively new, and appears to bo re th rough th e
very pi llar-roc k of Ravenloft.

The eas tern end of the tu nnel opens into K84, the Cata
combs. The door between the tun nel and great catacombs
is a heavy crypt door not designed 10 easily open. A DC 20

Streng th check is requi red to push it open (or to close it).
A t rap ens nares the unwary 25 feet eas t of the top of th e

stairs. The swirling fog makes it mu ch h arder to find rhan
usual. Those who fall into it find themselves slid ing dow n a
long marble chute (K82).

Fog-Sh rouded Pit Trap : CR 5; mechanical; loc al ion trig
ger;automatic rese t; DC 25 Reflex save avoids ; victims fall into
K82c hu te; multi ple targets (first target in eac h of two adjace nt
5·[t. squares); Searc h DC 30; Disable Devi ce DC 17.

K82. MARBLE SLIDE
A smooth shaft of polished black marble offers no
purchase, no hope of stopping, as you slide th rough
the darkness.



that require patience and co nce ntration requ ires a DC 20
Concentration check.

Wind Vulnerabi lity (Ex) For the pu rpose of deter mining the
effects of wind on a bat swa rm, treat the swa rm as a
creature of the sa me size as its constituent creatu res (see
Winds, DMG 95). This means that a bat swa rm
(Dim inutive crea tures) can be blown back 1d6x10 feet by
a strong wind and blown away by a severe wind , such as
that created by a gust ofwind spell. Wind effects dealld6
points of nonlethal damage to a swarm pe r spell level (or
Hit Dice of the orig inating creature, in the case of effects
such as an air elemental's wh irlwind) . A swarm rendered
unconscious by means of nonlethal damage becomes
d isorganized and d ispersed , and does not re-form until
its hit po ints exceed its nonlethal damage.

O ne o rher c reatu re lurks in the cataco mbs, sulking prey
through the walkways-a darkweaver.This spider-like aber
rati on from the Plane ofShadow follows the PCs through the
cry pts, staying out of sigh t (H ide +21). The pes might ge t a
vague sense t hat something large and dark is following them.
After the PCs fight wi th another creature in the cataco mbs,
the dark weaver activates its shadow strands, forcing them
closer so it can feed on t heir strength.

CRYPT I: STELIANA ALBUSEL
The epi taph inscribed on th is stone door reads:

te liana Albusel: She now wa lks a pa th of pain and
torment; A gift to all who look upon her st ill

This heavy stone door (Strength DC 20 to open) co nnects to
a tu nnel (K8t), no r a crypt.

Re search: No one nam ed Ste lia na Albusel ever wa lked
th e streets of Barov ia (Q the best of anyone 's recoll ection.
(Knowledge [local] DC t 5 Ot Cathe r Infor rnarton DC 15)

DARKWEAVER CR 10
HP 49 .,,--_.,.--_,---,---_ -:-,--- _
NE Med ium aberration (extra plana r)
Init +4; Senses all-around vision , darkvis ion 60 It.: Listen

+10, Spot +10
Aura shadow strands (60 ft ., concealment, DC 10+ Str or

Escape Artist check to move away from darkweaver: see
below)

Languages Abyssal , Common, Infernal

AC 26, touch 18, flat -footed 22
HD 9; Fast hea ling 3; DR 5/mag ic
Immune flanking
Resist cold 10; SR 16
Fort +4, Re( +7, Will +9
Weakness sunl ight vulnerab ility

Speed 20 (1. (4 squares), climb 20 ft ., shadow jum p
Melee 4 tentacle rakes each +10 (ld4+3) and

bite +5 (ld6+J plus 2d4 Sir)
Space 5 ft .; Reach 5 ft . (10 ft . with tentacle rakes)
Base Atk +6; Crp +9
Atk Options Improved Grab, Combat Reflexes, Power Attack
Spell -Like Abilities (Cl 13th):

3/day-confusion (DC 17), darkness , suggest ion (DC 16),
tongues, web (DC 15)
l /day -shadow walk

Abilities Str 17, Dex 18, Co n 12, Int 15, Wis 16, Cha 17
SQ shadowstuff armor, tentacles

Feats Aler tness , Com bat Reflexes , Power Attack, Weapon
Finesse

Skills Climb +18, Concentration +7, Hide +21, Listen +10,
Move Silen tly +11, Search +9, Spo t +10

Shadow Strands (Su) At will, a darkweaver can create an aura
of weblike, semisolid shadow that emanates from it in a
60-foot spread . It can see no rmally through the shadow
st rands , but ot her creatu res have difficult y doing so . A
crea ture 10 feet away from another in the strands has
concealment (20% miss chance) , wh ile a creature 20 feet
away has total concealment (50% miss chance, and the
creatu re cannot use sight to locate the ta rget) . Even
darkvts ion , blind se nse, and blinds ight are thwarted by the
shadow strands, but true seeing allows a creature to see
through them.

A creature in the area of the strands can freely move
toward the darkweaver, but mov ing away requ ires a
Strength or Escape Art is t check. The DC for the check is
10 plus 5 for each 5 feet of movement the creature tries to
move. A creature adjacent to the darkweaver can move
freely as long as it remains adjacent to the darkweaver.
Freedom of movement effect s bypass this effect .

A darkweaver can move freely, and the area of
shadow s trands moves with it . Other creatures in the area
are no t affec ted by the dar kweaver's movement, but
might find thei r movement co ns trained in a diffe rent
di rection o n the ir next turn.

Creatu res within the stra nds ca n automatically
d iscern the di rec tion in whic h th e darkweaver lies .
Similarly, the darkweaver knows the precise loca tion of
eve ry creature within its sha dow strands (except those
warde d wit h freedo m of mo vem ent) as if it had
tremorsense to a range of 60 feet.

Sunlight Vulnerability Whe n exposed to sun light o r to light
equivalent to a daylight spell, a dar kweave r takes a -2
pe nalty on all attac ks , saves , checks, and dam age ro lls,
and its fast healing ab ility is negated . However, because
of t he co nce alment grante d by the crea tu re's sha dow
st ran ds , only a daylight spell whose source is adjacent to
the darkweaver can inflic t th is pe nalty.

Shad ow Jum p (Su) A darkweaver can travel between shadows
as if by mea ns of a dimension door, as long as the
teleportation begins and ends in an area with at least
some shadow. It can shadow jump up to a total of 320
feet per day, in 10 -foot increments. A darkweaver in its
shadow strands has enough shadow to jum p from unless
a light source as bright as a daylight spell is brought
within 5 feet of it.

Improved Grab (Ex) If a darkweaver hits a Small opponent
with a ten tacle rake , it can start a grapp le as a free act ion
without provoking attacks of opportunity. If it gets a hold.
it automatically hits with its bite, and each successful
grapple check it makes during successive rounds
automatically deals bite damage.

Shadowstuff Armo r (Su) A darkweaver's armor of
shadows tuff grants it a +4 deflect ion bonus to AC and a
+10 bonus on Hide checks (included in the statistics
above) .

Tentacles An opponent can make sunder attacks aga inst a
darkweave r's tentacles as if they were weapons. The
tentacles have 20 hit po ints , but severing one dea ls no
damage to the darkweave r. The da rkweaver usually
withd raws from combat if it loses two tentacles . Severed
te ntacles regrow within a day.



Treasure: A secret compartme nt in th e stone hier (Search
DC 24) hold s a pollo1l off1yand a rlllg ofirotherf,tll .

CRYPT 5: DUCHESS DOROTA DOBRE
The epi taph inscribed on th is stone doo r reads :

Duchess Doro ra Dobre; Loved Forever; By Her
Grieving Family

If the PCs ope n th is heavy stone doo r (Strength DC 20) or
th e door to Cry pt 6 , the tactical encounter for Crypt 6 is
tr iggered.

Tactical Encounter: Crypt 6: Saint Markovia on page
182.

Research: Duc hess Dorora Dobre was a minor noble of
lit t le importance, remembered by his tory only for her flam-

ing red hair and fiery personality.
(Knowledge [local) DC 20
or Gather Information
DC 20)

Development: The
remains of poor Dor
ora were shoveled out of
here and replaced with
a boneclaw and two
Stra hd zombies by the
Necromancer, who is in
terested in making sure
th at th e th ighbone of
the saint in th e adjacent
cry pt remains gua rded
against casual tomb raid
ing. The boneclaw and

Strahd zombies emerge
if th is cry pt is opened, or

if Cry pt 6 is distu rbed.
Treasure: A secre t compartment in the stone bier (Search

DC 24) holds a scroll ofaoylight.

CRYPT 6: SAINT MARKOVIA
The epi taph inscribed on this stone door has been scratched
so as to be almost unreadable. A successful DC 20 Search
check allows a cha racter to read the damaged inscription:

Saint Markovia; Grea t Was Her M ig ht; Undone Bya
Jea lous H a nd

If the PCs attempt to open Crypt 5 or Crypt 6 , the tact ical
encounter is triggered.

Tactical Encou nter: Crypt 6: Saint Markovia on page 182.
Research: Markovia was a local priest with a reputation

that no evil could ever touch her. She went missing all the
same. (Knowledge [local) DC 15 or Gather Informarion
DC 15)

Addi tiona l Kno wledge and Gat her In format ion che cks
rel at ed to Markovia are desc ribed wi th her artifac t on
page 216.

Treasure: The skeleton and regalia of th is corpse has
almos t completely disinteg rated away; all tha t remains is
one th ighbone. This is the arufac r Smut M arkovla'sThighbol1€
descri bed on page 216.

.A cr)'pl illScri plion

Lady Iolande
Yonescu;
Merchant Queen
Exrraordinaire:
Purveyor of H ope

This heavy stone
door opens (Strength
DC 20) to reveal a 10
foot-squa re hollow
containing a a-foot-by
j-foor rectang u lar slab
of marble, 3 feet high,
on which a rag-d raped
skeleton reclines.

Research: lolanda
Yonescu was the on ly
daughter of a simple cobbler. Want ing
more, she left Barovia at a young age. Over a twenty-year
period, she built a veritable trade empire. She returned to
Barovia, found a place in the court, and died here happy
before Srrehds rise to power. (Knowledge [loca l] DC 15 or
Gather Information DC 15)

Treasure: One of the skele ton 's hands, gripped to its
chest, tightly holds a tarnished, antique silver ankh (wort h
1,000 gp).

CRYPT 2: AURICA DANCESCU
The epitaph inscr ibed on th is stone door reads:

Aurica Dancescu: Court Cei li ng Painter; Beloved of
Dragomi r

This heavy Slone door opens (Streng th DC 20) to revea l a 10
foot-square hollow containi ng a j -foot-by-g-foor rect angular
slab of marble, 3 feet high, on which a rag-d raped skeleton
reclines.

Research: Aurica was an illegit imate daug hter of th e
Zarovich line who found a place in the cas tle th an ks to he r
great artistic talent. (Knowledge [local] DC 12 or Gather
Information DC 12)

CRYPT 3: LADY JOLANDA YONESCU
The epitaph inscribed on
this stone door reads :

CRYPT 4: PRINCE AUREL
Theepitaph inscribed on this stone door reads:

Prince Aurel Plesu: His quest for the sky never
ceased

Ifthe PCs open th is heavy stone door (Strength DC 20), the
tactical encounter is triggered.

Tactica l Encou n ter: Crypt 4: Prince Aurel on page 180.
Research: Prince Aurel Plesu was mad. He hunted the

woods around Barovia, always hoping to bag a flying horse
heswore he had seen on the horizon. He had a trusty hound
thataccompa nied him every where . He finally plumm eted to
hisdeath whi le unwisely wandering near a deep chas m. His
hound loyally followed after him. (Knowledge [local] DC t7
or Ga ther Information DC 17)



CRYPT 7: ENDOROV/CH
The'ep itaph in scri bed on this stone door is not visible because
the stone door lies on the floor, obscured by fog.Th is leaves
the crypt gaping open. Bendi ng close and swirli ng away the
fog covering the fallen door reveals wh at is insc ribed:

Endorovich [he Terrible; What the Blood ofSlaves
Could Not; A Woman's Scorn Achieved

If the pes bend low to read th e epi tap h or move {Q enter th is
crypt. the tactical encounter begins.

Tac t ica l Encou n te r: Cry pt 7: Endorovich on page 184.
Research: One story tells of a noble calle d Endorovich,

who loved a woman in the Zarovich court, but she loved
ano ther. As she and her lover dined, Endorovich put poison
in the man's wine glass . The glasses were mixed and the
woman accide nta lly dra nk th e dea dly m ixtu re.The lover was
hanged for the deed and buried in the cemetery beh ind the
church in Barovia . Endorovich was driven mad with gui lt
and killed man y women in his lifetime. (Knowledge [local]
DC 20 or Gather Inform ation DC 20)

Treasure: In a secondary cry pt accessible th rough a secre t
door (Search DC 28), roning leathe r bags lay beneath rags of
white linen.The bags hold a total of 340 pp.

CRYPT 8: MAR/US
The epitaph inscribed on thi s stone door reads:

Marins; A Life Well-Lived; Long Su fferi ng,
He Found Peace

If the PCs open th is heavy stone door (Strength DC 20) or
the door to Crypr 7, the tactical enco unter for Cry pt 7 is
triggered .

Tactica l Encounter: Cry pt 7:End orovich on page 184.
Research: Marius was kn own for hi s wealth of k nowl

edge on rhe geog raphy of far-away places. gai ned mos tly
th roug h corr esponde nce with mercha nt co ntacts in other
cities. Martus died ofa lon g-running fever th at never broke.
(Knowledge [local) DC 20 or Gather Information DC 20)

Development: Two ghou ls co nsu med Mart us's remains
and now claim the cry pt as their own. They emerge if th is
door is ope ned, or if Cry pt 7 is d isturbed .

CRYPT 9: ADRIAN SELYMES
The epitaph inscribed on this stone door reads :

Adrian Selymes; King of Vintners; Inte r red with
Great M ou rn ing

This heavy stone door opens (Strength DC 20) to reveal a to 
foot-square hollow conraining a j-foor-by-s-fooerecta ngula r
slab of marble. 3 feet high, on which a rag-draped skele ton
reclines.

Research : Adrian Selymes was the lord vintner to the
Zarcvich kings for a hu ndred years. H is long life was an rtb
ured to rhe nearly supernatura l wines he was capable of
producing in his secret winery. Adrian learned his tech niques
by studying similar superna tura l vintages the world over. No
one kne w wine as well as Adrian. (Knowledge [local) DC 20
or Cather In form ation DC 20)

Treasu re: One ofthe skeleton's hands, gripped to its ches t,
tightly holds the neck of a bottle of wine: Selymes Cellars

"Barovia Red Mountain" aged 5 years , wor th 12,000 gp.
A glass (4 glasses/ bot tle) is equivalent to a potion ofgrt'ilter
magicflUlg +5.

CRYPT 10: VENGEANCE CRYPT
The epi taph inscribed on this stone door reads:

Let th ese remind those who would contest the
Maste r's will.

This heavy stone door opens (Strength DC 20) to reveal a
to-foot-squ are hollow containing the remains of several
huma noids. Read:

The stone walls of [h is cramped hollow hold the
dried corpses of at least four humanoids that were
apparently tortured to dea th . Cruel iron bands hold
bodies to three of the walls, while body hangs from
the ceiling. A burnished sk ull si ts atop a rectangular
slab of marble, j-feer high.

Here are the remains ofadve n turers who fought and failed in
room K67. The bodies of a dwarf, two humans , and an elfare
attached ( 0 th e walls and ceiling with iron bands. The elf's
head lies alone on the bier. Scru tiny of the rem ains shows
missing and crus hed fingers. burned eye socke ts. and other
horrific signs of tortu re.

The name Dysan ia is cr udely bu rn ed into the elf skull.
Dysani a was th e leader of th e adven turers. Str ahd bore the
elfparticu lar enmity for wounds she in flicted upon him . He
made her final hours excrucia ting.

Treasure: A DC 20 Search chec k of th e bod ies reveals rhar
on e yet wear s a ring of tIlt' righteous (new item described on
page 212).

Th e skull retain s some measure of the violence committed
upon it, and thus det ect s as magical. See th e new item stifled
skullon page 216.

CRYPT II: TASHA PETROVNA
The epitap h inscr ibed on th is stone door reads:

Tasha Perrovna: Lig h t Unto the West; Friend and
Companion

This heavy stone door opens (Strength DC 20) to reveal a
squa re hollow co nrai ni ng a rectangular slab ofmarble. Skel
etal remains lie atop the slab.

Research: Tasha Perrovna, also referred to around court
as the "Hea ler of Kings,"served the Zarovich rulers long ago
and was famed for her beauty and wit. (Knowledge [local]
DC 20 or Gather Information DC 20)

CRYPT 12: KING TOMESCU
The epitaph inscribed on this stone door reads :

King Tomescu; He Traveled Far

This heavy stone door is locked (Strength DC 30 to open,
Open Loc k DC +0 to un loc k). It connects to a portal. nor a
crypt. The silver key (half at the bottom of the cauldron in
K55. the other halfin a ches t in K69) unlocks the door.

If th e door is opened, the tact ical encounter occ urs .
Tac tica l Encou n te r: Crypt 12: King Tomes cu on page

t86.



A monstrosity st~ps tbrDII,h tb~ port,,1 ...

Special: As a specia l use ofthi s portal, a traveler can choose
10 push beyond th e regular limi ts imposed by common sense .

Instead of merely choosing places he has person-
ally visi ted, the traveler can attempt

to travel anywhere he has
heard described or seen in
maps or painn ngs. Mod
ify the dO;; roll used 10

determine transit t ime
by - 25.

Return Trip : Any
pe r tal traveler can

choose 10 instantly re
turn to the crypt so long
as he spent no more

than an hour in (he
locatio n (0 which he
(raveled, hasn't moved

more (han tOOfeet from
the specific point where
he appeared, and has n't
used (he return (rip op
lion in at least seven
days. O therwise, if a
traveler stays more (han
an hou r, h as moved
to t feet or more fro m
whe re he appea red, or

h as successfully used
rhe retu rn (rip option

seve n or fewer days
prior, he is stuck in
(he new locat ion.

Treasure: In add i
lion to th e portal ,
the mirror in th e

secret room where
the eri nyes seductively

poses is framed in fused fingerbones. One of(he fingerhones
is loose, and is a highly potent artifac t: Samt BogdlHl's fi'lger
NJnl', described on page 216. pes can easily remove the loose
fingerhone once it is found among the others (DC 22 Search
check, or a dtfcrt rnl1gl( spell).

CRYPT 13: KING IGNATIE KAZAKU
The epi taph inscribed on this stone door reads :

King Ig n ar le Kazaku: Kazaku the Bright; King.
Leader, and Inventor

This heavy stone door is locked (St rength DC 30 ( 0 open,
Open Lock DC 40 to unlock) and trapped (see below). If
opened, a completely empty hollow is revealed-c-ernpty save
for a strange clockwork device thai is stained with rust.

Research: More interested in inve ntion than in his duties
as a sovereign, Kazaku spem long hours in his workshop
(the location of which remai ns a secret [0 this day). Most
people assumed Kazaku had a demonic advisor chained in
his secre t workshop, for whenever he returned from a month
long Invention binge, he'd have a strange yel elega nt device
clu tched under his arm , a device that provided some minor

d% Transit Time Damage
01-12 Never* Dead*
13-26 72 hours 16d6 points
27-39 48 hours 8d6 points
40-53 24 hou rs 4d6 points
54-66 12 hours 2d6 points
67-80 5 hours 1d6 points
81-100 1 hour None
*later scrutiny of the area (Search DC 25) whe re the
traveler was to have appeared reveals fragments of bone,
the last rotted remains of the caster, who has apparently
been dead for centuries.

Research: No one named King Tomescu ever ruled
in Castle Ravenloft to rhe bes t of anyone's recollection.
(Knowledge [loca l] DC 15 or Gather In formation
DC 15)

Porta l to Anywhere:
Fused to the wes t wall
ofthis crypt is a sto ne
ring, 10 feet in diarn
eter, which frames a
visible dimensional
distortion. Stepping
through the frame
mnspor rs tndt
viduals [0 distant
locations- but not
without risk.

The portal to
~"rll'here is an in
dungeon feature
that cannot be
removed without
damaging the ring
or permanently dis 
pelling th e effect .
The portal detects
as strong conjure
rion, CL 17th.

Porta l Use: When
a rravel e r passes
rhrough rhe ring, he
can transfer h im 
selffrom the crypt
to any othe r spo t
he has personally
visited . He might
arrive at exactly the
spot desired (see
below). However, the
passage between the crypt and the new locat ion is no t
instantaneous; it lakes at least one hour, and often longer,
tocomplete the t rip. Fur thermore, while the t raveler slides
outside the regular geometry of space, awful crea tures that
inhabit the between space lake an unhealthy interest in him.
Consult the table below. Damage taken indica tes unaccount
able clawmarks,scra tches,and bites visible when the traveler
arrives at his destination, though he retains no memory of
baving received the wounds.



utility wi thout (apparently) resort ing to magic. (Knowledge
(loca l] DC 20 or Gather In for mation DC 20)

Prismat ic Spray Tr ap: CR 8; magic device; proximity
trigger (alarm); au tomatic reset; spell effect (prismatic spray
affect s all crea tures in to-foot-by-t e -foo t squa re east ofcrypt
13, i j rh-level wizard, DC 20 Reflex, Forti tude, or Wi ll save,
depending on effect); Search DC 32; Disable Device DC 32.

Trea su re:The strange device Sitting on the bier is a clock
work music player. Despite its rusted, pitted exterior, if the
metallic flange is wound a few times and released ,a haunting
tune plays as a testament to the maker and the mas terwork
materials used to craft it. In the right market, it is worth 500
gold pieces .

RYPT 14: SHUHUL ISHAI-BAL
The epitaph inscribed on this stone door reads :

Shuhul lshai-Bal; Advisor to Endorvich: Friend from
the Eas t; Here Lies His Family in Honor

Opening the heavy stone door (Strength DC 20) reveals a
shaft that plunges 40 feet in to da rk ness. If PCs descend into
the shaft, they trigger th e tact ical encou nter.

Tactical Encounter: Crypt 14: Shuhul Ishai-Bal on page
188 .

Research: The noble Endorovich kep t a family of servi
tors from a far eastern land, bu t lit tle was known of them
or thei r true he ritage. (Knowledge [loca l] DC 20 or Gather
In formation DC 20)

Development: Th e fiendish trap near K 86 has caught
th e occasiona l wand erer in thi s roo m. O n some occasions,
if St rahd is watch ing a part y par ticu larly closely, he migh t
loiter in th is room in the hope th at a lone PC sudde n ly
transposit ions in to one of the coffins. If this occurs, Stra hd
dominates the PC and sends him on his way to rejoin the PCs.
The dom inated PC helps Strahd move close r to whic hever
plan he pursues (as revealed in the Fortunes of Rave n loft).

Treas ure: Each successful DC 20 Search check of the
refuse filling the bottom of each stone coffin revea ls one of
the following items. O nce an item is found, cross if off the
list.Once all the items on the list are discovered , no additional
treasure is found in the chamber.

dlO Item
1 156 gp
2 Elixir ofsneaking
3 25 pp
4 Silver necklace with diamond (350 gp)
5 Elixir oflIision
6 Wand afhald person (25 charges)
7 Scroll of inJlict critical wounds
8 Scroll of spellimmunity
9 Scroll of destruction
10 Wand ofstoneslcin (10 charges)

CRYPT IS: CLAUDIU
The epitaph inscribed on this stone door reads :

Claudiu: None Shall Ever Forget; His Courage and
Sacrifice

Th is heavy stone door opens (Strength DC 20) to reveal a
ro-foor-square hollow, a recta ngula r marble slab, and a rag
draped skeleton.

Research: Marry peo ple na med Claud iu have lived and
died over the centuries in the lands of Barovia. Apparently,
everyone has forgo tten th is particular Claudiu. (Knowledge
[local] DC 20 or Gather Information DC 20)

Treasure: The rag-draped skeleton clu tches a small gold
medallion (30 gp value) in one bony hand.

CRYPT 16: ELICA FLOREA
The epitaph inscribed on this stone door reads :

Elica Florea; Loyal Servant and Gardner

If the PCs open this heavy stone door (St rength DC 20) or
the door to Crypt 20 , the tactical encounter for Crypt 20 is
triggered.

Tact ica l Encounter: Crypt 20: Sasha lvliskova, page 190.
Rese arch: Elica Florea , a servant in th e castle, was

renowned for the garden she kept in the southeastern court
yard. No one could grow flowers quite so fragrant. (Knowledge
[local] DC 20 or Gather Information DC 20)

Development: While Sasha still enjoyed Strabds undi
vided attention,she gained servants for herself, a feu'ofwhich
"sleep" here.

Treasure: A DC 25 Search check un covers a secre t com
part ment in the bier that holds a wand of command rlants
(5 charges).

CRYPT 17:
COUNT SERGIU SOLOMOVICI

Th e epitaph inscribed on this stone door reads :

Cou n t Se rgiu Solomovic i: Never Afraid To Attempt;
W hat O thers Dee med Im possible

Thi s heavy stone door opens (Strength DC 20) to reveal a
to-foot-square hollow, a rec tangu lar marble slab, and a rag'
draped skeleton.

Research: One story has it th at Count Solomovici, also
called "Ad mira l" Solomovlc l, was keenly int erested in ships
and sai ling crafts of all sorts . Many believe that Solomovici
bui lt a great ship that sank in the much-too-small Tser Pool.
(Knowledge [loca l] DC 20 or Gather Information DC 20)

Treasure: A DC 25 Search check un covers a secret com
partment in the bier that hold s a brass key, a miniature oil
lamp fprovides halfthe light radiu s ofa regular lamp), a won
drous clockwork pocket watch (300 gp value), and a map of
some unnamed body of water that includes the landmarks,
"s kull Point,""Petrified Finger," and "Eyes of M an ."

CRYPT 18: IREENA KOLYANA
This crypt gapes open, its stone door fallen to the floor. If a
PC bends down to examine what is inscribed on the door,
newly engraved letters can barely be seen through th e per-
petual ground mist: .

Ireena Kolyana: Wife

The crypt is empty, the bier clean and polished.
Development:This grave has been prepared by Strahd to

un nerve friends of Ireena, or Ireena herself ifshe accompa
nies the PCs.

If Ireena is with the PCs, she reacts poorly, throwing a
mi nor tant rum . She cries our and kicks at the slab on the



Research: Sasha Ivlis-
kcva was Burgomaste r
of Barovia some 40 years
ago. She seems unique in

hi story- at a time when
Srrabd'sdepredations were
growing worse every year,

Sasha somehow dealt with
the Mas ter of the Castle,
causing his raids and evil
c1eansings to cease. One
d ay, Sas ha disappeared .
For a period ofat least four
years, all was quiet. A new
Burgomaster was appointed
and people began to hope
for the be st. But Strahd

reappeared, as deranged and
terrible as ever, and his depredations have not ceased since.
(Knowledge [local] DC 20 or Gather Information DC 20)

Development: For a while, Sasha enjoyed Strahd's undi
vided attention. But fo r th e last few years, she's lang uis hed
here, commanded to stay wi thin the crypt un less disturbed
or Strahd calls for her.

Treasure: An easily discoverable compart ment in th e bier
holds a variety of items: rouge (to gp), three vial s of qu alit y
perfume (100 gp each), a locket that bears the name "Strahd,"
and a journal.

The journal is completely blank except for the very last
page where Sasha wrote her innermost thoughts. See th e
sidebar for th e journa l en try.

CRYPT 21: PATRINA VELlKOVNA
The epitaph ins cribed on this stone door reads :

Patrina Vel ikovna; Br id e

This heavy stone door opens (Streng th DC 20) to reveal a
to -foot-square hollow, a rectangular marble slab, and a rag·
d raped skeleton.

Research: Patr ina was a villager in Barovia who was stoned
to death for pract icing Witchcraft. (Knowledge [loca l] DC 15
or Gather Information DC 15)

"If you are read ing th is, I am destroyed. You can de stroy
Strahd if you are strong. Find the Hellhear t Locket-the devil on
the high ope n parapet wear s it. Use it to destroy the Dayhea rt ,
that blasphemy, in the adjo ining tower. Per haps you' ll also find
the Sunsword, Strahd's bane . Unprotected by the Dayheart , his
Flesh is vulnerable to the light I forswo re for him, in vain."

CRYPT 22: SIR ULRICH BUCARAVICH
The epitaph inscribed on this stone door reads :

Sir U lrich Bucarav ich

This heav y stone door (DC 20 St rength check to open) opens
to revea l a to-foot-square hollow co ntai ning a rectangul ar
ma rble slab and a rag-draped ske leton .

ground. She enters the tomb,
kicking at the bier and curs
ing Strahd:

"Srrahd! l DARE you to
appear before us here
and now! If yo u' re a m an
at all, you'll cease these
games and face us
NOW!"

Strahd does not respond to
this provocation. For him, the
psycholog icaI ga me is more
import ant.

Treasure: lying upon the
bier is a golden,jewel-studded
comb (500 gp value) with sev- A " U1I~/lli1tf. i" ;criplio,, .. .

eral stands of dark hair lovingly and nearly woven through it.
This is Ireena's hair. Ifasked, Ireena can't recall when Strahd
could have gotten her hair.

SASHA'S JOU RNAL
"He tells me what a good wife I'd be. If only . .. Ifonly his heart
was not pledged to another. Myown hear t, already still, turned
blackthat day. He has brought me here, into th is silent grave. My
passion has blossom ed to hate . I'd destroy him if! could, yet his
powerover me is uncontestable. He lets me suffer this waywhen
hecould simply command me to love him. How I hate him.

CRYPT 19: DHAVIT UTHURLAN
The epitaph inscribed on this stone door read s:

Dhavir The Builder; Thou Standeth Am idst A
Monument To His Life

This heavy stone door opens (St reng th DC 20) to reveal a to
foot-square hollow and a bare rectangular slab of marble.

Research: The Zaroviches employed a grand architect
for the design and const ruct ion of Cas tle Raven lofr . Dhavi t
stayed on after the cas tle was complete . It is com mon ly
acknowledged that few castles, if any, have ever exceeded the
excellence of the floor plan and execution ofCastle Ravenloft.
He is missed to this day. (Knowledge [local] DC 15or Gather
Information DC t5 )

Treasu re: A DC 25 Search chec k uncovers a secret switch . If
flipped,acatch retracts,allowing the bier to swing wide , reveal
ing a steep narrow stair leading down and eventually leveling
offinro a tunnel.This tunnel can beused to exit the castle.

CRYPT 20: SASHA IVLlSKOVA
The epitaph inscribed on this stone do or reads :

Sasha Ivliskova: Wife

If the PCs prepare to open the heavy stone door (St reng th
DC 20) or ope n the door to Cryp t t6 , the tact ical en counter
istriggered.

Tactical Encounter: Crypt 20: Sasha Ivliskova on page
t90,



Research: Sir Ulrich was a knight of the raven , slain by
werewolves. (Knowledge [local] DC 18, Knowledge [nobility
and royalty] DC 18, or Gathe r Inform at ion DC 18)

CRYPT 23: UNMARKED CRYPT
There is no epitaph inscribed on this heavy stone door.
Opening the door (Strength DC 20) reveals a rc-foor-square
hollow containing a rectangular slab of marb le and a rag
draped skeleton.

RYPT 24. IANCU DUDNIC
The epi taph inscribed on th is stone door reads:

Iancu Dudnic; Dog Sled Champion; Unjustly Slain

This heavy stone door ope ns (Strength DC 20) to reveal a to
foot-square hollow containing a rectangular slab of marble
and a rag-draped skeleton.

Research: lancu was a cha mpion dog sled racer. His
reign was cut short by the spouse ofone of the competitors
he beaten too many times. He was found frozen beneath his
sled, terror etched on his face. (Knowledge [local] DC 20 or
Gather Information DC 20)

Development: The west wall of the cry pt is shot th rough
with cracks(Spot DC 25to noticeanythingout of theordinary).
Scrutiny reveals the wall is weak, and some sort of hollow
exists behind it, though no secret door opens onto the hollow.
A DC 18Strength check isenough to collapse the wall, reveal
ing a roughly hewn 5-foor-diameter vert ical tunnel.

The tunnel winds up 70 feet to a secret room off K6t, and
leads down 40 feet to K89, a subcaracomb. The g-foot-dta rn
erer tunnel is essentially vert ical, but is so roughly burrowed
through the stone that a DC 10Climb check is sufficient to
ascend or descend .

Treasure: The rag-draped skeleton clutches a dog collar
with a jeweled name tag that reads "Hektor" (30 gp value) in
one bony hand .

CRYPT 25: STEPHAN GREGOROVICH
The epitaph inscribed on th is stone door reads:

Stephan Gregorovich; First Cou nselor to Baron von
Zarovich

This heavy stone door ope ns (Strength DC 20) to reveal a 10
foot-square hollow containing a rectangular slab of marble
and a rag-draped skeleton.

Research: Stephan Gregorovich wasa respec ted adviser to
Strahd during the vampire lord's wars ofconquest. (Knowl
edge [local] DC 25or Cather Information DC 25)

CRYPT 26: KHUDEN DORANAL
The epitaph inscribed on this stone door reads:

Khuden Doranal; Ascet ic Mon k of the Ecatertnes

This heavy stone door opens (Strength DC 20) to reveal a
to-foot-square hollow conraining a bare rectangular slab of
marble. Acareful examina tion (Search DC 25) reveals a very
faint outline in the shape of a human body, as though a form
once rested here.

Res earch: Khuden Doranal was a renowned monk of the
Ecateri ne Monastery, known for h is rigo rous asceticism. It
is said that his spiri t was so pure that he needed neither food

nor dr tn k,and that he was bodi ly taken up to the Seven Heav
ens after his death . (Knowledge [loca l] DC 20, Knowledge
(religio n] DC 20, or Gather Information DC 20)

CRYPT 27: UNMARKED CRYPT
There is no epi taph inscribed on th is heavy stone door.
Opening the door (Strength DC 20) reveals a to-foot-square
hollow contai ning a rectangular slab of marble and a rag
draped skeleton.

CRYPT 28: ARDAN KHARKOV
The epi taph inscribed on th is stone door reads:

Ardan Kharkov: Chef to the Count

This heavy stone doo r (Strength DC 20 to open) opens to
reveal a to-foot-square hol low that con tains a rectangular slab
of marble on which a rag-draped skeleton reclines.

Res earch: Ardan Kharkov was a respected chefand baker,
who made the wedding cake for Sergei and Tatyana von
Zarovich. (Knowledge [local] DC 25 or Gather Information
DC 25)

CRYPT 29: IVAN PIETROVISKA
The epitaph inscribed on this stone door reads:

Ivan Pierrov iska; Beloved of Anna Philippi'

This heavy stone door (Strength DC 20 to open) opens to
reveal a iu-foor-square hollow that contains a rectangu lar slab
of marble on whic h a rag-draped skele ton reclines.

Research: The name of Ivan Piet roviska is unkn own to
history,but Anna Philippia is well know n as a bard who stayed
for a time at the court of Barov and Ravenovia. (Knowledge
(local] DC 18 or Cathe r Information DC 18)

CRYPT 30: PREFECT CYRIL REMYLICH
The epitaph inscr ibed on thi s stone door reads:

Prefect Cyril Remylich; Beloved of Barov and
Ravenovia; High Priest of the Order of the Raven

This heavy stone door (Strength DC 20 to open) opens to
reveal a to-foot-square hollow that conrains a rectangular
slab of marble and a skeleton draped in white clerical vest
men ts that show no signs of decay.The skeleton's head rests
on a sma ll chest.

Research: Cyril Remylich was the spiritual leader of the
knigh ts of the raven, and the leader of the church under
Barovand Ravenovia. (Knowledge [local] DC 25, Knowledge
[religion] DC 25, or Gather Information DC 25)

Treasu re : The uncorrupted white vestments are prtftct's
t'tstmm ts,a new magic item derailed in the Appendix (pagt
215). In the ches t under the skeleton's head are a strand of
prayrr bt'~Js , 10 +1 silt/ired urrows, and a scroll of rlJIst Jrad.

CRYPT 31: THORGEN THE GRASPING
The epi taph inscribed on this stone door reads:

Thorgen the Grasping; Gold Is His Only Legacy

This heavy stone door (Strength DC 20 to open) opens to
reveal a tn-foor-square hollow tharcon tains a rectangular slab
ofmarble and a rag-draped skeleto n.The skeleton clutchesa
sma ll ches t in its bony arms.



CRYPT 38: DEFACED CRYPT
The epitaph inscribed on thi sdoor has been chipped awayand
is now unreadable. Openi ng the heavy stone door (Strength
DC 20) reveals a hollow th at conta ins th e skeletons of three
large dogs.

K85: TOMB OF SERGEI VON
ZAROVICH

A grand tomb is visible through iron bars (un less th e fer
tunes of Ravenlo fi ind icate Strahd is here, in wh ich case
see below).

Iron bars block a g ra nd m arble sta i r dow n to a g reat,
silen t lo mb, restful in its almos t palpabl e se re n ity. A
w h ite m arble slab in the cen ter of the ca m ber bears
an intricatel y inlaid co ffin. On the far wa ll, three
sta tues of pearly marble sta nd in wide alcoves.

The portcull is that block s access [0 the stairs down to KS5
consis ts of bars of unta rn ished iron . Lifting the gate or
bending the bars requires a DC 28 Strength check.The bars
restrict the movement of any Small or larger creature. No
lock s are apparent on th e gate, but a DC 30 Disable Device
check also opens it.

Fortunes of Rave n Ioft:Th is is a potent ial location for an
enco unter with Stra hd, as proph esied by Madam Eva. If so,
th e tomb is a tactical encoun ter.

Tactical Enco u nter : K85: Tomb of Sergei Von Zarovich
on page 192.

Deve lopment: As described in the Tome of StrallJ,Sergei is
Strahd's long dead brother. Strahd killed him in a fit of mad
jealousy that involved a pact with undea th that ulti mately
turned Strahd in to th e vampiric monster he is today. Sergei
does n't rest peacefull y, but i f Strahd is destroyed, h is spirit
is finally laid to rest.

Treasu re : If th e Fortunes of Raven loft decree an item
is found here, it lies across Sergei's ches t in h is coffin. In
add ition, th e dried, mummified bod y in the coffin wears a
shi nning set of +2sPfll resista 1lce (13) full plate armor.

CRYPT 39: UNMARKED CRYPT
The re is no epitaph inscribed on th is heavy stone doo r.
Opening the door (Strength DC 20) reveals a to -foot-square
hollow th at conta ins a rectangular slab of marble and a rag
draped skeleton .

CRYPT 40: SATERIS TAUL
The epitaph in scribed on this stone door reads:

Sateris Tau I; Last of H er Line

Th is heavy stone door ope ns (Strength DC 20) to reveal a
to-foot-square hollow that conta ins a rectangular slab of
marble and a skele ton wrapped in fragments of an embroi
dered robe.

Research: SaterisTaul was a mystic of th e Barovla region,
supposedly the last of a great line ofseers and for tune-tellers.
She enjoyed the same reputation that Madam Eva now claims.
(Knowledge [loca l] DC 19 or Cathe r In formation DC 19)CRYPT 34 : KING DOSTRON

The epitaph insc ribed on this stone door is wri tten in th e
Infernal language and reads:

King Dos tron: Hell born and Hellbou nd

This heavystone doo r (Strength DC 20) opens 10 reveal a to
foo t-square hollow that contains a rectangular slab of marble
covered with a scat tering of ashes.

Research: King Dost ron was a very ancient ru ler of this
land, long before th e arr ival of Strahd . He claimed descent
from aduke of Hell,and his deeds did justice to th is ancestry.
(Knowledge [history] DC 22 or bardic knowledge DC 22)

Research: Thorge n the Graspi ng is long forgotten . No
check will reveal any th ing about who he \..'as and what h is
role in h istory might have bee n.

Tra p:The chest in th e skeleton's arms is coated with n ith
arit poison (cont act, Fort DC 13, in itial damage 0, secondary
damage 3d6 Con). The ches t contai ns 1 gpo

CRYPT 33: EMPTY CRYPT
There is no epitaph inscribed on this heavy stone doo r. Open
ing the door (Strength DC 20) reveals an empty crypt th at
has never been used .

CRYPT 36: DEFACED CRYPT
Theepitaph inscribed on th isdoor has been chipped awayand
isnow unreadable. Opening the heavy stone door (Strength
DC 20) reveals an empty hollow.

CRYPT 37: JANNES
Theepitaph inscribed on this stone doo r reads:

[annes

This heavy stone door (Strength DC 20 to ope n) opens to
reveal a to-foot-square hollow tha t contai ns a recta ngular
slab of marble and a skeleton wrapped in fragments of an
embroidered robe.

Research:[annes was the name ofa powerfu l illusionis t,
though he was no t known to have any connection to th is
region. (Knowledge [arcana) DC 25 or bardic knowledge
D<: 25)

Treasu re: Tucked beneath the skeleton and its robes is
a wtlnd of fireball . On its finger is a gold signe t ri ng wor th
150gp.

CRYPT 35 : EMPTY CRYPT
Thereis no epitaph inscr ibed on thi s heavy stone door. Ope n
ing the door (Strength DC 20) reveals an empty cry pt th at
hasnever been used .

CRYPT 32: UNMARKED CRYPT

I There is no epitaph inscribed on th is heavy stone door.
Opening th e door (Strength DC 20) reveals a t o-foot-square
hollow with two alcoves in the back wall. A charac ter step-
ping into the eastern alcove is imm ed iately releported into
the eastern alcove in K86, the Cryp t of Stra hd . Similarly, a
character who steps in to the western alcove in K86 appea rs
in the western alcove in this crypt.These portals allow cha r
acters to bypass the bizarre transposit ion trap th at wards the
entrance [0 Strahd 's crypt.



The po rt cu ll is th at b loc ks acce ss to th e stairs
down [0 KB6 consists ofbars ofuntarnished

iron. Lifting the ga te or bending
the bars requires a DC 28

Strength check . The bars
restrict the movement of
any Small or larger em

ture . No locks 3Tt" app3rem
on the portcullis, but a
DC 30 DisableDevicecheck

also opens the gale .
For t u nes of Raven

loft: This is a potential
location foran encounter
with Strahd, as proph
esied by Madam Eva. If
so, t he lomb is a tactical
encounter. If Srrahd is
not here, the guardian of
the tomb in the central

alcove described in the
tactical encou nter dot'S
not lumber into action

Tac t ica l Encounter:
K86:Tomb of Strabdon

page 194.
Development: Since

this locati on is Srrahds
actua l romb. if the pes
defe at h im, his body
reform s wi th in thecof.
fin and is part icularly

vu lnerable. That's when
the ch aracters can finally
achieve the ulti mategoal
of des troyi ng Strahd .

Treasure: If the For·
tunes ofRavenloft decree

an item is found here, If

lies buried in the earth at

the foo t of the coffin (Search
DC 23). In addition. amid the I_
earth tha t is scattered across the £Iooc

of'S trahd's coffin is a pet rified heart-agoryhrart tallSmllnof
thr rrd dragon (new item described on page 213).

K87: GUARDIANS
Stairs from the catacomb level lead down to a landing. Read:

Ten feet down a 2o-fooHvide grand stair waits a
landing. A curtain of blue ligh t bisects the landing,
It is suspended between two ju-foor-rall statues

holding spears. Dimly visible beyond the curtain are
m o re descending steps.

All creatures who pass th rough the curtain who are not lauful
good are relepo rt ed back [0 the top of the stairs west of the
curtain-th is is a portal-like effect, and thus not subject to
saves or spell resistan ce. Lawful good crea tures, or creatures
who can dimension door or otherwise bypass the curtain.can

T« lo,,~ CD/fi", /IN IWSI! ~.r/h DII 'Which it rests . ..
IID/hi"t. INrI! Hs?,,,ks " h"ppy ~IIdillt.

Iron bars block a marble stair down to a g ree r,

murky tomb in which ligh t seems to be repelled,
and from which wafts the smell of freshly turn ed
earth. Settled into th e di rt on th e floor lies a shining
black coffin of waxed wood wi th brilliant brass
fittings, On th e far wall three alcoves wait. O nly the
center one contains a sta tue.

Invisible portals hang between
Crypts 37 and 38 , be tween
Crypt 37 and the wall south
of it, and between Crypt
38 and the wall south of
it.These portals form a
protec tive ring around
the entrance to K86.
The portals exchange
3 living body pass
ing th rough them for
the undead body of a
wigh t from Crypt H .
Since the transfer is
practically instanta
neous, and since only
living and undead
matter travel through
the selec tively tuned
porta l, the transposed
character's armor,
clo th ing, and ot her
equipment becomes
sudde n ly occupied
by a Wight. The tr ans
posed cha racter ends
up in th e w ig h t's
clothes in Cry pt 14,
stuck inside a coffin.
For that charac ter,
the tact ical encoun
ter Crypt 14: Shuhul
Ishai-Bal on page 188
is triggered .

To the vic t im's
companions, it might
see m th at th eir com
rade has sudden ly
turned into a Wight. The
wight tu rn s and attacks.

Tra nsposit io n Trap: C R 10;
magical (Stro ng conju ratio n; C L 15th ); loca tio n t rigge r (see
above); automatic rese t; DC 20 Will save avoids; tra nsposes
(by teleportanon) livi ng flesh wi th undead flesh in Crypt 14
(see above); multiple targets (anyone that enters the trapped
areas); Sea rch DC 25; Disable Device DC n/a .

When the PCs see the grand tomb through the iron bars.
read :

K86:TOMB OF
STRAHD



Tactical
Encounters

Th e follo wi ng pages provide
de tailed in formation for combat
encounte rs in Castle Ravenloft.
A creature's position on a tactical
map is indicated by a circled letter
symbol, which is associated with
the creature in the encounter's
descriptive text. Information about
the features of a room or an area
is provided in a sidebar format
along with the tactical map for
the encounter.

The chamber is a long forgotten pri mi tive temple were proto
hum ans worshiped progenitor deit ies in ages lost to history.
No sentient creature in Ravenloft kn ows of its existence,
though Nicoramus in K61certainly suspec ts that some sort
of deeper chamber waits below, based on the fact rhar ants
have burrowed into its lair recently.

If the PCs en ter the chamber and touch the floor, the tact i- :::::
cal encoun te r is tri ggered. ~

Tactical Encounter: K89: Subcatacombs on page t 98. ~

Development:The proto-hum ans ~

that worship ed in this secret natural ~

hid I h ~.cavern were a 00 y peop e w 0 ~

loved a bloody god, a god whose ~

name has been lost to the ages. .s
Sacri fices occu rred on the table
before the cru dely carved idol (the
rogue eidolon) for centuries, slowly
empowering it.

Treasure: If detected for, the slab
of pictogram-scri bed stone detects
as magical. In fact, it is a magical
location descr ibed on page 220
called the Slab ofS'1ff'fir<.

K89: SUBCATACOMB
The tunnel accessible from the secret room off K61 or the
weak wall in Crypt 240f K84,winds down to K89,a subca ta
comb.The 5 foot-diameter tunnel is essentially vertical,but is
so roughly burrowed th rough the stone that a DC 10 Climb
check is sufficient to ascend or descend .

The run nel. burrowed by giant ants, opens into the ceil
ing of K89. 30 feet above the boulder-jumbled ground.Those
who look into the large subca taco rnb see:

Two to-foot-tall standi ng ston es, capped by eq ua lly
large bloc ks, stand in the center of th is anc ient
cavern. The megalith stands at th e head of a slab of
dark stone on which primitive glyphs are in scribed.
Standing opposite the megalith across the sto ne
tab le is a pr im irive ly carved humanoid statue with
no face . Gia nt ants mill here and there about the
chamber.

S(Jm~ Mils pr~d"/~ MOl Sir"hd

descend down into the safety of K88. It is impossible to see
morethan a few feet down the stairs beyond the curtain from
the west side of K87.

The bronze statues are too large for any but a Tin y or
smaller creature (or a gaseous creatu re) to slip arou nd. PCs
who attempt to destroy a bronze statue to bring down the
curtai n on ly need destroyone. Each bronze statue has hard
ness 9 and 500 hit points must be dealt to bring down the
magical curtai n.

K88: TOMB OF BAROV AND
RAVENOVIA

Stairs from the catacomb level continue past the guarded
landing into a tomb. Read:

The zn-foo r-wide grand stai r opens onto a tomb
resting in hushed silence. Great stai ned-glass
windows filter dim light across the two ornate stone
coffins here. Furrows score th e marble floor of the
tomb's ce nter, as if some great beas t has repeated ly
clawed at the sto ne.

This is the tomb of Srra bd's mot her and father, Barov and
Ravenovia, who Strahd called to rule the valley after he
conquered it (described in the Tottle ofStrahtl),

For tu nes of Ravenloft :This is a potential location for an
encounter with Strahd, asprophesied byMadam
Eva. If so, the lomb is a tactical encounter.
Replace the read-aloud text provided
above with that given in the
tactical encounter.

Tactical En cou n te r:
KBB: Tomb of Barov and
Ravenovia on page t 96.

Development : Aft er
Strahd killed Sergei and
the castle guards "killed'
him, he rose as a vampi re
and took power. Srrahd
killed his own parent s, but
later regretted it, as he has
regretted so much in all the
years since.Sometimes, the
regret drives him to return
to this most sacred tomb
and fly into fits of despai r
ing rage.

Treasure: If the For
tunes of Ravenloft decree
an item is found here, it lies
on top of Ravenia's coffin
(the north ern coffin). In
addition, Ravenia's body is
swaddledin StIint Ecaferina's
Burial Shro lld (new item
described on page 215), and
Barov wears a gree n ring,
the band of spt'll t'l1llance
ment (new item descr ibed
on page 211).



Encou n ter Level 9

US( !Jus tachc'1 1encounterwith the room descrlrtlons on J'tlge
93arid 94.

When th e pe s enter K7, have them make DC 20 Spot
checks to determine whet her th ey can tell that the two
stone dragons (marked as SD on th e map) flanking th e
archway are alive.

If no PC succeeds on this check. th en th e stone dragons
3U3Ck as the last PC passes betwee n them.This provides the
stone d ragons with a surprise rou nd in wh ich to act before
the normal rounds of combat begin. Ifany pe s do not ice
that the stone dragons are living creatures, th en those pes
and the drago ns get to act in the su rp rise round.

The four gargoyles (G) locared in K8 spring into action
at the beginning of th e first normal round ofcombat.

ENCOUNTER DEVELOPMENTS
If th e stone dragons' ruse is discovered while the PCs are
still in the Entry (K7), the creatures pull back into the Great
Entry (KS)so th ey have more room to maneuver.They are
also aware of the gargoyles in KS and hope to enlist th eir
help in battle against th e PCs.

The stone dragons make ample lise of thei r bre ath
weapons. Th ey tr y to catch as many PCs as possible in the
small cones of (heir breath weapons wi th out also scorc h
ing each other.

The gargoyles in itially use FlybyAttack,swooping across
the Great Entry and mak ing single claw attac ks before
perching back on the gallery to end their turn. If the pe s
mount effective attac ks agains t them despit e this tact ic,
they swoop down and stay within reach in order to make
full attacks .

Dread Gua rds: These two cons tructs (marked as D on
the map) wait with in alcoves in area K19.They appear as
suits ofarmor covered with dark stains, posed as if in bat tle
and holdi ng maces desig ned to resemble curved dragon
head s. Only Strahd knows the com mand word requi red
to activate them. so they only join th e battle tf Srrabd is
present and orders them to attack. (See tactical encounter
K7-9A: Strahd in the Entry.) .

Sto ne Dragons
These stone d ragons are relatives of gargoyles. They are
serpentine in shape, longer th an true dragons, with shorter
legs and more slender bodies. They appear to ho ld torches
wrapped in their tongues within their gaping mouth s,
but these are actua lly organs th at enable th em to breat he
cones of fire.

STONE DRAGONS (2) CR 4
HP 60 each
CE Medium mag ical beast (earth)
Init +1 ; Senses darkvision 60 ft.; listen +4. Spot +4

AC 15, touch 11 , flat-footed 14
H0 6
DR 10/magic
Fort +9. Ref +6. Will+3

Speed 20 ft . (4 squares), fly40 ft . (poor)
Melee 2 claws each +6 (ld6+6)
Base Atk +6; Grp +9
Atk Options Power Attack (3 points included)
Special Actions breath weapon (l5 -foot cone, DC 17

Reflex. 4d8 fire damage)

Abilities Str 17. Dex 12. Con 18, Int 2. Wis 11 . Cha 7
SQ freeze
Feats Alertness , Power Attack. Toughness
Skills Hide +8 (+16 aga inst stone) , Listen +4. Spot +4

Freeze (Ex) A stone dragon can hold itself so st ill it
appea rs to be a statue . An obse rver must succeed on a
DC 20 Spot check to notice it is really alive.

GARGOYLES (4) CR 4
HP 34 eac h
CE Med ium mon strous humanoid (earth)
Init +2; Senses darkvision 60 ft., Listen +4, Spot +4
Languages Common, Terran

AC 16. touch 12. Flat-footed 14
H0 4
DR lO/ magic
Fort +5, Ref +6, Will+4

Speed 40 ft. (8 squares) . fly 60 ft. (average)
Melee 2 claws +6 (ld4+2) and

bite +4 (ld6+1) and
go,e +4 (ld6+l )

Base Atk +4; Grp +6
Atk Options Flyby Attac k

Abilities Str 15. Dex 14. Can 18. lnt 6, Wis 11 , Cha 7
SQ freeze
Feats Flyby Attack, Multiattack
Skills Hide +7 (+15 against stone), Listen +4, Spot +4

Flyby Attack When flying. a gargoyle can ta ke a move
action (includ ing a dive) and another standard action
at any point dur ing the move (instead of before or after
the move). A gargoyle cannot take a second move
act ion dur ing a round when it makes a flyby attack.

Freeze (Ex) A gargoyle can hold itse lf so st ill it appears 10
be a statue. An observer must succeed on a DC 20
Spot check to not ice it is really alive.

Multiattack A gargo yle is adept at using all its natural
weapons at once. A gargoyle's secondary attacks with
natural weapons take onlya -2 penalty (instead of -5;
already calculated into the attack statistics above) .



Add these de rails to [hi s encounter if you determine rhar
Strahd attac ks the PCs in the Entr y at any poi nr during th e
advent ure. The gallery and grand staircase provide an oppor
tunity for h im ro fly around in h is "werebar" form , wh ich (in
his expe rience) terrorizes his victims nicely. He attacks here
if he has good reason to want to terrorize the PCs, or if he
wants to prevent them from leaving th e castle,

Statistics for Strahd and the dread guards are presented
on th e following two pages.

While rhe PCs are in the Great Ent ry, Strahd enters from
K25 in his huma n form. He quietlyspeaks the command word
to activate the dread guards as he passes, allowing characters
in th e Great Entry to make a DC 21 Listen chec k to hear his
approach. He th en steps down th e stairs and into view, call
ing out to rhe PCs 3 S described in th e read-aloud text below.

When Strahd appears to the pe s, read thi s text:

A human dressed ill noble's finery steps illtoview at
the topof thestairs,some 30 feet above you. He
smiles. "Have you not heard that those whoenter
Co,tie Ravenloft rarely leave?"

Wit h rhose words, Stra hd's physical form begins to shift
grotesquely. His arms turn into membranous wings and his
face stretches into a bestial horror, hi s gaping mouth sport
ing enormous fangs.

Read th is text when Strahd initiates a grapple:

The enormou, bat creature tries to perch onyour
body-itsfeet scrabble for purchase0" your chest,
while thegreat wings wrap around you a"d the
bestial jaw, gape toward your throat.

Encounter Level 15

STRAHD'S TACTICS
Strahd fight s wirh the goal of striking as much terror as
possible int o his foes. On hi s first turn, he takes to th e air,
swoops do~vn th e staircase and bites th e nearest PC, remain
ing airbo rne . He hovers around th at PC, biting each turn ,
until he has weakened h is foe withseveral negative levels.
At that po int , he moves in to start a grapple, provoking an
att ack of oppo rtu n ity.

IfStrahd gets into a grapple he can't win , unable to secure
a pin (and drain blood ) and unable to escape, he assumes
gaseous form and flies toward the ceiling. In th e gallery, he
solidifies into human form and uses spells to cont inue the
fight, beginning with hi s most powerful spells. (He uses
cloudb llwith impunity, knowing thar both he and the dread
guards are immune to its effects.)

For their part , the dread guards move slowly down the
srairs and tr y to engage PCs other th an Srrahd's target. If
Strahd ret reats up the stairs, the dread guards use their
earth's pull ability to hinder pursuit .
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CO U NT STRAHD VON ZAROVICH CR 15
(See page 6 for Strahd's full statistics)
HP 65 __...,...- -:-::- _
Male vampire (huma n) nec romancer 10
LE Medium undead (augmented huma noi d)
In it +7; Senses darkvis icn 60 ft.: Listen +13, Spot +13
Languages Common. Dr acon ic. Elven, Gian t, Infernal

AC 27, to uch lS , flat-footed 24; Dodge
HD 10; Fast healing 5; DR l O/s ilver and magic
Immune m ind-affecting. poison , sleep, paralysis , stunni ng .

disease, deat h effects, critical hits, non lethal dam age,
abi lity d rain, ene rgy drain, d amage to ability scores ,
fatigue, exhaustion

Resist acid 10, cold l O, elect rici ty 10, fi re 10, posit ive
energy 10. sonic 10; tu rn resistance +4; ring of
coun terspells (dispel magic), nonde tec tion

Fort +6, Ref +11, Will +13
Weakness s unligh t , run ning wate r, woode n s ta ke

Speed 30 ft. (6 squa res), spide r climb 20 ft.
Melee s lam +9 (l d6+4 plus energy drain 2 levels)
Base Atk +5; Grp +9
Atk O ptions Combat Reflexes
Special Act ions alternate form, blood d rain (ld4 Con pe r

ro und ), children of th e night , do min ate (30 ft., Will
DC 18), gaseous form .

Combat Gear bead afforce (explodes on impact, dealing
5d6 points of force damage with in a 10 -foot rad ius ;
DC 16 Reflex negates) , lessenilent me tamagic rod
(allows Strahd to cas t up to three Jrd-level s pe lls or
lower pe r day without verba l co mponents as if using
Silent Spell feat), ring ofcounterspeJls (d ispel magic)

Wiza rd Spe lls Prepare d (CL 10th; proh ibited sc hools
abju ration an d illusion):
5th-cloudkill (DC 20),f,1I draining lightning bolt (DC 18;

crea tures tha t ta ke damage also gain 1 negative
level), mindfog (DC 20), waves affotigu,

4th- dim ension door, enerv ation (+8 ran ged touch).fear
(DC 19), enervated scorching ray (+8 range d tou ch ,
+50% damage to living creatures , half d amage to
unliving), scrying

3rd-deep slumber (DC 18), jireball (DC 18), ha",,f,1I
draining magic m issile (creatures that take damage
also ga in 1 negative level), ray ofexha ustion (+8
ranged touch , DC 18)

2nd-blindness/d,afness (DC 17),false lif,,fog cloud,
scorching ray (+8 ranged touch), see invisibility,
spectral hand

lst-chil/ touch (+9 melee to uch, DC 16), expedi tious
retrea t, mage armo r (2), m agic m issile, ray of
enf eeblem ent (+8 ranged touch), true strike

a-detec t magic (2), ghos t sound (DC 15), mess age,
touch of fatigue (+9 melee touch, DC 15)

Abilities Str 18, Dex 16, Co n - , lnt 20, Wis 17, Cha 16
SQ create spawn; forest, mountain, an d swamp s igns
Feats Alertness", Combat Cast ing (or To uch of Taint),

Combat Reflexes ". Dodge", Ener vate Spell']" , Fell
Draint 8 , Imp roved Ene rgy Drain ]. Improve d Init iative ",
Lightning Reflexes ", Posit ive Energy Res istan ce'], Scribe
Scroll". Spe ll Drain'].

Skills Bluff +17, Concent ration +16 (+20 casting
de fensi vely), Diplomacy +7, Hide +13, Intimida te +11,
Knowledge (arcana) +18, Knowledge (religion) +18,
Listen +13, Move Silen tly +17, Sea rch +13, Sense Mot ive
+17, Spel lcraft +20, Spot +13

Possessions combat gear plus ring ofprotec tion +2, cloak of
resistance +3

Fast Healing (Ex) If reduced to a hp , Strahd assumes
gaseo us form an d heads toward his crypt (K86).
Additio na l damage while in this form has no effect .

Sunlight Vulner ab ility As lo ng as the Dayhea rt rema ins
inta ct , Strahd suffers no ill effects f rom s unlig ht . Once
the Dayhea rt is destroyed, if Strahd is exposed to direct
s unlight, he ca n take o nly a single move o r standard
action in th e first round . The next round, he is
dest royed .

Woo de n Stake Vulner abil ity If Strahd is helpless , a foe can
take a full-round action (as a coup de grace) to d rive a
wooden stake through Strahd's hea rt .

Energy Drain (Su) Living crea tures hit by Stra hd 's slam
attack ga in two negative levels , losin g 10 hit poi nts and
taking a -2 pen alty on ski ll checks, abi lity checks , saving
throws, and effective level. At the same time , Strahd
gains 10 tempora ry hit po ints and a +2 bo nu s on skill
checks, ability checks , att ack rolls, and sa ving throws
fo r 1 ho ur.

If the victim is a s pellcaste r, he loses access to two
s pells as if he had cast his two highest -level , currentl y
available s pe lls. If the vict im loses a prepared spell ,
Strahd gains the ability to cast th at s pe ll once (as if he
had prepared it). The spell remains in Strahd's mind for
up to 1 hou r, and he can keep 3 sto len s pells at a time .
(See Dungeon Master's Guide , page 293.)

Alter nate Form (Su) As a vampire, Stra hd can ass ume the
shape of a bat, dire bat, batlike huma noid, wo lf, dire
wolf, or feral huma noid as a standard act ion.

Blood Drain (Ex) Stra hd can suck blood from a living victim
with his fangs by making a success ful grapple check . If
he pins the foe, he d rains blood , dealing l d4 points of
Cons titution drain ea ch round the pin is maint a ined. On
each such successful attack, Strahd gains 5 tem porary
hit po int s .

Dom inate (Su) Strahd ca n crus h an op ponent's will just by
loo king into his o r he r eyes . Th is is sim ilar to a gaze
attack with a ran ge of 30 feet, exce pt that Strahd must
use a standa rd action and choose a single tar ge t- those
merely loo king at him are unaffected . Strahd's target
m us t succeed on a DC 18 Will save or fall instantly
unde r St rahd's influence as ifby a dominate person spell
(CL12th),

Gaseou s Form (Sui As a sta nda rd action , Strahd can
assume gaseous form at will as the spell (Cl 5th), but
he can remain gaseous indefinitely and has a fly speed
of20 fee t wit h per fec t ma neuverability. His Armor Class
in gaseous form is 15 (19 with mage armor acti ve),
to uc h 15, flat-foote d 12.

Forest Sign (Su) Strahd's con nect ion to the forests of
Barovia provides a co nstant no ndetection effect on
himself an d his gea r. If Strahd 's co nnection is se vered .
th e be ne fit is los t ; red uce his CR by 1.

Mountain Sign (Su) Stra hd's co nnection to the mounta ins
of Barovia su rrounds him in a field of force that grants a
+6 armo r bon us to AC. This force armor protects him
from incorporeal attacks and applies when Strahd is in
gaseous fo rm. If Strahd's co nnection to the mountain is
seve red , his Armor Class is reduced to 21 and his CRis
reduced by 1.

Swam p Sign (Su) Due to his co nnection to the swa mps of
Barovia . Strah d has res is tance to add 10, fire 10, and
sonic 10. Ifhis co nnection to the swa mp is severed ,
St rah d loses these resistan ces and his CR is reduced
by 1.



COUNT STRAHD (WEREBAT FORM) CR 12
(See page 6 for Strahd's full statistics)
HP 65 __-r-' .,..- _

Male vampire (human) necromancer 10
lE Med ium undead (augmented humanoid)
Init +8; Senses darkvision 60 ft .• blindsense 20 ft .; Listen +17,

Spot +17

AC 27, tou ch lS , flat-footed 20; Dodge
HD 10; Fast hea ling 5; DR lO/silver and magic
Immune mind-affecting, poison, sleep. paralysis, stunning.

d isease. death effects. critical hits. nonlethal damage ,
ability drain, ene rgy drain, damage to physical ability
scores, fatigue and exhaustion

Resist acid 10. cold 10. elect ricity 10. fire 10, pos itive energy
10. sonic 10; turn resistance +4; no ndetection

Fort +3. Ref +9, Will +'a
Weakness sunlight, running water, wooden stake

Speed 30 ft. (6 squa res) , fiy 40 ft. (good) , spider climb 20 ft.
Melee bite +8 (ld6+4 plus energy drain 2 levels)
BaseAtk +5; Crp +8
Atk Options Combat Reflexes
Special Actions alternate form, blood dra in (ld4 Con per

round). chi ldren of the night , gaseous form

Abilities 5tr 16. Dex 20. Con -, Int 20. Wis 17, Cha 16
SQ create spawn , forest. mountain, and swamp signs
Feats Alertness', Combat Casting (or Touch ofTaint).

Combat Reflexes' , Dodge ' , Enervate Spellt ', Fe ll Oraint ',
Improved Energy Drain '], Improved lnitiative", lightning
Reflexes' , Positive Energy Resistance'], Scribe Scroll' ,
Spell Drairr].

Skills Bluff +17, Concentration +13, Diplomacy +7, Hide +14,
Intimidate +11, Knowledge (arcana) +18, Knowledge
(religion) +18, Listen +17, Move Silently +18, Search +13,
Sense Mot ive +17, Spellcraft +20, Spot +17

Alterna te Form (Su) In his werebat form, Strahd ca nnot cast
spells that have verbal components. He loses his
dom inate ab ility, but he can still use his blood drain
ability in th is form .

Forest Sign (Su) Strahd 's connection to the forests of Barovia
provides a constant nondetect ion effect on himself and
his gear. IfStrahd 's connection is severed , the benefit is
lost; reduce his CR by l.

Mountain Sign (Su) Strahd 's connect ion to the mountains of
Barovia surrounds him in a field of force that grants a +6
arm or bonus to AC. This force armorprotects him from
inco rpo real attacks and appl ies when Strahd is in
gaseous form. If Strahd' s connection to the mounta in is
severed, his Armor Class is reduced to 21 and his CR is
reduced by 1.

Swamp Sign (Su) Due to his connect ion to the swamps of
Barovia, Strahd has resistance to acid 10, fire 10, and
sonic 10. If his co nnection to the swamp is severed ,
Strahd loses these resistances and his CR is
reduced by 1.

ADVANCED DREAD GUARDS (2) CR 7
HP 75 each _

N Med ium con struct
Init +2; Sen ses dark visio n 60 ft ., low-light visio n, lis ten +1,

Spot +14
language s understands Common

AC 21, touch 11, flat -footed 20
HD 10
Immune m ind-affect ing, poison, sleep, paralys is, stunning ,

disease, death effects, necromancy effe ct s , critica l hit s,
nonlethal damage, abil ity damage, ability dra in, energy
drain , fatigue and exhaustion, any effect that requ ires a
For t save unless it affects objects or is harmless, de ath
from mass ive damage

Res ist cold 10, fire 10
Fort +3, Ref +5, Will +4

Speed 20 ft . (4 sq uares) (can 't run)
Melee +1 hea vy mace +13 (ld8+6)
Base Atk +7; Grp +12
Atk Options earth's pull (+J heavy mace +9, dam age 1d8+6

and reduce speed to S ft. for 1 round), Power Attac k,
Cleave , Great Cleave

Special Actions Improved Bull Rush (+9)

Abilities Str 21, Dex 15, Con - , Int 8, Wis 13, Cha 4
Feats Cleave, Creat Cleave, Improved Bull Rush,

Power Attack
Skills Spot +14
Possession s combat gear plus +1 hea vy mace, masterwor k

full plate, masterwork heavy st ee l shield

Earth's Pull (Su) A dread guard can choo se to take a-4
penalty on its attack roll to supernaturally root its target
to the earth . If th is attack hits, the target 's speed is
red uced to 5 feet for 1 rou nd .



Encounter Level 15

US( tlus lactlcal rnrouuter with the room Jtseriphorl Ort i' lge 94.

Assuming the pes en ter the dining roo m fro m the guests '
hall (K9) and that they did not encounter Strahd in the
Entry, Strahd (marked as S on the map) sits at the table
with his back to the door but acts as though he is expect
ing them. If the pe s enter through the secret doo r from
area Kit, Strahd is on his feet , pacing behind th e table, and
acts considerably more surprised. In th is case, mod ify the'
read-aloud text as need ed.

When [he pe s enter the room, read:

A wind whi,tle' through thi' va,t room. Crysta]
,ing, in the darhness a, great chandeliers ,wing,
damingand ,parhling in the lightyou carry.
Mole' of light dance ittgla" and china on agreat
dining table. Atone end of the table, hi' bach to
you, SIt, an elegant gentlelllatt in thefine clothing
ofa nobleman. As you enter} he turns to face you,
revealing agauttt but ari,tocratic facl' with
prollli 'lCttt cIJee f,botle' and a high forehead. H i'
piercingeye, tahe yo" itl, then he"owly 'III' Ies,
"welcollle to Castle Ravetlloft;' he ,ay'.

STRAHD'S CONVERSATION
Strahd is mo re in terested in talk in g to th e pe s th an in
fight ing th em in th is encounter. He tri es to learn how
muc h they have accomplishe d in prepar in g to fight him.
He knows (from his spies) more or less wh at th ey have
done, but is no t sure of how muc h they m ight have figured
out and pieced toget her along the way.

For his part. Strahd is boas tful, proud. and unrepentant.
He invites the pes to ear and dri nk with hi m. knowing th at
the wine will dull their wits (see belowrLrke any arrogant
villain. he has few qualms about sharing at least the broad
outlines ofhis plan with the pes, with certain exceptions:

Strahd does not discuss Ireena. except to say(h is mouth
:I grim line), "She willbe mine:
If'Serabd's secondary goal is Brook No Rival or Untamed
Allies and the PCs have already deah wi th th e wi tches
or werewolves, Strahd thanks them for helping him. If
they have not yet dealt with his unruly subjects , he tr ies
to avoid giving the impression that the PCs are pawns
in h is plans.
If Srrahd's secondary goal is Descent in to Mad ness, his
conversation is disjointed, bordering on incoherent . He
parrots the PCs' words back to th em in random order,
interspersed with exclamations about wor ms , darkness,
and Ireena.

STRAHO ZOMBIE CR 2
HP40
NE Medium undead (humanoid)
Init +0; Senses dark vision 60 ft .: Listen +0. Spot +0

AC 16, touch 10, flat-footed 16
HO G
Immune mind-affecting. poison, sleep, paralys is, stunning,

disease. dea th effects, critical hits, nonlethal damage,
ability drain, energy drain

Fort +2, Ref +2, Will +5

Speed 30 ft. (6 squares, can't run)
Melee slam +6 (1d6+4)
Base Ark +3; Grp +6

Abilities Str 17, Dex 10, Con -, Int - , Wis 10, Cha 10
SQ hard to kill, plodding
Feats Toughness
Skills -

Hard to Kill (Ex) Whenever a Strahd zombie has taken
enough damage to drop it, roll a d20 . On any roll of 11
or highe r, the zombie ignores the damage tha t would
have dro ppe d it.

Plodding (Ex) Zombies can move and attack, but the y
cannot move mo re than their spee d (6 squares) on
their action, and they cannot cha rge.

If Stra hd's seconda ry goa l is Stra hd's Dynast y, St rahd
does not tell th e PCs th at he plans to turn them into
vampires , but does reveal th at he has found a way to walk
in th e sun light once more. He does not reveal th at the
Dayheart is th e source of thi s new power.
Simila rly, if St rahd's secondary goa l is Undea d Legions,
he says not h ing to the pe s about his plan for them to
carry th e zombie infec tion to the ou tside world. In stead.
two infec t ious Strahd zombies appear be hi nd the pes
after a few ro unds of co nve rsa tion, and the encounter
tu rns quickly to co mbat.
Strah d's Statistics: Use the sta tis tics for Strahd in

hu man form on page 6 when running this encounter.

FOOD AND DRINK
The crystal goblets on the table are filled wi th dark red
win e that is laced wi th vampiric blood. A character who
drinks even a sip from these goble ts takes a - 4 penalty
on Will saves agai ns t a vampire's domi nation ability and
a -2 penalty on Fortitude saves to remove a negat ive level
for 1 week.

The re is mea t on the plates as well. l f Stra hd's secondary
goal is Undea d Legions, eati ng the mea t exposes acharac ter
to th e zombie infection.

Zom b ie Infection: Ingested di sease , Fort itude DC 13,
inc ubat ion period instant, dama ge stcke ned/c-.,



An afflic ted crea ture that is reduced to -1 h it points or
lower (or di es) ri ses as an infec ted zombie in 1d4+1 rounds
unless properly trea ted (see th e sidebar on page 29). l f Srrahd
has a differen t secondary goa l, the mea t is safe [0 eat and
extremely delicious.

STRAHD'S TACTICS
Strahd uses this encounter [0 welcome th e pe s to the cas tle.
He wan ts to learn what he can about what the PCs know and
what they have figured ou t concerning his plans and goals.
If they have gotten his plans and g031sfigured our correc tly,
he knows that they migh t he wor thy oppone nts. If they have
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fine lim' n sp rl.'atl ,n'l'r its su rf;)..: ....

C I"1I1Je li"r: ,\ cha ndl· li,·r ba ni!~ {H'cr ...d..: h tol I1"-'. ,\ ;\1l,tliuill
,h,lr.lch:r ,:ta ndi tl ~ tin a tahl... C,l ll r~,,,: h LI p a nd i!rab a ..: ba ndl·li,' r,
;\\' in~ ing (' 11 it i n or de r t" jum p
e!~ ...wh,'rt', :3wi l1g in~ on till' .,han
dclie r 'l tlUWS a ....ha ractt' r to ,;ount
a ~tamli I I ~ jump <l~ a runn inii! jump.
ilnd ~ ratlts a +2 ci rCUlllsl.ll1':l'
bllll\l~- l., l hl' r t'~uhin~ Jllm p cb,·ck.
A ..:: har,h't,·r C,l l1 ,l\','rnlll lJr bull

ru"h M part llf .1 ju mp ,

T he .... haIl J,·li,·r h.l n ,;: in ii: OVN

th(" ",)ut lwr n t.lb lc isn 't <1:' ~~"Ilrt'
.I': tIll' llt her l W11. If a ~ll:'dillm

..::baradl·r l<! ra b" lh i:,cl,andl' lie r,
ht'or ~ h,· pu ll" it from th,· ,,::,' iIi n~,

Th,'cha nJl, li... r l'rd,: I1l:'~ and J l", I"
2d6 point" o f da llhl li! .· to lhl'
..::handl·r um!... rnl· at h it. A
DC 20 Rl,f l...x "a\"('r",duel'" lilt'
Jama~,· b... Ilal £.
CI;'li r~ : T h,· cholir:: oh:<l rud

nltwt"Ill" nt ,1rollnd l l,e ta hll's,

.,

figured wrong, he recognizes them as insignificant int ruders
th at he will de ligh t in destroying.

Strahd is no t particu larly interested in fighting the PCs
here. He carr ies on aco nversation with them until they attack
hi m or he grows bored. When either of those events occ urs,
Strahd tries to dominate one PC (trying severa l in succes
sion if the pe s make the ir Wi ll saves), then assumes gaseo us
form and seeps th rough the cracks aro und the secre t door
on the wes t wall. Once th rough the secret door, he reverts
[0"human form to get away, using h is int imate knowledge of
th e castle to ou tmaneuver any efforts [ 0 follow him the PCs
might attempt .

E lltl:'fi n~ a "quarl' t h.lt cont.aius .1 c11air costs 2 "qllaf('~ of
m ovem e n t .

A rrow 501it s: TIlt'~l' :,lib (i II areas K1I ilnd K12) arc 2- 1/2·
fl'eI tall "nd -I- i'1l'ht·~ \\·idl'. A ...·hardd,·r ,;talldill~ bt:hind one

h <l " lll'oH ly p"rf,'d cove-r d~<lin~l ,1 c rcatu r ... 011 t!u· llt hcr ~idl"

l<! aj llill~ a +8 Iwnll~ to I\rmur c l""", ,1 +-1- 1J<'llIl~ on Reflex
sa vc~ , and tlll·Ill'llefils llf t ill' impro\',.,1 eva sion l·la"" fealuft·
,l~ai 11st at ta,-k" l'r i,i na t i nl<! frorn thl' l,t hl'r ~ id e. St r.lhcl ccn U :'<'

ti ll' a rro w ~lih whil" in ¢a':l'OIl" f.. rrn t'l cscapcLo all"lhcr pa r t

of till' ..-Md,·,
CulJ\\"l·IB: T h ick, Ju"ty ..-ulnn·\'" fill L1w pM ~,l -.t e (I< 11, K 13,

'll1d K6-1- I'll till' map) and tlb~..-urL' v ision hCYl1lld 5 fl,,'l in thi"
.uea, ~i mi l.u It) thl' ob::wril/!/ lIIi;;/ ~I'cll. A c r ea t u r e 50 f"d awclY
fW ill J. Il at (.l..-L(·r ha,; l·on..-l·cl lnll'llt (20 l \to 1lI i",;.:ha ucc-], ('rl'at un '"

Lu tlll' r awn v ha\'!:' tul'll,,:ollct-'a ll1lcnl (Sooth miss <:1,.111('"(', 'lllJ tI, t'
<l lt .l..: kl' r ca;lIll'lll~l' ~i d,t t" In<:.ltlO' the t.Ul:ld).

A" wilh th" "b::curill!l mi::1 ~p ...II, wind <l'l1J fi ..~, ":clll d ...ar thl'
cnb \\'l'I,~. A 111l.lclcrah· wi ml ( 11+ mph) d i ~ p ,' r :' ,' ~ t ill' ....o hw,·b" in
-I- r(lllud,;. A ,:tr,)lJ~ wintl (2 1+ m ph), ,;u.... h .1~ fr,lIll a gust 4u'illJ
~1ll' lI, d i ~ p l' r :< ,' " lilt' Cllbwl,b" in 1 ('HLnd.•\ fift· ,;p... lI.:II:"u:> .lway
tbl· ....obwl·b ~ in t hl' firl:" ,1h',1;t.U~dl·d fir ... ,;pcll;; do 1101 b...·lp in

dl'ari nl<! thl:' web".



Encou nte r Level 15

Use this tl1CtiCill m(Ollntry It'ltll the room descnrlloll bn page
95.

When the pe s first enter the chapel. th ey (ace no irnmedi
are danger. They can explore the roo m, exa mine th e tcou
of Ravc'n/oft. and searc h the body on the altar. Depending
on circumstances, they might even begin a long vigil [ 0

awaken the powers of the Holy Symbol of Ravt'nkind or
the SIlPl5tt'onl, or to qualify for the kn ight of the raven
prestige class.

ENCOUNTER DEVELOPMENTS
Depending on the results of"the Fortunes of Raven loft,
Srrahd might encounter the pes in th is area. If the For
runes of Ravenloft call for this encounter. Strahd attacks
the first time the PCs enter the chapel. as they explore
the area.

If the PCs are performing a ritua l or holding a vigi l,
Stra hd enters the area during this process and attacks
when th e PCs least expec t it.

Strah d (5 on the map) begins the encounter in his were
bat form, perch ed on the balc on y (K28) above th e chapel
floor. He enters K 28 in gaseous form, completely silen tly.
Because he is 50 feet above th e ground, he is cloaked in
darkness or (at best) shadowy illumination from whatever
light source the PCs are using (see page 90), th ough dark
vision can reach up to his pos ition. Cha rac ters wh o have a
chance to see him must still make a successful Spot check
against his Hide check (+14), as he crouches for cover on
the balcony.

If none of the PCs detec ts Stra hd on th e balcony, he
acts alone in the surprise round, swooping do wn from
the balcony and stopping adjacent to a PC he co nside rs
a significant threat. (If the characters are pe rfo rmi ng a
ritual or holding a vigil in the chapel, he moves next to
the cha racter who is leading th at process). If one or more
PCs no tice Strahd before he attac ks, those pe s ca n roll
in it iat ive and take a single actio n in th e su rprise round
as well. If all of the pes spo t him on the balcon y, th ere is
no surprise rou nd; St rahd attac ks at th e end of h is move
on his first turn .

STRAHD'S TACTICS
The ancient chapel brings ou t the worst in St rahd. If the
Fortunes of Ravenloft demand h is presence here, he is
strangely compelled to be in a place he des pises, and he
fights furiously in one of his bes tial forms-eit her as a
dire wolfor as a werebat. Ifhe attacks the PCs while they
are keeping a vigil here, he is kee nly aware of a danger
to h im self and his reign over Barovia, and he figh ts just
as fu riously.

COUNT STRAHD (DIRE WOLF FORM) CR 15
(See page 6 for Strahd's full statis tics)
HP 65 __-,- _

Male vampi re (human) necroma ncer 10
LE Medium unde ad (augmented huma noi d)
Init +7; Senses dar kvision 60 ft.: Listen +13. Spot +13

AC 20, to uch 11 , flat-footed 18; Dodge
HD 10; Fast healing 5; DR 10/ silver and magic
Immune mind-affecting, poison , sleep, paralysis, stunning.

disease, dea th effects, critica l hits, nonlethal damage,
ability drain, ene rgy drain, damage to ability scores,
fatigue, exhaustion

Resist acid 10, cold 10. electricity 10, fire 10, positive
energy 10, so nic 10; turn resistance +4; nondetection

Fort +3, Ref +7, Will +10
Weakness sunligh t, running water, wooden stake
Speed 50 ft. (8 squa res), spider climb 20 ft.
Melee bite +11 (ld8+10 plus trip, energy drain 2 levels)
Base Atk +5; Grp +12
Atk Options Com bat Reflexes
Special Actions alte rnate form, children of the night,

gaseous form

Abilities Str 25, Dex 15, Con -, Int 20, Wis 17, Cha 16
SQ create spawn
Feat s Alertness", Combat Castin g (or Touch of Taint),

Combat Reflexes", Dodge", Ene rvate Spell-[", Fell
DraintB, Improved Energy Dralr r], Improved Initiative",
Li ghtning Reflexes' , Positive Energy Resistance'], Scribe
Scroll', Spell Drain'].

Skills Bluff +17, Concentration +16, Diplomacy +7, Disguise
+3 (+13 to disguise as dire wolf), Hide +8. Intimidate
+11, Knowledge (arcana) +18. Knowledge (religion) +18 ,
Listen +13, Move Silently +16, Search +13, Sense Motive
+17, Spellcraft +20, Spot +13

Alternate Form In his dire wolfform, Strahd cannot cast
spells , and he loses access to his dominate and blood
drain abilities.

The first four actio ns Strahd takes are:
1. Fly down fro m 'the balcony to melee a chosen PC in

werebat form (move action; surprise rou nd or first full
round);

2. Make a bite attack agains t the chosen PC (standard
act ion , firs t fu ll round); . ~

3.Move away from the PC, provoking an attack ofop por
tunity (move action. firs t or second fu ll round);

4. Cha nge into di re wolf form (sta ndard actio n, second
full rou nd).

Strahd co nt inues fight ing in di re wolf form, demon
srrat ing litt le interes t in sophisticated ractics-c-only in
bloodthirsty savagery. He tends to attack whichever char
acter deal e(he mos r damage to hi m in th e previous round.
but if he k nows he has severely weakened one of his foes.,



he focuses hi s attacks on that character to the exclusion of
other op ponents.

Srrahd's Statistics: Use the tactical statist ics for Strahd in
werebar form found on page 131when running this encoun
ter. His dire wolf form is de scribed on th e facing page.

Ending This Encounter
IfStrahd is reduced to 32 hit points or fewer during this battle,
he changes back to his were bat form and alternates.betwe en
making swooping charge attack s while slowly re treati ng to
the balcon y, letting hi s fast healing abili ty restore h is health
while his wings keep him out of the pes' reach. Strahd fights
until he is redu ced [0 0 hit poi nts ,completely retr eating on ly
when he has no alternat ive.

1

Txcri c.,I. :-1 .1 I' D ET.I I1.5
Detail s o n th" t.ldical m clp a r.. d ,·sc ri h,·d 6..·lllw.

~1olui\'e Pillar..: The thrt'.· reOla in in l: ~Tl'at pillar" in th..·

cha p,·1 tak..· up an ..nt i re "quarl'Nc h .1Ild pwviJe cover (+4
to .\C, + 2 o n Refl ex saves] to envoue ..ta nJ i n ~ 6t'h ind
th.'m. .

5hdltu,·J Pi lLu: The p illa r in the southVt'e"t port io n
of the room has be.·n ~hdttt'red, c reat i nc an a rea o f dt"nHo

rubble that hdm pers moe crnent acrnss fin' squares. It costs

2 S(l uan'" o f movement Io enter lhe,~t" rubble- "tre'il,n ;:quare".

The DCo f Ba lallCl' and Tum ble che..:k.. in cr..-ases by 5. cl nd
th.· Dl' of .\ i. IVe Si lent lv ch..,.·ks inc rcas..s bv 2 whi le "..h olT 

deter-s arc ft':IIl J i ll ~ in 0 ; m...vin ~ t !Jr.Jl\~ h th'e,;e "y ua re;;,
St., in: Th..-se l' Il,,,ky wooden !I1.1 irf' arc \'(o ry st e (,P, r i!'l ing

2Ei f"cl (5 ~ql"lTl'~ J to alallJin li! (K2 Y) .1IIJ all .lther 25 f,·d
(5 mo re ",q uar....) to th e bal O: \lllY(K 28 ). l l.:o ~ t ,. 2 ,;quare .. (,f

moveme nt t o move up the st eps 1 square. Cha ra.:h·r" ruullin.;:
o r ch ol r~ i ll ~ d ow·n tllt',:.e ,.tairti' mus t succeed on a DC 10
Ba l.n..'.· che.:k upon enterin~ t it.· fir,;t steep "ta ir" ,;q u a Tl..' ,

\"~bara..:lcrf. who fail "tumble ami must ('nd their rnov..-rncnt

IJ2 yuaIl'll J own the steps. Charadl'u ~ho fail by5 or mono

take I J6 poi nts "f Ja ma';:l' anJ bll prone in the squa re where

tb.·y end their movement. Stt'l" P ~tair" increa se th..· DC of
Tum ble Ch,·cb by 5. The ,;tair" are .11;:0 very creak )·. incr..'d~

I ll ';: till" DC ,...r .\ 1.we .3ilentl ... dlt"l·k" bv 5.
II i~ll Tower St.tin.·a...': ·j-h "" sc "ta i; ...(K 18) cir..:le upwa rJ

300 f.'d h >KS9. and d ovm 10 f,·.,t to a solid ma~onrv wall
that blo..-b", th e ",tairwdy (ex ..-ept fur a ;;111.111 crack that ~ lI{lW:l
::trahJ ill ~ ,' "..'Oll;; f"rlll to pM'; tllf<lu~h). Th...".., ..tdir", do not
imped ..· I1IOVl'I11(·nt.

1).li,l: TW'1 s tep" lift thi" lhlr t io n of th" chapel hn1 f,'d

ah" v.· thl' re" t " f th .. cha p.'] flON. T Ill' ~Iilir" dl1 Il, .t aH.'d

n1\1v..'nwnL A d lilr'ldcr !it .l lHti n~ 011 the J <li " ~a i l1" a + I hOllU:i

on 11ll"1..,..· olttol Cb,. a~.li n", l crt".lt llrl'"" not 0 11 the J ol i" J Ul' lo

hi~lll' r ~rollnJ. III ~dJ iti'lll. a ~I'OJ crcaturl' ga in,;. .1 !July
blessin~ , ii:rantin~ a +2 bonu" Oil atl <l..,k", ll1adE" while "t.mdin~

llO till' dai~ .•\ 11 "lIcil attack", ar.... c'lll~ i,ler ..od ~ooJ ali.:neJ
anJ l11a~i ..: for purpo....· ~ llf bypa~:'illl1 dama~eo r~dudion .

A It.l r: Thi:' ~reat :,t.>nebl.'ck r..'~h atop the Jai:'. A repeat
in.: pattern o f raven,; i", carved around th ., tt.>p eoJ~e o f tht"

~t 'lIle bl" ,:k . :=itling o n h,p " f the altar i ~ a ", tdt ue o f a :Iilyer
ra\ t"Il -th.., !(WI .,! R.u~"I.~rt. ::;e..' pa~ ..o21.J f,'r Jetail" 011 thi:'
pO'H'rful md,:ic it ..'m.

ti - ,»;

.,

A ny ch,nadcr tou,hill~ th" altar

,'r ~r.:lbbin~ th e ra vcn statue tr i ~ g~'r"" .t Iwlys", il'· l." H~, ~· t

(2 0- f,)ll t-r.,J ill ~ bu r"t ) n· n!t.,,,-,J o n lhe center front of lI, l'

al tar. Thl' ,·{fed J l·al ,.SJ 8 points of J a llla ~ ' l" ~'v i l..:rea tun·:'

within the area (1oj£> t o evi I ,'uhiJ e r..), and causes th"'1Il to

b"" :'llll"" bl illd ..,d fl1T I r••und. A s.ucce ""fu l DC 16 \Y'ill save

redu ce" J am a.:.' 1,1half .m J 1l..-ecte", the hlinJ,·J .·H..-ct,
The ,.pe l1 Jedl", ollly half Jama~e to c re a t u r..,,,, that are

Iwit her <,vii nor ~O(,J, and sue], creetur....~ ar..· n ot blinJ ..·J .

The altar pr'l\'iJc~ cove r to a c haradt'r ~tanJin~
bt"hind it.

Corp,;.e: Tht"b.)J y drdpeodo ve r the altar i,. all that remain"

of a n evi l cleri..- ....·h,' attempted t o :o.:iu th.. I..WI oJl R<.l L-':lJ/oJlt
and f,·11 h' the h"~/J smit.:effed. ~et" pol':.., 21.J for detail" ab"ut
thE" !.WI oJ! R<lLWd4t.

The Je"io:o:atcJ C(' r p:'l' \H'ar" +! 1,,11 plllt';! , ha s a +llmlw(u
I,Il.try n",('~ at it" b....lt, ':IIlJ a p,'ri.lpl"! U"";sJ.,,,, +2 artlund ih
nel.' k .

5 tol t1ll';;: TW., ~tatll ..,,, fl.wk the a ltar, ...,hil..· tW,' .., tile r"

~ t d nd in eac h cll..:ove ( l\:16 .1IlJ KI7). Eao:h ~t.ltue t,lk.·" lip

<'In ... nt in· "''l ua re, alhl t"il dl :lIt.l tllt' pr..l\·iJe" c.1Vl'r t.. anyoll.'
s ta J1 J ill~ b.·hilld it.

Bdlc:)l1v: T hi", b.ll..:..lIlV i" 5 0 f.·..,t dill>....' till' f1o ' lr o f till'
ch.lp", 1. T11~ "!1ti r.., I..n~t h :, f tile balcony i" op.·1l 1..1 th.· ..·hap..!.
Ilt,t ju"t the "e llli.: ir.:ular p,'rtiOil that protrude" o\,.·r tI,... d o"r
(H't" th" dou ...J a r...d on t he map) ,

A charadl'1' "tanJin~ within 10 feet ., f th .." ....· .· ~ I ern .....all

011 the cha l'l' 1 f1"(lT Ita:' cover a..:ain ..t dtta ..·k ~ ( r, '1Il ab\l\'e .
TI1T()Ulo~: T.-" lar.:.·. I'rllahothroll"" ;;tanJ in lh .., llliJdl1'

uf t11~ balco ny. Til'" throne" proviJe .:ove r to a . ha rad.o r
"tdnJin~ on or behind a thwne,



Encounter Level 15

Usc titis tac tica l t'n ' Ollt lf r Ywith tlu room description onpage
97.

Strahd starts out on the th rone when the pes enter area
K25 (Strahd is the S on th e map). The t WO d read guards
(0) are on the landi ng (Kt9).

If the pe s enter by th e stairs from K19, th e back of the
throne completely hides Srrahd from view.

If the pe senter th rough the doors from K26 or K30, they
have a chance to set' him from the side (Spot DC 24).

Strahd's first action in this encou nter is to speak the
command word that act ivates the dread guards. If he is
undetected, he does thi s as his acti on during the su rpr ise
round, but otherwise he does it as his first nor mal turn.

If Strahd has already activated th e dread guards and
the pe s defeated them , he does not have th is resource to
call upo n.

FIRST VIEW
Read th is text when Strahd first comes into view and if th e
PCs have not previously seen h is feral for m:

COUNT STRAHD (FERAL FORM) CR 15
(See page 6 for Strahd's full sta tistics)
HP 65 _.,.-.,.- ----,.,.- _
Male vampire (huma n) necromancer 10
LE Medium undead (augmented humanoid)
lnit +8; Senses dark vision 60 Ft.: Li st en +13, Spot +13
Langu ages Common, Draconic, Elven, Giant, Infernal

AC 27, touch 15, fiat-footed 20; Dodge
HD 10; Fast healing 5; DR 10/silver and magic
Immun e mind-affecting, poison, slee p, paralysis, st unning,

disease , deat h effects, critical hits, nonlethal damage,
ability and energy drain, dam age to ability scores ,
fatigue, exhaustion

Resist acid 10, cold 10, elec tricity 10, fire 10, posi tive
energy 10, son ic 10; turn resis t +4; nondetect ion

Fort +3, Ref +9, Will +10
Weakness sun light, run ning wate r, wooden stake

Speed 30 ft . (6 sq uares) , spide r climb 20 ft .
Melee 2 claws each +10 (ld4+S, ene rgy drain two levels)

and
bite +5 (ld6+2 plus energy drain two levels)

Base Atk +5; Grp +10
Special Actions alternate form, child ren of the night ,

gaseous form

Abilities Str 20, Dex 20, Con -, Int 20, Wis 17, Cha 16
SQ create spawn; forest , mountain, and swamp signs

Fast Healing (Ex) If reduced to a hp, Strahd ass umes
gaseous form and heads toward his crypt (K86) .
Additional dam age while in this form has no effect.

Energy Drain (Su) Living creatures gain two negative levels ,
losing 10 hit points and taking a -2 penalty on skill and

5trahd stands before you now, though it is hard to
believe this is the same man you have seen before.
Hisgaullt face isstretched grotesquely, with a
mouthful ofsharp teeth protruding forward from
hisoversized mouth. His hallds arc warped illto
claws, each finger almost as 10llgas his forearm and
tipped with a dagger poilit. His posture is hutlChed,
his legs scemillg almost wolflike, coiled and ready to
spring. A long, thin tOllg~e darts to wet his lips, as
ifsavorillg theanticipat,oll of the taste of blood.

TACTICS
Strahd rem ains in fera l for m for th e enti re encounter. On
his first [Urn, without rising from th e th rone, he first speaks
to th e PCs, saying, "You see k an audience with th e lord of
this Cas tle?" He then sho uts th e com ma nd wo rd that acti
vates th e dread guards in K19 ("Kharavasht ra!").Th e dread
g uards start up th e stai rs as Strahd listens to any th ing the
PCs have to say. As soon as a PC comes within 15 feet of
th e th ron e, though, St rahd leaps up and moves to arrack
the neare st charac te r. •

ability checks , saves , and effective level. Strahd gains 10
tempo rary hp and a +2 bonus on skill and ability checks,
attack rolls, and saves for 1 hour .

Blood Drain (Ex) IfStrahd pins a foe, he drains blood,
dealing ld4 points of Constitution drain each round the
pin is maintained . On eac h such success , Strahd gains 5
tempo rary hp .

Dominate (Su) Strahd can crush an opponent's will just by
looking into his or her eyes . Strahd 's target must
succee d on a DC 18 Will save or fall instantly under
Strahd's influence as though by a dominate person spell
(e l 12th) .

Gaseou s Form (Su) As a sta nda rd action , Strahd can
ass ume gaseous form at will as the spell (CL 5th) . He
can rema in gaseous indefinitely and has a fly speed of
20 feet with pe rfect maneuverability. His AC in gaseou s
form is 15, touch 15, flat-footed 12.

Forest Sign (SuI Strahd's connection to the forests of
Barovia provides a constant non detection effect on
himself and his gear. lfSt rahd 's con nection is severed ,
the benefit is lost ; reduce his CR by 1.

Mountain Sign (Su) Strahd's connec tion to the mountains
of Barovia surro unds him in a field offorce that grants 3

+6 armor bo nus to "AC. This fo rce armo r protec ts him
from incorporea l attacks an d applies when Strahd is in
gaseous form . lfStrahd's connection to the mo unta in is
severe d, his Armor Class is reduced to 21 and his CRis
reduced by 1.

Swamp Sign (Sui Due to his connection to the swamps of
Barc via. Strahd has resist ance to acid 10, fire 10, and
so nic 10. If his connec tion to the swamp is seve red,
Strahd loses these resistances and his CR is reduced
by1.



ADVANCED DREAD GUARDS (2) CR 7
HP75 each _

N Mediu m const ruct
Init +2; Senses darkvision 60 ft ., low- lig ht vision; Listen +1,

Spot +14
Languages understan ds Common
AC 21. to uc h 11, flat-footed 20
HD10
Immune min d-affecting, po ison, sleep. paralysis, stunning,

disease , death effects , nec romancy effec ts, critical hits ,
nonlethal damage, ability damage, ability drain, ene rgy
drain, fatigue an d exha ustion , any effect that req ui res a
Fort save unless it affects objects or is harmless , death
from massive da mage

Resist cold 10, fire 10
Fort +3, Ref+5, Will +4

Speed 20 ft. (4 squa res) (can' t ru n)
Melee +1 heavy mace +13 (l dS+6)
Base Atk +7; Grp +12
AtkOptions ea rth's pu ll (+1 heavy mace +9. da mage ld8+6

and reduce speed to 5 ft. for 1 ro und), Power Attack,
Cleave, Great Cleave

Special Actions Imp roved BLII! Rush (+9)

Abilities Str 21, Dex 15, Can -, Int 8 , Wis 13, Cha 4
Feats Cleave, Great Cleave, Improved Bull Rush, Power

Attack
Skills Spot +14
Possessions combat gea r plus +1 heavy m ace, masterwork

full plate, masterwork heavy steel shield

Earth's Pull (Sui A dread gua rd can choose to take a - 4
penalty on its attack roll to supernaturally root the target
to the ea rth , If th is attack hits , the ta rget's speed is
reduced to 5 feet for 1 round,

Strahd uses his full att ack routine ever y rou nd he can,
hoping to score an energy drain each round. He seems ro
delight in the pain h is bite and claws
inflict, and he grows stronger from
theenergy he dr ains.

the dread guards move slowly up
thestairs and try to engage pe s other
thanSrrahd's chosen target, using their
earth's pull abilit y to keep those PCs
fromaiding Strahds victim.

Using This Encounter
There are th ree possible uses for th is
encounter.

l.lfthe Fortu nes of Ravenloft indicate
thatSrrahd can always be found in rhi s
room, or if you want to have an encoun
ter with Strahd in this chamber, use
thedetails prese nted on this encounter
spread .

2. IfStrahd 's secondary goal is Descent
inro Madness, th en use Encounter K25A
(starring on page 138).The PCs get to meet
the shapeless form and rwo gibbering
mamhers,

3. If Strahd's secondary goa l is Descent
inro Madness and if the Forrunes of Raven
loft indicate th at Strahd can always be found
in this room , rhen use Encounter K25A
(srarring on page 138), In (his case, 3. crazed
5trahd accompanies the shapeless form; do
not use the gibberi ng mouthers.
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on the floor near the thron e (S). Use hi s fera l form suo
t isti cs from page 136, but note th e tacti cs be low for his
erratic behavior in the presence of th e in carnation of his
madness.

USING THIS ENCOUNTER
Ther e are th ree possible uses for th is encou mer.

t . If the Fortunes of Ravenloft indicate th at Srrahd can
always be found in this room, or if you wa nt to have an
encounter with Strahd in ehtscbam ber. use th e details
presente-d on the previous encounter spread (page 136).

2. If Srra hd 's secondary goal is Descent into Madness,
then use th is encounter. The PCs ge-t to meet the shape-less
form and two gibbering mouthers .

3. If Srrahd's secondary goal is Descent in to Madness
and if the- Fortunes of Ravenloft indica te that 5trahd can
always befound in th is room, then use this encoun ter. In
this case, a crazed St rahd accompanies the shapeless form;
do not use the gibbering mo uthe rs.

bu ries itself in the target. Each round the reafte r that a
creat ure remains impale d, it autom atically takes 4d6+7
points of damage and incurs a cumulative - 1 penalty on
attack rolls. saves, and skill checks.

A creatu re impaled by a severed tentacle takes 1d6
points of da mage per round until the tentacle is
removed. Removing the tentacle requ ires a full-round
action that deals 2d8 points of damage; if the character
removing the tentacle makes a DC 20 Heal check , this
damage is reduced to 1d4 points .

Ululation (Su) Once per day, the creature can begin a
horrible wailing as a move act ion. Any creature within
30 feet that hears th is sound must make a DC 20 Will
save or become confused for as long as the sound
continues (a successful save renders target immune for
24 hours) . Any creature (except for aberrations) that
begins its turn within 10 feet of a shapeless spawn must
make a DC 20 Fort itude save or be nauseated for 1
round,

The ululation last s for as long as the shapeless
spawn spen ds a move action in a round to ma intain it.
Once it s tops, the effect cannot be used for 24 hours.

Madn ess (Ex) A shapeless spawn uses its Charisma
modifier on Will saves instead of its Wisdom modifier.
Anyone ta rgeting the creature with thought detection,
mind control. or telepathic abilit ies makes direct
contact with its tortured mind and has its depravity
score increased by ld3 po ints (if you are us ing the taint
rules from Heroes ofHorror) or ld2 points of Wisdom
damage (if you aren't using the ta int rules).

Te ntacles An opponent can make sunder attacks aga inst a
shapeless spawn's tentacles as if they were weapons.
The ten tacles have 10 hit points. and severing one deals
5 points of damage to the creature. The creature
withdraws from combat if it loses two tentacles .
Severed tentacles grow back in ld6+1 days .

AC22, touch 10, flat-footed 21
HD 14
Immune confusion
Fort +9, Ref +5. Will +13

Abilities Str 24, Dex 13, Con 20, Int 16, Wis 3, Cha 19
SQ madness, tenta cles
Feat s Blind-Fight, Com bat Reflexes , Improved Critica l

(impaling tentacle), Improved Sunder, Power Atta ck
Skills Hide +14, Knowledge (arcana) +20, Listen +13, Move

Silently +18, Spot +13

Use this encounter only if Strahd's secondary goal is
Descent in to Madness.The shapeless spaw n is the physica l
embodime nt of the madness that ha s co nsu med Strahd.
a new maste r th at utterly cont ro ls the vampire. Defeating
the shapeless spaw n restores Strahd to san ity

The shapeless spaw n (55 on the map) is d raped over the
throne when the PCs enter the roo m, and two gibbering
mout hers (G) sta nd in th e roo m be tween the th rone a nd
the stairs.

This encounte r starts w ith the read aloud, followed
immediately by initiati ve checks. O n the gibbering
mouthers turn in th e order, the mourhers begin to gibber.
forcing all PCs in th e room oron th e stairs to K19 to make
Will saves (see below).

If the For tunes of Ravenloft in d icate th at St rahd ca n
be fou nd in th is roo m, he begins the encounter crouched

Speed 10 ft. (2 squares)
Melee tentacle +15 (ld6+7. touch of idiocy) and

tentacle +15 (ld6+7, touch of madness, DC 16) and
tentacle +15 (4d6+7/19-20, impalement)

Space 10 ft.; Reach 10 ft.
Base Atk +10; Grp +20
Atk Op t ions Blind-Fight. Comb at Reflexes, Improve d

Sunder. Power Att ack
Special Actions ululat ion (DC 20)

Touch of Idiocy ISu) A successful melee attack from the
first tentacle imposes a - ld6 penalty on the target's
Intelligence, Wisdom, and Charisma scores, as the
touchof idiocy spell . No score can be reduced below 1.
The effect lasts for 140 minutes .

Touch of Madness (Su) A successful melee attack from the
second tentacle forces the target to make a DC 16 Will
save or be dazed for 10 rou nds . A dazed character can
take no actions .

Impalement (Ex)The third ten tacle is sharply pointed and
covered in vicious barbs. If this attack hits , the tent acle

Usctlus tdclical mcoulltt'r with the room ilrscnphollon page97.

Encoun ter Level 10

S HAPEL ESS SPAW N CR 9
HP 133 -,_--,- _

CE Large aberration
Init +1; Sen ses darkvision 60 ft ., List e n +13, Spot +13
Languages Common, Undercommon



TACT IC A I. 1'1 A I' D ETA 11.5
Ddai l~ of th.., teetice] ma p ,H .., d"'l:'crih"'ll i ll tht.· previous vers jou
" f th is encou nter (pag'I.·>\ ] 36-137).

ing he ar t glows bright red , and two sacl ike orga ns glow a paler
red beside it. Desp ite its similari ty to amo rpho us creat ures
like the gibbering mou th ers th at acco mpany it, th e shapeless
spawn is susceptible to crit ical h its and sneak attacks.

DEVELOPMENT
Th e shape less spawn enjoys its rela tionship with Stra bd and
has no wish to see that relationship severed. The crea ture sees
the player cha racters as a threat to its goa ls. Whether Strah d is

.~ . In.rhe room or not , the shapeless form decides that the th reat
the pe s present to its goals must be elimin ated .

Strahd's Behavior
Atta ck crea tu re nea rest the shapeless spawn
Act nor mally
Babb le incoh eren t ly
Cower as far as possible from shap eless spawn
Attack nea rest crea ture (not shapeless spawn)

d%
01- 10
11 -20
21 -50
51 -70
71- 100

STRAHD'S TACTICS
If Strahd is present wi th the shape less spaw n, his beh avior
is completely erratic. He acts as ifconfused; ro ll every round
to determ in e his act ions unless he was attacked on the pre
viou s rou nd. If Strahd is attacked, he attacks the creature
tha t most recently attacked him in rhe following round. He

-can no t attack th e shapeless spawn, regardless of [be resu lt of,
the dice roll. Strahd rem ains in hi s feral form for th e entire
e nco unter. Hi s behav ior does no t change unt il he is reduced
to 0 hit points, at wh ich po in t he assumes gaseous form and
rerrears to h is crypt.

FIRST VIEW
When the pe s enter the roo m, read:

Something on the throne makesa part of your mind
want to turn away and run. Whatever it is, it is
large-larger than the throne, seemingalmost
draped over the massive chairand hanging over the
arms and fro nt. Even as youlook, some kind of
tentacle or eyestalk rises above the dark, writhing
mass and lwistsas if peering around.

Gibber ing (Su) All c reatures (othe r tha n mo uther s and th e
shapeless spawn) within a 60 -foot s pread mus t succeed
on a DC 13 Will save or be confused for l d2 rounds. Th is
is a sonic, mi nd-a ffecting co m pu lsio n effect. A creatu re
that successfully saves cannot be affec ted for 24 ho urs .

Spittle (Ex) As a free ac tion , a gibbe ring mouther ca n s pit at
one opponent withi n 30 feet. This is a ranged touch attack
that deals l d4 poi nts of acid dam age and forces the target
to make a DC 18 Fort save or be blinded for l d4 rounds .

Improved Cr ab (Ex) If a mo ut her hits a Medium foe with a
bite attack, it can attem pt to sta rt a gra pple as a free
action without provoki ng attac ks of oppo rtunity.

Swallow Whole (Ex) A mouther can attempt to swa llow a
grappled opponent of Med ium size or sma ller by making
a successfu l grapple check. O nce the victim is inside, the
mcuthe r ca n use its blood drain ability. A swallowed
creatu re can cut its way out by dealing 5 po ints of damage
to the mouther (AC 19). Its body can hold 1 Med iu m, 2
Small, or 8 Tiny creatures.

Blood Drain (EX) A swallowed op ponent takes l d4 points of
Constitution damage each round. Th is ability does no t
affect elementals, plants, o r creatu res tha t lack a
Constitution score.

Ground Manipulation (SuJ At will, as a stan da rd actio n on
two co nsecutive rounds , a gibbe ring mouther can so fte n
the stone in all adjacent squa res. Anyo ne other than the
mo uther must use a move action to avo id becoming
mired in the soft stone (treat as bei ng pin ned).

AC 19, touc h 11 , flat-footed 18
HD 4; DR 5/b ludgeo n;ng
Immune critical hits, fl anking
Fort +7, Ref +4, Will +5

Abilities Str 10. Dex 13, Con 22, Int 4, Wis 13. Cha 13
Feats lightning Reflexes, Weapo n Finesse
Skills Listen +4, Spot +9, Swim +8

Speed 10 ft. (2 squares) . swim 20 ft.
Melee 6 bites each +4 (1 point of damage eac h)
Ranged spittle +4 to uch (ld4 acid plus blindness)
Base Atk +3; Grp +3
Special Actions groun d manip ulation, swallow whole, blood

drain

SHAPELESS SPAWN
The shapeless spawn is a great heap offlesh with only vaguely
discernible features. Three large tentacles protrude from its
body, but it cons tantly ext ends and wi thdraws an array of
smaller appendages, each one bearing an eye,a mouth,or a less
ident ifiable organ. Beneath its black , membranou s skin,a pui s-

GIBBERINC MOUTHER CR 5
HP 42 c----;----;------------
N Medium aberration
Init +1; Sen ses darkvis icn 60 ft.. l is ten +4, Spot +9
Aura gibbering (60·ft. sp read . DC 13 Will save o r co nfused

for l d2 rounds)
Languages Common, Gibberish



Encou nter Level 10

Use ' /lis tactical encounter with the room description 011
t'ilge 98.

The player characters enter this area either from the Audi
e nce Hall (K25) or the South Tower Stairs (K21). Stra hd's
steward,a madman named Lief Lipsiege (L on th e map), sits
on a stoo l at a desk covered wi th scro lls. He is sur rounde d
by three undead spellces rers called death locks (D). None
of the m are h iding, but neither are they im media tely, and
obviously host ile. Read th e text below when th e pe s open
one of the doors, then allow th em to decide if th ey want [Q

try to talk to Lief or simply plu nge inro combat. If combat
is chosen, the pe s mig ht get a.surprtse rou nd, dependi ng
on how they approach the situatio n.

FIRST VIEW
When the pe s open one of the doors to this room, read:

A figure crouchesatop a tall stool beside a large
desk, scratchinga quillacross a long parchment.
He wearsa chain shirt but does notappear to be
armed. Threegauntfiguresstand impassively
around the man at the desk, draped in
embroidered cloaks.The man looks upabsently as
thedoor opens,and then starts in surprise as he
sees you. He begins rummaging around on the
desk in front ofhim. As he docs, his tongue darts
out of thecorner ofhis mouth-long, maggot
white,and slightly forked.

Afterrummaging around hisdesk for an insta"t,
Liefproduces a greatsword a"d begi"sswingi"g it
wildlyarou"d his head. There isan obvious '
ma"iacal gleam in his wide, unblinking eyes.

THE MONSTERS
The undead crea tures are dea rh locks , the anima ted corpses
of spel lcasrers. Skeletally th in an d draped in cloaks fri nged
with magica l sigtls,dea rhlocks'cadaverous eyes sizzle with
cursed power.A deat h lock prefers to use its spe ll-like abili 
ties from a dista nce , and often uses its inflict minor HlOlmds
abili ty to heal itself

ENCOUNTER TACTICS
In combat, Lief fights like a raging barbarian, h itting as
hard and fast as he can. The dea th locks use «ruse{earonce
each, then try to hang back ou t of melee combat an d use
their magi, missiles. They reso rt to using thei r bite att acks
only when abso lutely no ot he r opt ion rem ains.

If a deathlock is ever adjacent to an unconscious PC, it
uses death bull on that target.

LIEF LIPSIEGE CR 8
HP 92 _-.,..._ ---, -r-t-r- _

Male tainted raver (human) aristocrat 3/fighter 6
CE Medium humano id
Init +1; Senses blindsense 30 ft.; Li sten +6, Spot +6
Langu ages Common, Draconic , Giant

AC l S, touc h 14, flat-footed 14
HO 9; Fast healing 3
Immune confusion
Fort +12, Ref +S, Will +10

Speed 30 flo (6 squares)
Melee +7 greatsword +11/+6 (2d6+1S/ 17-20)
Base Atk +8; Grp +12
Atk Options Cleave, Power Attack (3 points included)
Combat Gear potion ofshield offaith +5 (increases AC to 20

for 18 minut es)

Abilities Str 18, Dex 12, Con 20, Int 14, Wis 4, Cha 14
SQ perpetual rage, mad ness
Feats Cleave, Dash, Deformity (tong ue)*, Improved

Critica l (greatsword) , Power Attack , Weapon Focus
(greatsword), Weapon Special ization (greatsword),
Willi ng Deformity*
* Feat described in Heroes ofHorror. Willing Deformity

gives a +3 bonus on Intimidate checks , while Lief's
forked and mutilated tong ue grants him blindsense.

Skills Bluff +11, Diplom acy +6, Forgery +11, Gather
Information +9, Intimidate +7, Knowledge (history) +8,
Li sten +6, Sense Motive +5, Spot +6

Possessions combat gea r plus +2 chain shirt, +7
greatsword, cloak ofresistance +1

Perpetu al Rage (Ex) A tain ted raver is constantly in a state
of insane fury similar to a barbaria n's rage. In this state,
the raver gains a +4 bon us on its Strengt h and
Constitution sco res, a +2 bon us on Will saves, and a - 2
penalty to Armo r Class (included in the stat istics
above) . An effect that coun ters rage, such as the calm
emotions spell, temporarily suppresses this ability and
negates these bonuses and penalties.

Unlike a barbarian's rage, a ta inted raver's
perpetual fury does not prevent it from taking actions
that requi re reasoned thought or concentration . A
tainted raver can cast spell s, use skills, act ivate magic
items , and even act ca lmly and rationall y.

Madness (Ex) A tainted rever is irret rievably mad . It uses
its Char isma modifier on Will saves instead of its
Wisdom modifier and has immunity to conf usion and
insani ty effects . Anyone target ing a tainted rever with a
tho ught detect ion, mind control , or telepath ic ability
makes direct con tact with its to rtured mind and has its
depravity sco re increased by 1d3 points from that
contact . (Ignore this effect if you are not using the
taint rules) .

A tainted rave r cannot be restored to san ity by any
means short of a miracleor wish spell. If restored to
sanity , a tainted raver loses this template and all the
modifiers it applies .



DEATH lOCKS (3) CR 3
HP 19 each_-,--,- _
NE Medium Un dead
Init+6; Senses darkvision 60 ft., Listen +7, Spo t +7
languages Common, Abyssal, Infernal

AC 13, touch 12. flat-footed 11
HDJ
Immune mind-affecting, po ison, sleep. paralysis,

stunning, disease . death effects. critical hits,
nonlethal dam age, ability drain, ene rgy dra in,
damage to physical ability scores, fatig ue and
exhaustion

Resist +2 turn resistance
Fort +1 . Ref +3. Will +4

Speed 30 ft . (6 squa res)
Melee bite +1 (ld4)
BaseAtk+1;Grp +1
Spe:II-Uke Abilities (Cl 3rd):

2/day-deQlh knell (DC 14)
l /day-cause fear (DC 13). magic missile. summon

monster f
at will-detect magic. inflic t minor wounds (DC 13),

readmagic

Abilities Str 11, Dex 15. Con - .Int 14, Wis 13, Cha 14
Feats Combat Casting. Improved Initiative
S. i1Is Concentration +6 (+10 casti ng defens ively) ,

Hide +8, Knowledge (arcana) +8, listen +7,
Spellc raft +8, Spot +7

TALKING TO LIEF
Iiefispossessed bya murderous insane rage, but it is possible
to talk to him. If th e pes try to parley, he listen s to them for
300m a minute (long enough for them to make a Diplomacy
or Bluff check, for example) before he grow s completely
igimed and attacks.

To resist Int imidate: td 20+11. Lief uses his Charisma
mod ifier in stead of his Wisdom modifi er for thi s check.

Starting Attitude: Hostile.
Modifiers: Apply the following modifiers to any Diplomacy

check made [0 influence Lief's attitude, based on the Pes'
mannerand specific things they mention in their in teract ion
wirh him. All of these bonuses stack with each other.

Pes try to talk about accounting or finan ces (-1);
Pes are fawning or flattering (-2);
pes are authori tative and demanding (+1);
Pes imply that Liefis a captive (- 1);
Pes make any reference to the death locks (- 1)

• The Pes offer Lief an alcoho lic beverage (+2)

If Host ile: Lief attacks immediately.
If Unfr iend ly (DC 20): Lief pu ts his sword back on the

desk and picks up his qu ill, watching the pe s suspic iously
until they leave the room. He lets rhe pe s go without molest
ing them. but offers them no help or in formation.

If Indifferent (DC 25): Lief put s his sword back on th e
desk and picks up h is quill, returning to work . He answers
themost basic questions (~Wh ic h way to the exit ?") but not h
Ing of importance or substance.

If Friendly (DC 35): Lief puts his sword down and chats
miably with the pes for a few minutes, as the smoldering
aresof the deathlocks wash over him. His conversat ion is
isjointed and sometimes nonsensica l, but he can provide
nswers to many ques tions about the castle.
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A crypt chanter's so ng has no words, just a melody
that co nveys an eno rmo us amo unt of grief and disp air.

Beginn ing on the rou nd after becom ing dazed ,
creatu res tha t failed the first saving throw mu st make a
second successful save to avoid being affec ted as if by
the 'nthrall spell (PH 227).

Enthralled victims begin to ga in ld2 negative levels
per round while the song continues , as long as the y
rema in within range. If a creature ga ins a number of
negative levels at least equal to its Hit Dice, it d ies and
becomes a spawn . When a crypt cha nter bestows
negat ive levels on a victim, it ga ins 5 temporary hit
po ints for each negative level bestowed .

Creatures that successfully save upon hearing a
cryp t chanter 's mu sic cannot be affected by that
chanter 's music again unless it ceases singing for 1 full
ro und (releasing those it previously held in thrall) and
begins a new song.

Daylight Powerlessness (Ex) A crypt chanter is utterly
power less in natural sunlight and flees from it to seek
refuge in any dark , shadowy loca tion. A daylight spell
does not provoke th e sa me response and does not
affect a crypt cha nte r in this way.

Create Spawn (Su) Any huma noid slain by a crypt cha nter
th rough its draining mel od y ab ility becomes a crypt
chanter ld4 rounds later . Chanter spawn follow the
commands of the crypt chanter that created them and
remain en slaved to that chanter until the or iginator
chanter is destroyed . Chanter spawn possess none of
the abil ities th ey had in life.

THE MONSTERS
Th e following creatures are act ive in this area:

Cu rsed Spirit: A cursed spir it is an incor poreal undead
creature that appears as a tormented , somewhat manic,
ghostly humanoid. Its lower body trail s off int o a ghostly
cloud. Its hollow eyes con vey malicious intell igence.

Cryp t c h ante r: A cry pt chanter is an incorporeal spirit
kn own and named for the haunting music it constantly
sings . II appears as a waving. incorporeal figure as eerie
and beautiful as its music-s-a ghostly woman dressed in
the fin ery ofa COUTt mu sician . She softly strums a ghostly
lure as she sings 3 melod y that might once have celebrated
a joyous occasion. On her undead lips . however, it has
become a hea rt-wrenching expression of eternal grtef

Ge rtruda Bogoescu: Gert ruda , a villager, is innocent
and naive . She believes that Strahd is nothing more thana
charmi ng and handsome nobleman. If there are no closed
doors be twee n her and th e- c rypt chanter, she' follows the
music and risks a speedy death from listen ing (0 the ghastly
tune.

Draining Melody (Su) A crypt chanter constantly sings,
creating a mag ically charged allure that surro unds it. All
creatures within 60 feet must make a successful DC 18
Will save or stand dazed (unable to act) for as long as
the mu sic con t inues. This is a sonic, mind-affecting
compulsion effect .

AC 19, tou ch 19. Flat-footed 15
HD 7
Immune mind-affecting, po ison, sleep, paralysis. stunning,

d isease, death effects, critical hits, no nlethal damage,
ab ility dra in, energy dra in, damage to physical ability
scores, fatigue and exhaustion

Resist inco rpo real
Fort +2, Ref +6, Will +7
Weakness da ylight power lessness

Thi scomplicated encounter covers a large area of th is floor
of the cast le, particularly if Str ahd is involved.

The most likely way for the PCs to approach these rooms
is from the stairway (1-\ 21) into the alcove at K35. There,
two cursed spiri ts (C) lurk within shadow-draped statues.
Rather than fight the cursed spiri ts in the close quart ers of
the alcove,the PCsmight move into the din ing hall (K36).A
crypt chanter (e e) sings its deadly tune in the di ning hall.

IfStra hd chooses to attack th e PCs in thi s area ,or if th e
Fortunes of Ravenlofr dem and it, he starts in the study
(K37) and is indica ted by an S on the map.

Finally, Gertruda Bogoescu (G), an innocent Villager,
lies in the bedchamber (K42).

Strahd's Statistics: If Strahd takes part in th is encoun
ter, use the stat istics for St rahd in human form on page
130.

Encounter Level 8 to 15

Use thisf,Jc!icl1l n!cQurtler with the roo m descnplionso"n J'IJges
99-102.

Abilities Str -, Dex 18, Con -, Int 14, Wis 14, Cha 20
SQ create spawn
Feats Alertness, Blind-Fight, Improved Initiative
Skills Hide +14, Intim idate +13, listen +14, Perform (sing)

+14, Search +12, Spot +14

Speed fly 30 ft. (perfect) (6 squ ares)
Melee inco rpo real touch +6 (l d8)
Base Atk +3; Grp -
Atk Options Blind-Fight

CRYPT CH ANTE R CR 7
HP 4S ,,---_-;--;--::-__--;:- _
CE Med ium undead (inco rpo real)
Init +8; Sen ses dark vis ion 60 ft.; listen +1 4, Spot +14
Aura draining melody (60 ft ., Will DC 18, daze)
languages Common, Abyssa l



CURSED SPIR ITS (2) CR 3
HP 22 each
CE Mediu m undead (incorpo real)
Init +2; Sen ses dark vision 60 ft.; listen +5, Spot +5
Aura curse (adjacent creatures take - 2 on all saves)
languages Comm on

AC 13. touch 13. flat -footed 11
HD J
Immune mind-affec t ing, po ison, s leep, para lysis. stunning,

disease , death effect s. cr itical hits. nonlethal damage.
ability drain , energy dra in, damage to physical ability
scores, fatigue and exhaustion

Resist incorporeal
Fort +1, Ref +3. Will+2

Speed fly JOft. (perfect) (6 squares)
Melee incorp oreal tou ch +3 (ld8+1)
Base Atk +1; Grp -

Abilities Str - , Dex 14, Con -, Int 9. Wis g, Cha 13
Feats Toughness, Weapon Finesse
Skills Intim idate +7, listen +5, Spot +S

GERTRUDA BOGOESCU CR 1/2
HPJ
Female human commoner 1
N Medium humanoid
Init +1; Senses Listen - 1, Spot-1
Languages Common

AC 11, tou ch 11 , flat- footed 10
HDl
Fort +0, Ref +1, WiI!- 1

Speed 30 ft . (6 squares )
Melee unarmed strike - 1 (ld3-1 nonle tha l)
Base Atk +0; Grp - 1

Abilities Str 9, Dex 13, Can 10, Int 11, Wis 8, Cha 12
Feats Animal Affinity, Skill Focu s (Craft)
Skills Craft (weaving) +7, Handle Anim al +7, Knowledge

(local) +2. Ride +3

Special Effect
Read when Strahd casts the fdl 'dmi"i tlg Iigl1 ttling bol t spell
at the pe s:

A great bolt of lightningarcs from Strahd'sfingertips,
engulfing you in deadly energy. Even as the
electricity runs through your bones, a purplish-black
energycourses along tVith it, licking at your soul.
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f rom in ..iJ ..· Ihe 1"l:'S'l~e) b..hi nd OIll' of tbt' "tdllh':' il1lb l'
11,,11 " f Ib"c, (1'4 5).



Encoun te r Level 6 or 15

Use this lactiml t'P1cow,Ier with till' room desmptiom Otl IJilgc
100.

How thi s encou nter plays out depends on wh at th e pe s
did before gett ing he re.

If th e pes ring the bell in the belfr y (K40), th e two
che liceras (marked as C on the map) descend from above
to attack them. (See also th e "special effect " on the next
page).

If th e Fortunes of Ravenlofr reading indicates that
Stra hd can befound in the treasury (K4t), then the encou n
ter beg ins wh en the pe s ope n th e secret door inro the
treasury (5 1) and find him there, in h is feral for m. Srrchd
then sum mo ns th e che lice ra to hi s aid .

If the pe s do not ring the bell and the Fortunes of
Ravenlofr reading d id not ind icate Strahd's presence in
th e tre asury, there is an encounter here only if Stra hd
decides [0 attack. In th is case, he firs t orders the chehceras
to attack. He then emerges in his "werebat" form from out
of th e bell raft ers one round later to jo in th e fray (start ing
in the square marked 52 on th e map).

If the pe s come [0 th e t reasury to perform a bonding
ritu al, regardless ofany other potential enco un ters, Strahd
att acks th em at some po int du ri ng th e process. He makes
th is attack when they are totally engaged and least expec t
ing it, appe ari ng our of the shadows in his feral form to
rat tle th em and then disrupt the ritu al.

MONSTERS
The follow ing creatu res are active in this area:

St ra hd's Statistics: IfStrahd takes part in thi s enc oun
ter, use th e tact ical stat istics for Strahd in feral Iorrn
found on page 136 and Strahd in werebar form fou nd on
page 131. .

Cheltceras: These monstrous arac h n ids resemble
hum an-sized but spind ly black spide rs. Two thin arms
extend from thei r bodi es, each end ing in a sharp claw.
Stra nge pairs of thick antennae sit atop th eir heads like
tu ning forks. Un like most chellceras (described in MOII strr
Ml!t1l~allI I) , these crea ture s are web spin ners-possibly
th e result ofcros s-breeding wi th monst rous spide rs.

TACTICS
If Strahd decides to encoun ter th e PCs in the belfr y (K40),
he orders th e che llce ras [0 arrack first. O n St rahd's turn
in the secon d round, he follows them out of th e shadowy
rafters in hi s werebat form , flying to the nearest PC and
making abite attack. He hovers aroun d that PC, biti ng each
turn, until he has weakened hi s foe with several negative
levels. At that point, he moves in to start a grapple, provok-

CHELICERAS (2) CR 6
HP 66 each
N Medium vermin
Init +4; Senses da rkvision 60 ft., scent; Listen +9, Spot +1

AC 19, touc h 14, flat-footed 15
HD 12
Immune sonic, mind-affect ing
Fort +9, Ref +8, Will +5

Speed 30 ft . (6 squa res), climb 30 ft.
Melee 2 claws each +13 (1d6+2) and

bite +8 (l d8 +1 )
Ranged web +13 touch (entangle)
Base Atk +9; Grp +17
Atk Opt ions improved grab
Special Actions blood drain

Abilities Str 14, Dex 19, Con 12, Int -, Wis 13, Cha 12
SQ mimicry
Feats Weapon Finesse"
Skill s Climb +10, Hide +12, Listen +9

Web (Ex) A web-spinning chelicera can th row a web at a
single target up to 50 feet away. If it hits with a ranged
touch attack, the ta rget is entangled (half speed, can't
run or cha rge, - 2 on atta ck rolls, - 4 to Dex sco re,
Concentration DC 15 + spell level to cast spell).

Improved Grab (EX) Ifa chelicera hits with a claw att ack, it
can atte mpt to start a grapple as a free action without
provoking attacks of opportunity.

Blood Drain (Ex) Ache licera can suck the blood from a
living creature by making a successfu l grapple check. If
it pins the foe, it drains blood, dea ling 1d4 points of
Constitution drain each round that it makes a
successful grapple check. This ability does not affect
eleme ntals. plants, or creatu res that lack a Constitut ion
score.

Mimicry (Ex) Achelicera can repeat any noise it hears as a
free action. This abilityworks much like a ghost sound
spell (Will DC 17 to disbelieve), except that the sound is
centered on the chelicera itself.

ing an arrack of oppo rtu ni ty. He rem ain s in his werebar
form for as long as possible, not wanti ng to reveal that the
bat is actua lly Strahd. (Even if the PCs might guess that
the bat is th e vampire lord of the castle, St rahd wants to
keep them guess ing and off th eir guard.) ~

IfSt rahd finds him selfin a grapple he can't win , unable
to secure a pin (and d rain blood), he assumes gaseou s form
and solidifies on his next turn in feral form. He hopes that
h is revelat ion as th e lord of the castle will prom pt the pe s
to make rash acno ns.a nd that hi s feral form will fill them
with fear and dread . Once in feral form, he resumes claw
ing and bi tin g.

In any oth er version of thi s encounter, the PCs must face
Strahd in his feral forrn.He atta cks with wild rage while
in this form, tr yin g to cause as much damage as possible.
He flees if the battl e turns against him.



Ifthe pe s find Strahd in the treasury (K41), he gree ts them
inhis feral form . On his first turn, he utters a str ange howl
ingwail to summon aid.The chelicerasclimbdown into the
belfry, appearing in the posit ions marked on the map at the
sta rrof the next round. Strahd fights fiercely,using the chelic
erasforflanki ng bon uses and attack ing entangled opponents
to take advantage of the Dexterity pena lty they suffer.

Special Effect
If any of the PCs pull the belfry rope (in area K40) enough
to get the bell to ring, read:

T ,ICT ICII. i'1.1I' D ETAII.S
Ddoli l~ on the toldic ol l milp ol ro: d('~cr i b,·J

b,·low.
Cobwe b,,; Th ick , Jusl v ,:,,6,,·,·b..

fill th", 11.t1l of Rich,,~ 'l 1l J ·the B,·lf rv
(K39 an J K·Hl on 1IU' map ). TI1t",,~
.:uhwebsoh",·u rl' v isio n b....yond 5 f'·l·t
in lhi~ area, ~i miJ.H to the "bscur;n9 ."
mi"f "1',,11. Acreature 5 [ce t away [rom
an att<1<:k.... r ha s <:onccalmcn1 (20%
miss ch ance}. C reaturee far th('r awav
holvc to tal cp'Ke,11me nl (60% mi:>~
cha nc(', anJ I he ,11 Ia.:k,·r c annot usc
sigh1 III loca te the ta r~et ).

~\ " wit h tht> <1~SCll r ;rlg mist 9p<."I L
\\·ind and fire ca ll c1 ear t h,· ctlhwch~ .
.\ ll1<ld"tate wi nJ (11+ mpl l) Ji" (lt·r",·~

tb" cobw" b~ in + rou nds. r\ "tro n~ wind (21 + mph), such <1"
fro lll.l gustO/Witld lipell, Ji" pers,'" th" cobwebs in I fOund. A
fi r,· "Iwll ..:I,·ar" away t h,· co lnn·b.. in th,· fir c's arca; lar~dL.(1

f ire "p... ll" J'l no t ht'lp in de<lrin~ the we b".
A na r rtrwpath pf d,'ar ~P"l":C run .. J o wn th,· center "f du.·

hdll to t he n e x t room, "IIJin~ arou nJ the h an ~ in~ r,Jlll'. This
e1l'ar pdt ll i" ~(' low 'IIlJ na rrow lh.lt it dll,'" n' l improve \·is ibil ity
at a ll.

S" c r!;'! Duo rs: T her e a re "ecrct J 00r " t1HPl1JO:h0ut th i ~ arca.

Dl~ 25 Search ch eck 10 find a "p"c if ic sec ret doo r. ThL' rc ar c
t inr crack" ,HL)IlnJ (·a.·I, svc rv..t d('Or that Stra llJ ce n (la s s

thwll~ b in cescous f..l rm . If a PC ha" seen Slrahd p ass dl ro ll ~b

tlt,·s ," cra<:kl." tbat dl<1r.1dcr ~ain" a + 4 ci rcumstcncc b"Il~'S
Oil Sea r.J l d wck" to fi nd 'lI1J opt'll til<" dO' Jr. B....caus.· "f til<'
co!Jwt,b". hOw"\'L'r, a charader mus l bt' aJj'l":('nt to lbe ",'crd
J'lor" in area" K 39 'l11J KJO wh"n StrolllJ h H n" ~aH·Ol1" an J
" I ip~ t IHOII.:11 them tu Iw1ic,· this h'lppcn.

Tr.ll) A'"l"c"" (K 3 1B): T hi" i.. a "h,al, n,Hr"w ":,,rr iJm,
cOlllwdin~ til.... t rap "haft (K31a) by way of a ~ ....crd J,'or to
tlH' Bolli "f 'Ri..:h".. (K39l. T Il<' ~haft dr'lp" 130 f"l'l to K6 1,
"" ,1 ch<Hadt' r fall in ¢ J , 'wn thl· "I1<1h ta kl'~ 13Jh point.;: "f
f..d l in~ J dllld oO! 'o.

n,:lfry Ro pe (K -I- O): Ti l l:' W IW i" aHa cb('J to " ~n'al bell
50 feet ov,·rhcad. It ta ke" "~lm(' ,·ffort I I I ~ct til<" Iw ll ::lwil\~i n~

....n u u lO! lt to rin>!; ol c11<Hadt' r Ill ll ~ t pu ll o n d w fl'f1<" for dH'·~·

.,.

High above, a great, Imseen bell peals, its melancholy
ringechoing throughout thecastle. The sad,
otherworldly sound threatens to overwhelm you with
each reverberating clangofthe swinging bell.

If the bell rings, the PCs must make successful DC 15
w ill saves to avoid th e effect s of the waves of melancholy
reverberating with every peal. A charac ter who makes the
sOave is not affected by the sad sound. A character who fails
the save, however, receives a - 4 penalty on ini tiative checks
for the next hour.

~Iortl)

0 =5 fee t

co nscc utive wund ,. dnd Ilhlk ..: thn·e
HlCcl':;fful DC 11 :3tren~t h chc,· ks. If lh i.. is d'lIl(" th,· hell
ri nc s lo IlJl y, dud cOlltinu~" r in ,;: ill l'1 a" l ite bell >'wi nil!" b'le k dnJ
f('rt ll fLIT a f....w WlI IlJ" (1(14-+ I).

Trc.1SlIrc Il e.l l' '' (K.+ I): ('.,i n.;:, precious ve f .. ,· I.;:, ami o tl1er
items M,' h\'<1lw J in L1t~e pi Ie:' in th,· t rcasury. \'('hi l,· valua ble,
t he ,,(' he.lp" m.l bL· m a ue uvc rin c in til<' l rensury difficu lt. It
cost" 2 "q ua rL·" of movemen t to en ter a ny square i n th j s roo m.
TIlt' DC l,f Ra L.1 nce an d Tumb l.... chec k" increases bv 5. and
tilL' DC 'If ~\,1Ve Si len tly c1n'cks in c-rea se s by 2 wlt ilt· d~arader..
a re in t11i::l rO,'IlI.· .

Tn·.Hl1t"C (K'+l) : -:: lrah J'~ t rca su re is ~ r""dl and varied,
hca l'L·J in piles on lIl!;, fl" o r of th e room. Coina~,' accounts

fm mudl (1f it ..hulk: Tit er I.' arc 5,000 li!p, .+,000 "I', .1I1J 300
PI' sc.ltlt'n·J on til<' fl" o r. Thert' i" D + J gl,,'st 1<1/1.:/, b<.lsiarJ
sw.,rJ. dnd "....ve ral Jar lO!c art ol'ied" h o t<l l va lu .... 6,000 ~p).

TI lL'~ e <tTL objt'cb include a l a r~ l' "ilVl'r urn (850 [0:,,), a h,.,w y
( I 0 lb.) g-ol(l id" l of :',lnW l1an1l'I,·~""qual de mu n-th in~ (700 gp),

a d ,·co raliw "h i,·JJ l,f st,· ....1 ;n l.l id wit!J." ilvl'r dn J 1.1pi~ laz uli
(30 0 ~p), a ~old" n e irc l,·l ",·t with topaz (3,000 ~p), a gold
p.... nJa n t sd v,· ith a bl'lOJ "tol1" on a hedvy cha in (I 50 gp), ,1

fine lull· wil h m" l!1l'r-"f-p,.arl inL1Y (650 ~p), and ,1 fim· wool
ta po',dry J ..pid ill ~ :3trolll J'~ C ')Ilqllt·~t of th,·;>,· Ll lld"
(3 50 ~p) .



Incorp oreal Immune to no nmag ica l attacks ; 50% chance
to igno re any damage from co rporeal source (except
pos itive energy, force, ghos t tou ch). Attacks ignore
nat ural armor, armor, and shiel d , but deflect io n bon us
and force effects work. See DMG 295 for mo re
informatio n.

Unnatural Aura (Su) Anima ls can sense the presence of a
wraith at a d istance of 30 feet . They will not willingly
approach nearer than that, and panic offo rced to do
so; they rem ain panicked as long as the y are withi n that
range.

Daylight Powerlessn ess (Ex) Wrait hs are utt erly powe rless
in natural sunlight (not merely a daylight spe ll) and flee
fro m it .

Con stitution Drain (SuI li ving creatures hit by a wraith 's
incorpo real to uch attack mus t succeed on a DC 14 Fort
save or take 1d6 "potnts of Cons titution d rain. The wraith
gains 5 tempora ry hit points if this attack succeeds.

Abilities 5tr - , Dex 16, Con - , Int 14, Wis 14, Cha 15
SQ create spawn
Feats Alertness ", Blind -Fight, Combat Reflexes, Imp roved

lnlt iatfve "
Skills Diplo macy +6, Hide +11, Intimidate +10, li s ten +12,

Sea rch +10, Sense Mot ive +8, Spot +12

Speed ny60 ft . (good) (12 squares)
Melee inco rporeal to uch +5 (l d4 plus Const itu t ion dra in)
Atk Options Co ns titu t io n drain (Fort DC 14, ld6 Co n)
Base Atk +2; Grp -
Atk Options Blind- Fight , Combat Reflexes

AC 15, to uch 15, flat-footed 12
HD S
Immun e nonmagical attack s, mind-affecting, poison, sleep,

paralys is , stu nning, d isease, dea th effects, critica l hits,
nonlethal da mage , ability drain, energy drain, damage to
physical ability scores, fatigue and exhaustion

Resist turn res istan ce +2
Fort +1, Ref +4, Will +6
Weaknes s dayligh t powerlessness

Immune all attacks
Weakness dispel good or blas phemy banishes spi rit

Abilities Str - , Dex 8, Con - , Int 10, Wis 13, Cha 18
SQ cannot act aga inst physical ta rgets, aura of good
Skills Diplomacy +6, Knowledge (nob ility and royalty) +8,

Knowledge (religion) +9

LADY VEY RALLEN CR-
Female spirit (human) palad in 4/ knight of the rave n 2
LG Medi um deathless
Senses Liste n +1. Spot +1
Aura cou rage (allies within 10 ft ., +4 on saves against fear)
Langua ges Co mmon, speak with ravens

WRAITHS (2) CR 5
Hp 32 ::-_--,---,-::-__-;:- _
LE Medium undead (incorporeal)
Init +7; Sen se s dar kvision 60 ft .; Listen +12, Spot +12
Aura unnatu ral aura (30 ft ., anim als panic)
languages Common, Infernal

Encou n te r Level 9

USi Illisencounter with the room entry ou page 102.

The spirits of the dead heroes of Raven loft ha unt this hal l.
Fiveof the six are corrupted and evil now in their undeath ,
while the sixth -Lady Vey RaIlen (V)-is preserved in a
holy deathless state. Because she is the most alert of the
six, she stirs as soo n as the pes enter the ha ll, emerging
from the statue that bears her likeness and speaking to
them . After she converses with them for a few roun ds,
however, her evil counterpa rrs-c-two wrai ths (W) and
three cursed spirits (C)- awaken and emerge from thei r
statues to attack the pes.



CURSED SPIRITS (3) CR 3
HP22 __-,.-,. -,. _
CE Medium undead (inco rpo real)
1nit +2; Senses darkv ision 60 ft.: Lis ten +5, Spot +5
Aura curse (adjacent creatu res take -2 on all saves)
Languages Common

AC 13, touch 13, flat-foot ed 11
HD 3
Immune mind-af fecti ng. poison , sleep, paralysis. stun ning,

disease, dea th effects, critical hits. non lethal dama ge,
abil ity d rain, ene rgy drain, dam age to phys ical abi l ity
sco res, fatigue an d exha ustion

Resis t inco rporeal
Fort +1. Ref +3, W ill +2

Speed ny30 ft. (perfect) (6 squares)
Melee inco rporea l to uch +3 (l d8+1)
Base Atk +1: Grp -

Abilitie s Str -, Dex 14, Con - , Int 9, Wis 8, Cha 13
Feats Toughness, Weapon Finesse
Skills Intimid ate +7, Listen eS. Spot +5

FIRST VIEW
When the pes enter the hall, read:

Long, low mouns drifl through this long hall. The
ceiling has fallen, leaving rubble strewn acrolllhe
floor. Overhead, thebeams ofthecaslle's roof are
exposed. Lightningflashessporadically across the sky,
castillg shadows among lhe ,tatlle-filled alcoves lhal
line the hall.

A second lightning flash illllmlllates Ihe hall, and
in thai light yOIl see a ghostly figure emerge from one
ofIhe statlles. It appears 10 be a human woman in
heavy armor, II" emblem ofa raven clearly visible on
her breastplate. Sheraises one halld and whispers,
"Blessings 10 you," in a cold, dead voice.

MONSTERS
The followi ng crea tures are active in this area:

Cu rsed Spirit : A cursed spir it is
an incorporeal undead creature th at
appears as a torm ented, somewhat
manic, ghos tly humanoid. It s lower
body t rails off inro a ghostly cloud.
Its hollo w eyes convey maliciou s
intelligence.

Lady Vey Rall en : Lady Vey
is death less rather than undead ,
which means primarily th at she is
powered bypositiveenergy rather
than negat ive. She is affected by
positive energy in th e same way
that un dead are affected by neg
ative energy-cure spells heal
her,she benefits from consecrate
effects, and she can be turned
byan evi l cleric or rebuked by
agood cleric . s he is litt le more
than a linge rin g incorporeal
spirit, unable [Q act on the physica l
world an d immune to any attacks. Only St rabd's death

can send her [Q her final rest in the Seven Heavens, and she
will not dep art the cas tle unt il he is dest royed .

W raith : A wraith is an incorporeal creature born of evil
and darkness. It appears as a spectral figure wit h glowing
red eyes, robed in da rk ness an d hovering in the night air.

TALKING TO LADY VEY RALLEN
Lady Vey wants to speak to the PCs. She doesn't want to fight-,
them, and indeed she can no t fight back if they attac k her.
Her start ing at rirude is fr iendly, and there is littl e need [Q

improve it fu rthe r. All the same, a success ful DC 20 Diplo
macy chec k ma kes her helpful. If the PCs mention having
helped Sir Urik (see Enco unter F, page 74) or that they seek
[Q destroy Strahd, they receive a +4 bonus on thi s chec k for
each of those circu mstances that apply.

Lady Vey im plores the PCs to cont inue their quest to
destroy Stra hd. She was a knight of the raven in life. and is
eager to pass on the heritage of th at kn ightly order to a PC ,
who qu alifies (any character who can cast divine spells can
qualify). See the pres tige class description on page 200 for
more in format ion.
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Encou nter Level 8

Use thisencounterwilh the room entry 0 11 page 102.

Thi s encounter occu rs th e first tim e the pes enter the land
ing. W he n the pe s enter the landing, read the description
and ask where each charac ter is sta ndi ng.

FIRST VIEW
If pCs look into or enter th is landing, read :

A chill wind whistles mournfully across this
flagstone latlding. Atl alcove next to the north
stairwell cotltains a leering stotle statue, while the
facitlg alcove contains a disquietingsculpture
composed completely ofchains. A single ironboutld
door provides egress Otl the western wall. On the
same wall hangsa portrait ofa noble womatl .The
woman's eyes appear defiant, mischievous, and
slightly cl"uel. The woman bears a striking
resemblance to Ireena!

SURPRISE ROUND
Afte r determining where the pe s are standi ng, call for
DC 20 Spot checks to see if anyone not ices that th e sta tues
are no t wha t they appea r to be. Those who succeed can par
ticipate in th e surprise rou nd whe n th e portrait revea ls its
tr ue nature as a maligna nt construc t and at tacks. •

MONSTERS
The following creatures are active in thi s area:

Chain Golem: The creatu re in the southern alcove is a
chain gole m (marked as C on th e map). Composed enrt rely
of shifting chai ns that vary in size and shape, a chain golem
takes on a vaguely humanoid shape as in clangs and rattles
its way in to batt le.

Gargoyle: The creature in the norrhern alcove is a gar
goyle (G). It appears to be agrotesque, winged sta tue until
it moves to attack. .

Malignant Construct : The Portrait marked on th e map
is rea lly an an imated cons truct tha t at tacks cha racters who
explore the landi ng.The woman in the paint ing ani mates
and appears to cast spe lls. Tho ugh the abi lities of th e por
trait m im ic spe llcas ting, they are act ually supernatural
abilit ies that do nor dra w at tacks of opport u ni ty.

RUNNING THIS ENCOUNTER
In th e surpr ise rou nd, the portrait and any pes who made
DC 20 Spot checks (see above) get to act .

The ga rgoyle and cha in golem let th e portrait have th e
firs t act ion; th ey do not m ove du ring the su rprise round.

CHAIN GOLEM CR 5
HP 58 ,- _

N Medium cons truct
Init +3; Senses darkv ision 60 ft., low-light vision; listen +0,

Spot +0

AC 21, touch 13. Flat-footed 18
H0 7
Immun e magic , mind-affec ting, po ison , sleep, paralysis ,

s tunning, disease , death effects, critical hits , nonletha l
damage, ability dra in, energy d rain

Resist +2 on saves against ranged spells
Fort +2, Ref +5, Will +2

Speed 30 ft. (6 squares , can't run)
Melee 2 chain rakes +9 (1d8+4 plus wounding)
Space 5 Ft .: Reach 10 ft.
Base Atk +5; Grp +9
Atk Option s wound ing; Dodge, Im proved Disarm ,

Improved Trip
Special Actions chain barr ier

Abilities Str 18, Dex 17, Con-, Int -, Wis 11 . Cha 1
Feats Dodge", Expert ise", Improved Disarm ", Improved

Tripll

Chain Barr ier (Ex)As a full-round ac tion , a chain golem
can su rround itse lf with a whirling, slicing sh ield of
chains, sim ilar in effect to a blade barrie r spell. Anyone
adjacent to a cha in bar rier must make a successful
DC 17 Reflex save or take 7d6 points of da mage . Any
creature or object enter ing or pas sing thro ugh such a
barrier automatically takes that am ou nt of damage. The
chain barrier moves with the golem and provides it
cover (+4 bonus to AC) . Mainta ining the barrie r on ce it
has been activated requi res a standard act ion.

Wounding (Ex) A wound resulting from a cha in golem's
chain rake attack bleed s for an additional 1 point of
Constitution damage on a failed DC 17 Fort itude save.
Multiple wounds from such attacks resu lt in add it ional
potentia l Cons titut ion damage.

Magic Immunity (Ex) A chain golem is immune to all
spells , spell-like abilities. and s upernatural effect s
except as follows . An electricit y effect slows it (as the
slow spell) for 2 rounds (no sav ing throw) . A fire effect
breaks any slow effect on the chain golem and repa irs 1
point of damage for each 2 points of damage it wo uld
otherwise deal. A chain golem get s no saving throw
aga inst fire effects .

Th ey take actions norm ally whe n reg ular rounds ofcombat
begin.

In the surpr ise round . th e po rtra it ani ma tes within its
frame. The painted wom an begins to cast spe lls that the
PCs can actuall y hear and see.

The portrait begi ns combat bycas ti ng masshold person if
it can target three or more r Cs. Otherwise, it begins bycast
ing holdpersoll,saving its nlasshold personability until it sees
three or more PCs who m it can captu re with th e effect.



GARGOYlE CR 4
HP 45 _

CE Medium monstrous humanoi d (earth)
Init +2; Sen se s da rkvisio n 60 ft.; li sten +4, Spot +4

AC 16. touch 12, fiat-footed 14
HD 4; DR lO/magic
Fort +5, Ref+6. Will +4

Speed ft. 40 ft.(8 squares)
Melee 2 claws +6 (ld4+2) and

bite +4 me lee (ld6+1) and
gore +4 melee (ld6+1)

Base Atk +4; Grp +6
Special Actions freeze
Abilities Str 15. Dex 14, Con 18, Int 6, Wis 11, Cha 7
Feats Multiattack. To ugh ness
Skills Hide +7 (+15 when against stone background),

listen +4, Spot +4

Freeze (Ex) A gargoyle passes as a statue when not moving
unless obse rvers s ucceed on a DC 20 Spot check.

TATYA N A PORTRAIT CR 6
HP 90 .:.- _

NE Medium cons truct
Init +0; Senses darkvision 60 ft.. low-light visio n; li ste n - ,

Spot -
AC 21, touch 10, flat-foo ted 21
HD 11 ; OR l O/adamantine and bludgeon ing
Immune magic, construct trait immunities
Fort+3, Ref +3, Will +3

Speed 0 ft. (0 squares)
Melee None
Special Actions mass hold person, hold person

Abilities Str - , Dex - , Con -, Int - , Wis 11, Cha 11

Mass Hold Person (Su) l /day- mass hardperson effect (PH
241). Will DC 22 negates . DC Charisma-based .

Hold Person (Su) At will-hold person effect (PH 241). Will
DC18 negates . DCCharisma-based .

The por trai t att empts to hold characters in fron t of it so
rhar the gargoyle and chain gclern can attack an d fin ish them
off.If the gargoyle and chain golem art' defeated but the PCs
ate sti ll capture d, the portrait holds them unt il St rahd co m
mands it to release tho se it has captured.

TACTICS
The chain gole m delays until the portrait has
had acha nce to atte mp t to ho ld [he PCs.Th en
it activates its chain barri er abil ity, moving
slowlyfor ward [0 mow down pes.Th e cha in
golern won't shred the gargoyle or the portra it
ifir can help it.Also, it won 't £01 low pe s wh o
leave the landing. It always rem ain s wi thin
the confines of the landi ng and alcoves.

On its turn, the gargoyle ru shes tbe closesr
PCand engages with that character to the
exclusion ofot he rs. Un like the port rait and
the chain golem. the gargoyle follows the
PCs to the best of its abili ty if they at tempt
to flee, attack ing unti l it is slain or it van -
quishes the PCs.

The Trap
The cenrra l to-by-tu- foot sec tion of the floor is a secr et door
that is pa rt of th e trap in area K61. It won't open from rhis
end un less forced (DC 35 Search check to find, DC 30 Disable
Device check to ope n), and the n only shows a deep shaft.

Jf pCs end up on th e landi ng as part of the trap triggered
in room K6t. rhey are im med iately attacked, eve n if they
are slee ping.

·~TREASU RE
After defeating the mons ters, the PCs can searc h th e area . If
cha racters succeed on a DC 20 Search check (or they remove
th e port rait fro m the wall), th ey di scover a sma ll locked safe
(Open Lock DC 23 to open) on the wall. W ithin the narrow
safe is a selection of expensive, antique woman's jewe lry
wor th a total of 3,400 gp.
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Encounter Level 9

Use this tl1Cticalencow lter with tilt' roomm Iry Ot! pagl l04.

Use th is enco un ter if the charac ters rest in th is chamber
for more than an hour, and if they haven't already dealt
with the warlocks in K55. Any pe s who are sti ll awake
can make DC 30 Listen checks. pe s who succeed hear
a noise from the close t (K51)j th ese pe s can join in th e
surprise round.

Roll initiative for all acting cha racte rs and the th ree
warlock s (Afina, Crtsrofor, and their leader, Tr ina, eac h
marked W on the map). The warlocks have slipped down
the secre t passage in th e closet (that connec ts to room K55)
and are launch ing an at tack. The first warlock opens the
closet door, so th at the other two ca n attac k.

TRINA CR 7
HP 48
Fem ale human warlock 7
NE Medium humanoid
Init +2; Senses (darkvision 30 ft .): Listen +5, Spot +4

AC20, tou ch 13, flat-foo ted 18
HD 7; DR 2/col d iron
Fort +4, Ref +4 (+8), Will+7

Speed 30 ft. (6 sq uares)
Ranged brims tone blast +7 touch (4d6 fire plus brimstone

[DC 17 Reflex save o r add itional2d6 fireD
Melee masterwo rk short sword +5 (ld6)
Base Atk +5; Grp +4
Special Actions brimsto ne blast, dark one 's own luck, devil's

sight, flee the scene
Combat Gear 3 potions of fly, 2 potions ofcure serious wounds

Abilities Str 8, Dex 14, Con 14, Int 10, Wis 14, Cha 18
SQ detect magic, deceive item (take 10 on Use Magic

Device checks)
Feats Comba t Casting, Tou ghness (3)
Skills Concen trat ion +12, Li ste n +5, Spellcraft +10, Spot +4
Possessions combat gear plus +2 eiven chain, cloak of

Charism a +1, ring of protection +1, masterwo rk sho rt
sword, 402 gp in pouch

Brimstone Blast {Spl Ray attack at will, 60-foo t range, 4d6
fire damage (no save), and creatures that fail a DC 17
Reflex save take an addit iona l 2d6 po ints of fire damage
from brimstone. This invocat ion is eq uivalent to a Srd
level spell. Sub ject to spe ll res istance. Deals half
damage to objec ts.

Dark One's Own Luck (Sp) At will, ga in a +4 luck bon us on
eithe r For titude, Reflex, or Will saves for 24 hours (only
one save category ca n rece ive th e bon us at one time) .

Devil's Sight (Sp) At will, gain ability to see in normal and
mag ical da rkness for 24 ho urs.

Flee the Scene (Sp) At will, dim ension door up to 40 fee t
and leave beh ind a majo r image of herself in her place
tha t lasts for 1 round and reacts ap propr iately to
attacks as if she were concentrating on it.

AFINA CR 5
HP 42
Female human warlock 5
NE Medium humanoid
Init +2; Sen ses darkvis ion 30 Ft .: Li sten +1, Spot +1

AC 17, touch 12, Flat-footed 15
HD S; OR l /cold iron
Fort +5, Ref +4, Will +6

Speed 30 ft. (6 sq uares)
Ranged f rightf u f blast +5 touch (3d6 plus frightful [DC 15

Will save or be shaken for 1 minutej)
Melee mwk shorts pea r +3 (l d6)
Base Atk +3; Grp +2
Special Actions fr ightful blast , entropic warding, devit's sighl
Combat Gear 3 potions ofbear's endurance, 2 potions ofcurt

serious wounds

Abilities Str 8, Dex 14, Can 17, Int 10, Wis 12, Cha 16
SQ detect magic, deceive item (take 10 on Use Magic Item

che cks)
Feats Combat Casti ng, To ughness (2)
Skills Bluff +4, Concentration +9, Craft (alchemy) +7,

Spellcraft +8
Possessions combat gear plus +1 chain shirt, cloak of

resistan ce, masterwo rk shortspear, 321 gp in pouch

Frightful Blast (Sp) Ray attack at will, 60-foot range, 3d6
da mage (no save) , and make s creatures beco me shaken
for 1 minute o n failed DC 15 Will save ; shaken creatures
affected byfr ightful blast cannot be furt her frightened
(but they s till take da mage) ; creatures immune to mind
affecting or fea r effects cannot be shaken. This
invocation is equ ivalent to a 2nd- level spell. Sub ject to
spell res is tance. Deals half damage to ob jects.

Entrop ic Warding (Sp) At will, gain 20% miss chance from
range d attacks (arrows, rays, and so forth as entropic
shield) , leave no trail (as poss withou t trace), and
become immune to being tracked by scent .

Devil's Sight (Sp) At will, gain ability to see in normal and
magical dar kness for 24 ho urs.

THE BATTLE BEGINS
l f pc s are attacked whi le resting in this room, read:

Theclosetdoorpops open. Darkness spillsout in'll
roiling wave, and allgoes black.

The darkness is magical in nature,brought into existence
byCris tofor the warlock (as descr ibed below). Un less the
pe s can see in th e dark, the warlocks gain concea lment
(20%mis s chance) for the cou rse of thi s battle.



CR ISTOFOR CR 5
HP l2 __----,----: _
Male human warlock 5
NE Medium humanoid
Init +2; Senses [da rkvision 30 Ft .):

listen +1, Spot +1

AC 18, touch 13, flat-footed 16 or
AC 20, to uch 15. flat-footed 16 (with

cat'sgrace)
HO 5; DR '/cold iron
Fort +2, Ref +3 (+5), Will +5

Speed 30 ft. (6 squa res)
Ranged sickeningblast +5 to uch (3d6

plus sicken ing IDC 15 Will save o r
be shaken fo r 1 m inu te ])

Melee masterwor k sho rts pear +3 (l d6 )
Base Atk +3; Crp +2
Special Act ions sickeningblast, darkness, devi/'s sight
Combat Gear 3 potions ofcat's grace, 2 potions ofcure

moderate wounds

Abilities 5tr 8, Dex 14, Con 13 (17), Int 10, Wis 12, Cha 16
SQ detect magic, deceive item (take 10 on Use Magic Item

checks)
Feats Com bat Casting, Tou ghness (2)
Skills Bluff +4, Concentrat ion +9. Craft (alchemy) +7,

Spellcraft +8
Possessions comb at gear plus +1chain shirt, ringof

protection + J, masterwork sho rts pear, 134 gp in pouch

Sickening Blast (Sp) Ray at tack at will, 60-foot range, 3d6
damage (no save), and sickens creatures for 1 minute on
failed DC 1SWill save; sickene d creatures affected by
sickening blast cannot be furthe r sickened (but they sti ll
take damage) . This invocation is equivalent to a Znd-Ievel
spell. Subject to spell resist ance. Deals half damage to
objects.

Darkness (Sp) At will, use darkness as the spell (object
touched sheds darkn ess out to a zo-foct radius).

Devil's Sight (Sp) At will, gain ability to see in normal and
magical darkness for 24 hours.

TACTICS
Afina downs a potion ofbellT'S t'rldllnlnCt' to gain 10 h it points
and a +2 bonus on For titude saves), call s on her devil's sight
invocation so she can see in the dark, and uses her entrop;c

wllrdirlginvocation (so she can't be tracked by seem, leaves no
trace as pass without trace, and in com ing ranged att acks have
a20%chance to miss her) before the surprise round begins.
During combat , she uses her frightful I,lastagainst PCs. Afina
flees if she is reduced to 10 hi t points or less.

Crisrofor drin ks a potion of (at's grace to gain a +2 bonus
to his Reflex saves an d a +2 bonus to his AC), ca lls on h is
dtvirs sigllt invocation so he can see in the dark , and invokes
darkness on each of 10 gold coins before th e surpri se round
begins. He drops one darkness coin in the closet just before
the door opens. When combat begins , he tosses th e rest of
the coins inro the gues t room. Cnsrofor and the others all
utilize devil's SigJlt to see normally in the darkness. During

T ,\CTICA I. I'!AI' D ETAI I.S
J)dail~ o n the t act ii:01 llll dp are J t.'!lcri6t·J 6t'I\lw.

TIll.' Bt.,(I: T I, is fo ur- p(l ~tcr ht..J co un ls 01 ... JiHicult tcrr.ain

fllr P('~ o r :\ PCs ",,·b'l f io:bt on to p ,A i t. Thc 6l·J ... it !lll ito:h o ff
tllCf1 " ' lr , dllJ a '\lcJ illll1 creat urc ellul(1hiJ t.' IWilcutl, it (fo r ,1

+ 10 b'HlU,. to lI iJt· cht·c l.:$). lliJJ cn ina h,\II\)w betWt'l'l1 tb"
mat t rc ,j H·~ (S \'a n.-h D(~ 17) arc all old journal, ol ~cnllJ. "nJ a
t11in ... iln'r rin ot. St.'c p,,~c 104 fo r J etail...

c lo..c t (K 51): Th,· d o;;d co nta i IH ,1 fl' lV ulJ hl"cl.: rob" ". It
al~ .., co nt ai ns a 1\'t.,b ·J secret J\ 'llr in tIll.' ':t.·i lin ~ (Sc" r.:h DC 29
to find, O pen Lock DC 3 0 t' l o pen ). If"p,'m.·d, ,111 iron bJJer
is fl'Vl",I,·J, with <111 t,,,t,·mI.J ll,, piece tha t " I i tl,·~ to dw f111or ,

dll c>wil1 ~ "My access up tLllh c next 1,·n,1 (K5 5) .
L(J11I1 ~t, (K 4 9): net .. il" ,111 thi ... <H , 'C! c<w lw TnunJ nn P" ~C

103.

combat, he uses sicketling blast agains t PCs. H e flees if he 'is
reduced to 5 hit points or less.

Tr ina ca lls on devil's sight so she can see in the da rk. and
invokes Ilarkone'sown luck to boost her Reflex saving throws
pri or to the stan of bat tle. After Cr istofor has darkened [he
room in which the PCs are gathered ,she moves forward to put
space between herself and her companions. During combat,
she uses brimstone blastagainst PCs. She makes certain to use
flee th e scene if she is knocked to 13 hi t points or less (she
retreats to area K56).

AFTERMATH
If the warloc ks are subdued , Afine and Cri stofor can easil y
be conv inced to talk abo ut the ir patron , Khyristri x. See the
entry on page 104 for the types of things they might say,
Trina, on the other hand , refuses to talk, no matter what the
player charac ters do to try to persuade he r.

If any of the warlocks escape , they prepare to challenge
th e PCs aga in (either in area K55 or K56).



Encou n ter Level 6

Use this I.lctical (mounter with tlteroom ('ntry 0" ('(1gllOS .

This encoun ter begins when pes open the doo r to this
room. If any PC can see invi sib le creat ur es, he or she can
participate in the surprise round .

The three imps (marked as I on the map), each in the
shape ofan emaciated whi te cat, begin the encounter invis
ible.The redcap (R) begins the encounter behind a couch ,
tormenting a shocker lizard (5) the warlocks tossed into
the cha mber earlier today.

In the surprise round, th e imps, the redcap, and any
pes who can see invisible creatures get to act. Each imp
attempts [ 0 use its suggestlon power on the same PC (pref
erably a PC with a low Will save such as a fighter type, for
instance), suggesting the affected PC turn on his corn
panions .The redcap delays umil after at least one "cat" has
had a turn. The redcap begins its first round by fir ing an
eldrirch stone from its sling.

when regular rounds of combat begin, the shocker
lizard, in its fright ,arrernprs to bolt through the open door,
shocking any PCs in its path .

FIRST VIEW
When th e PCs are attacked by the imps and the redcap,
read:

From out of nOll'hrft', a thin white cat appt'ars,
it, eye< glOIVlI1g grun . It hi«e<,"Your
companion,-they've all been ,ubverted by
Strahd' Kill them quick!"

TACTICS
The imps in thi s chamber appear as emaciated white house
cats with glowing green eyes. Despit e their cat shape, the
imps retain th e abilities of th eir underly ing impi sh form:
impi sh humanoids with leathery bar-wings, a barbed tail ,
and sharp, twisted horns. After the imps lead off with
their sugges tion power, they swarm a single PC with the
lowest AC(preferablya wizard or rogue-looking character),
atte mpti ng to use their poison to bring the target down.
When their target falls, the imps swarm onto rhe next
to employ rhe same group-attack tactic. The imps fight
to the death . As each "cat" is slain , it briefl y regains irs
true imp shape before dis solving in a puff of evil -smell
ing smoke.

A bloodrhtrsry fey, the redcap appears as a very short ,
rough-looking old man with leathery ski n, iron boot s,
and a bright red hat. It wields a scythe (00 large for it. It's
a vicious th ing, but the imps keep it mostly in chec k. It's
happy to unleash its pent -up aggression on the PCs. After

IMPS IN CAT FORM (3) CR 2
HP 15 eac h -,-,----,----,-__--,-_--,----=--;:- _
LE Tiny outs ider (evil, extraplanar, lawful)
Init +3; Senses dar kvision 60 Ft .: Listen +7, Spot +7

AC 20, tou ch 15, flat-footed 17
HD 3; Fast Healing 2; DR 5/good o r silver
Immune poison
Resist fire 5
Fo rt +3, Ref +6, Will +4

Speed 20 ft. (4 squares)
Melee bite +8 (ld4 plus poison)
Space 2-1/2 ft.; Reach 0 ft .
Base Atk +3; Crp -5
Atk O ptions poiso n
Spell-Like Abilities (CL 6th):

At will-detect good, detec t magic , invisibifit y (self only)
l/day-suggestion (DC 15)

Abilities Str 10, Dex 17, Con 10, Int 10, Wis 12, Cha 14
SQ alternate form
Feats Dodge, Weapo n Finesse (bite)
Skills Diplo macy +8, Hide +17, Knowledge (local) +6,

List en +7, Move Silen t ly +9, Sea rch +6, Spe llcraft +6,
Spot +7, Survival +1 (+3 following tracks)

Poison (Ex) Injury, Fortit ud e DC 13, initial damage ld4
Dex, seco ndary damage 2d4 Dex. Save
DC Const itut ion-based (includes +2 racial bonu s).

Alte rnate Form (Su) Assume the form of cat or an imp as a
st anda rd act ion . Sta tist ics do not change bet ween
forms (except bit atta ck becomes sting at tack), no r are
hit po ints ga ined when form is switched.

beginning th e combat with its sling , rhe redcap switches
to irs scy the if it can't find a clear ta rget or if all possible
targets are engaged in melee. If the redcap downs a PC. i[
takes a rou nd to douse its cap in irs victim's blood , thereby
addi ng more crimson to its foul , terrible headpiece. The
redcap fight s to th e death .

The shocker lizard is about the size of a ter rier and sports
a large pair of horns that swee p back f rom the sides of its
head like spiky ears. A similar spike grows from rhe tip of
its tai l. The shocker lizard bolts toward th e open door on
its turn , shocking any PC in its path. However, it's more
in terested in escaping then figh ting. If it escapes the room.
it en ters th e landing (K47) and flees down the stairs.

DEVELOPMENT
If the PCs enter this room from K48, then the en suing
batt le alerts the warl ocks in K55 (giving rhem enough
time to prepare for the intruders).

If rhe PCs enter from K55after having already dealt with
the warlocks, then the shockerlizard runs around wildly in
the alchemy works hop uritil it finds the open secret door
in the floor (that le-ads to K5t ).



LESSER REDCAP CR 2
HP22."..-, _

CE Small fey
Init +5; Senses low-li ght vis ion ; Listen +9, Spot +9

AC 13, touch 12. flat -footed 12
HD 4; DR 5/cold iro n
Fort+3, Ref +5. Will +S

Speed 30 ft. (6 squa res)
Melee Med ium scythe +3 (2d4+7)
Ranged Medium sling +4 (ld 6+3)
Base Atk +2; Grp +4
Atk Options Power Attack
Special Actions eldr itch stone

Abilities Str 14, Dex 13. Con 14, Int 11. Wis 12, Cha 13
SQ powerful build
Feats Imp roved Initiative. Power Attack
Skills H ide +13. Intimidate +9. Listen +9. Move Silently +9,

Spot +9. Sur vival +9

Eldritch Stone (Su) Bullets fired from a redcap's sl ing glow
with green ish blue magical energy. giving them a +1
enhancement bonus on a ttack and da mage rol ls a s we ll
as deali ng ld6 points of da mage (instead of ld4). (This is
already calculated in the ranged attack sta tistics, above .)

Powerful Build (Ex) A redcap is treated as one size large r
than Small if it is adva ntageous for it to be treated so .

SHOC KER LIZARD CR 2
HP 13 __---,----,- _

NSmall mag ical bea st
'nit +6; Senses darkvis ion 60 ft ., e lectr icity sense. low-light

vision; listen +4. Spot +4

AC 16. touch 13, flat -footed 14
HD 2
Immune electricity
Fort +4, Ref +5. Will +1

Speed40 ft. (8 squa res) , climb 20 ft ., swim 20 ft.
Melee bite +3 (ld4)
Base Atk +2; Grp - 4
Special Actions stunning shock. lethal shock

Abilities Str 10. Dex 15. Con 13. Int 2. Wis 12. Cha 6
Feats Improved Initiative
Skills Climb +11. Hide +11 . Jump +7. listen +4, Spot +4.

Swim +10

Stunn ing Shock (Su) Once per round . a shocker lizard can
deliver an electr ical shock to a single opponent within
S feet. This attack deals 2d8 points of no nlet ha l
damage to living opponents (DC 12 Reflex save for
halfdamage) . The save DC is Constitution-based .

lethal Shock (Su) Whenever two or more shocker lizards are
within 25 feet of ea ch other, they can work together to
create a lethal shock . This effect has a rad ius of25 feet .
centered on any on e contributing lizard . The shock deal s
2d8 points of electricity damage for each lizard
contributing to it , to a max imum of12d8. A Reflex save
(DC 10 + number ofli zards cont ribu ting) reduces the
damage by half.

Electricity Sense (Ex) Shocker lizards automat ically detect
any electrical d ischarges within 100 feet.

Skills Shocker lizard s have a +4 racial bonus on Hide checks
dueto their colorat ion .

Shocker lizards have a +2 racial bo nus on listen and
Spot checks.

Shocker lizards use their Dexteri ty modifier ins tead of
their Strength mod ifier fo r Climb and Jump checks. A
shocker lizard ha s a +8 racial bonus on Climb checks and
can always choose to take 10 on a Climb check, even if
rushed or threatened.
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Encounter Level 9
1

Use !Jus wcotmtrrwith the room enlry 011 pagr 105.

Use th is encounter if the player characters haven't already
encoun tered the warlocks in area K50. or if one or more
warlocks escaped from that encounter .

The detailsof th isencounter presented here assume that
th is is the first time that the- Pes are meet ing th e warlocks.
Make adjustments as necessary, based on what had gone
before in your advent ure.

If the Pes enco u ntered th e creatures in K54. the war
locks know the PCsare on their way,Th is gives them plen ty
of time to pre pare for the intruders. Un less the pes have
slipped into the chamber very.stealth ily and bypassed the
imps in some way, they can 't surprise th e warlocks.

TRINA CR 7
HP 48
Female human warlock 7
NE Medium huma no id
Init +2; Sen ses (da rkvision 30 ft.); Listen +5, Spot +4

AC20, touch 13, Flat-footed 18
HD 7; DR 2/cold iron
Fort +4, Ref +4 (+8), Will +7

Speed 30 ft. (6 squa res)
Ranged brimstone blast +7 touch (4d6 fire plus brimstone

[DC 17 Reflex save or additional 2d6 fire))
Melee masterwork short sword +S (1 d6)
Base Atk +5; Grp +4
Special Actions brimstone blast, dark one's own luck, det.lif's

sight, flee the scene
Combat Gear 3 potions offly, 2 potions ofcure serious

wounds

Abilities Str 8, Dex 14, Con 14, Int 10, Wis 14, Cha 18
SQ detect magic, deceive item (take 10 on Use Magic

Device checks)
Feats Combat Cast ing, Toughness (3)
Skills Concentration +12. Listen +S, Spellcraft +10, Spot +4
Possessions combat gear plus +2 elt.len chain, cloak of

Charisma +1, ring of protection +J, masterwork short
sword , 402 gp in pouch

Brimstone Blast (Sp) Ray attack'at will, 60·foot range, 4d6
fire damage (no save), and creatures that fail a DC 17
Reflex save ta ke an add itional 2d6 points of fire damage
from brimstone. This invocation is equ ivalent to a Srd
level spe ll. Subject to spell res istance. Deals half
damage to ob jects.

Dark One's Own luck (Sp) At will, ga in a +4 luck bonus on
either Fortitude, Reflex, or Will saves for 24 hours (only
one save category ca n rece ive the bonus at one time) .

Devil's Sight (Sp) At will, gain ability to see in normal and
mag ical darkness for 24 hours .

Flee the Scene (Sp) At will, dimension door up to 40 feet
and leave beh ind a majo r image of herse lf in her place
that lasts for 1 round and reacts app ropriately to
attacks as if she were concentrating on it.

AFINA CR 5
HP42
Female human warlock 5
N E Med ium humanoid
Init +2; Senses darkvision 30 ft .; listen +1. Spot +1

AC 17, touch 12, flat-footed lS
HD 5; DR l /cold iron
Fort +5, Ref +4, Will +6

Speed 30 ft. (6 squares)
Ranged f rightf ul blast +5 touch (3d6 plus frightful (DC15

Will save or be shaken for 1 minute))
Melee mwk shortspear +3 (ld6)
Base Atk +3; Grp +2
Special Actions fr ightful blast, emropic warding, del/if's sight
Combat Gear 3 pot ions of bear 's endurance, 2 potions of cure

serious wounds

Abilities Str g, Dex 14, Con 17, Int 10, Wis 12, Cha 16
SQ detect magic , dece ive item (take lOon Use Magic Item

checks)
Feats Combat Cast ing, Toughness (2)
Skills Bluff +4, Concentration +9, Craft (alchemy) +7,

Spellc raft +8
Possessions com bat gea r plus +1chain shirt, cloak of

resistance, mast erwork shortspear, 321 gp in pouch

Frightful Blast (Sp) Ray attack at will, 60·foot range, 3d6
da mage (no save), and makes creatures become shaken
for 1 minute on failed DC 15 Will save ; shaken creatu res
affected byfrightful blas t ca nnot be further frightened
(but they still take da mage); creatu res immune to mind
affec ting or fear effects cannot be shaken. This
invocation is equ ivalent to a Znd-level spell. Subject to
spell resistance. Deals half damage to ob jects.

Entrop ic Warding (Sp) At will, ga in 20% miss chance from
ranged attacks (arrows , rays, and so forth as entrop ic
shield ), leave no trail (as pass with out trace), and
become imm une to being tracked by scent.

Devil's Sight (Sp) At will, ga in ab ility to see in normal and
mag ical darkness for 24 hours.

The three warlocks are marked W on the map.
Th e prepared warlocks tak e their places before the PCs

open th e door to the room.The leader,Tr in a, waits with in
the warloc k bedchamber (K56). Afina wait s within-the
secret co mpar tment. C ristofor hides behind a table tnibe
main chamber.

w hen the PCs open the door to this chambe r, call for
DC 30 Spo t checks. PCs who succ eed notice Cris tofor
hiding be hind the table in (he eastern part of the chamber
and ca n join in the surprise round. O thers are caught flat
footed when the warlocks atta ck .



CRISTO FOR CR 5
HP 32 __----,----, _
Male human warlock 5
NE Medium humanoid
Init +2; Senses (darkvtslon 30 ft .); listen +1, Spot +1

AC 18. touch 13, flat -footed 16 or
AC 20. touch 15. flat-footed 16 (with cot's grace)
HD 5; DR l /cold iron
Fort +2. Ref +3 (+5) , Will +5

Speed 30 ft. (6 squares)
Ranged sickening bfast +S touch (3d6 plus sickening IDC lS

Will save or be shaken for 1 m inute])
Melee masterwork shortspear +3 (ld6)
Base Alk +3; C rp +2
Special Actions sickeningblast, darkness, deI/iI's sight
Combat Ge ar 3 potionsof eat'sgrace, 2 potionsofcure

moderate wound s

Abilities 5tr 8. Oex 14, Con 13 (17), Int 10. Wis 12. Cha 16
SQdetect magic , deceive item (take 10 on Use Magic Item

checks)
Feats Combat Cast ing. Toughne ss (2)
Skills Bluff +4, Concentra tion +9. Craft (alchemy) +7,

Spellcraft +8
Possessions combat gea r plus +1chain shirt, ringofprotection

+1, masterwork shortspear, 134 gp in pouch

Sickening Blast (Sp) Rayattack at will, 60·foot range, 3d6
damage (no save), and sickens creatu res for 1 minu te on
failed DC 15 Will save ; sickened creat ures affected by
sickening blast cannot be furthe r sickened (but they sti ll
take damage). This invocation is eq uivalent to a 2nd-level
spel l. Subject to spell resis tance. Deals half damage to
objec ts .

Darkness (Spl At will. use dorkness as the spell (object
touc hed sheds darkn ess out to a 20· foot radiu s}.

Devil's Sight (Sp) At will, gain ability to see in no rma l and
magica l darkne ss for 24 hour s.

FfRST VIEW
As the surprise round kicks off, read:

A pale man with fell magic dancing 0" hi' fingertip,
jump, upfrom behind a table andgestures, throwing
dark"e" arotllld the room.

TACTICS
Priorto the surprise rou nd, Cristofor dr an k
apohort of'at's grau ,called on his devll'ssight,
and prepared 10 gold coins with dark"ess.
.'Vina drank 3 potionofbt'I1TJt'f1JIITI1l1f~ cal1ed
on her devi/'s sight,and used t" ltroprC u'ard
ing to discourage tracking at tempts. Trine
invoked her dt'I'lrS S1gllt and dark O'I('S own
huk as prepa ration for the battle to come.

During the surprise round, Cris tofor
tosses his dark"t'ss coins throughout th e
room, plunging the entire area into supe r
natural darkness. (The warlocks are not
hampered by the darkness due to th eir
In'fl'ssight abilities. Af ina and Trina, mean
while, use their surprise round act ions to
open the doors that conceal them. They
do this as soon as the room falls in to

darkness, de laying if [hey need to so that Crtsrofor gets to
act first in the surprise rou nd. .

In subsequent rounds, Cristofor uses his sickening "'ash
against the PCs, moving each rou nd ro keep some distance
betwee n himselfand his foes. He resorts to fighting with his
masterwork shortspear onl y under the most dire ofsituat ions.
Cristofor figh ts to the death ifencountered in [h is area.

Afina employs her frightful blas !s against the pe s and also
fights to the death , espe cially if such an act provides Trina
with time to escape. She moves every round to stay out of
melee range of th e player characters for as long as possible.
Afina uses her masterwork shortspear in me lee only if there
is no alternat ive in a round.

Trina uses brimstotlf blast against the Pes dur ing the barrIe.
She moves every round , worki ng to stay out of melee range
while also keep ing a clear escape path available. When the
situation calls for it,Trina hacks and slashes her foes with her
masterwork short sword. lfTrina is reduced to 13 hi t points
or less, she uses flu tllf suite to ret reat and tries to reach area
K57 so that she ca n warn Khyristrix about the in truders.
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Encou nter Level 12

Usc lhls ttlCOIHllcr with tilt' room entry 011 l'(lgC107.

Use (his encounter when the player cha racters first visit
the parapet and i f they haven'r dea h with Khyrist rix earl ier
in the adventure.

Randomly scatter the ten garden larvae on the map.
The garden larvae in itially ignore the pcs.only becoming
active wh en Khyri srrix makes her appearance.

Khyri str ix (marked as K on the map) lounges in the
effluvia pool closest to tower K18, completely submerged
(Spor DC 40 (0 no tice). Un less the pes noti ce her , Khy
risn-ix uses a surp rise round [0 summon Tr ina (If 'Tri na is
sti ll alive), or to at tac k the firs tPC who moves into a squ are
adjacent to the pool in which she lounges. Trtna appea rs
in the square marked T if she is summo ned.

Tht" garde n larvae begin to react normally (attack non
devils) afte r Khyristrix's first att ack .

FIRST VIEW
When PC!'i fir st look upon th is area, read :

This parapet rises high above thecastle-only two
towers rear Irigher. Bluish sludge covers the
parapet, secreted by nearly a dozen white, wet, rat
sized slugs.The slugs move slowly, migrating
amongpooled sludge and vaguely anthropoid
fleshly bulb> rooted into the stan parapet. The
parapet isever so slIghtly conted, enough so lhat
the excess sludge languidly drains along the
northern catwalk intoan entrance on the
neigflboringtower. An acidic, vinegar-like odor
dominates the air. o!

When Khyrtstrix makes her appearance, read :

A humanoid covered with barbs surges fro m a
pool, sendinga spray of bluegoo in alldireclions.
The humanoid looksfema le, but the llarbs and
scales covering herbody, including her mealytail,
show she is in no way human. As Ifenergized by
herappearance, thewhile slugs begin to spasm and
wrtlhe aggressively.

MONSTERS
Th~ following crea tures are active in this area:

Khyrtsrrtx: This ba rbed devil appears as a tall 'vo man
covered with sha rp barbs, right dow n to the tip ofhe r long
rail. She ca res mo re abou t her garden than any thi ng else.

KHY RISTRIX CR 11
HP 126 - - - ,-----,--- - - ,----- --:-- ,------:-:c
lE Medium outsi de r (baar ezu. evil, extt aplanar, lawful)
Init +6; Senses darkvisic n 60 ft .. see in darkness; listen

+19, Spot +19
languages Common . Infernal, telepathy 100 ft .

AC 30, touch 17, Flat-footed 24 (includes du sty rose ioun
s to ne)

HD 12; DR 10/ good
Immune fire, poison
Resist add 10, co ld 10; SR 23
Fort +1 4, Ref +14, Will +12

Speed 30 ft. (6 squares)
Melee 2 claws each +18 (2d6 +6 plus fear, improved grab.

impale)
Ranged 2 scorching rays each +18 (4d6 fire)
Base Atk +12; Grp +22
Atk Options Cleave, Powe r Attack; Barb ed Defense, Fear,

Imp ale . Imp roved Gra b
Special Actions summon bound warlock, spell -like abilities
Spell-Like Abilities (CL12th) :

l /day- ord." s ..roth (DC 18). unh oly bUght (DC 18)
At will-greater teleport (se lf plus 50 lb. of objects

only) . hold pusan (DC 16). m ajor Im age (DC 17).
scorching ray (2 rays on ly)

Abilities Str 23. Dex 23. Con 23. Int 12. Wis 14, Cha 18
Feats Ale rtness , Cleave , Impro ved Grapple, Iron Will,

Power Attack
Skills Concentration +21, Diplomacy +6, Hide +21,

Int imidate +19, Knowledge (local) +16, listen +19,
Move Silen tly +21, Search +16. Sense Mot ive +17,
Spo t +19, Survival +2 (+4 following tracks)

Possessions hellhea rt locket (see page 213), dus ty rose
iounstone

Fear (Su) A creature hit by a barbed devil must succeed on
a DC 20 Will save or be affected as though byf ear
(caster level 9th). Whether or not the save is succes sful,
that creature cannot be affected by that same barbed
devil's fear ab ilityf or 24 hours. The save DC is
Charis ma-based.

Impale (Ex) A ba rbed devil deals 3d8 +9 points of pierc ing
damage to a grabbed opponent with a successful
grapple check.

Improved Grab (Ex) To use th is ab ility, a barbed de vil must
hit with a claw attack . It can then attempt to start a
grapple as a free action without pro voking attacks of
op portunit y. If it wins the grapple check, it establishes
a hold and ca n impale the o ppo nent on its ba rbed
body.

Summon Bound Warlock (Sp) Once per day Khyristr ixcan
attempt to summon o ne bound warlock (Trina) with a
35% chance of success. This ab ility is equiva lent to a
at h-leve l spell.

Barbed Defense (Su) Any creature striking a ba rbe d devil
with hand he ld weapons takes 1d8 +9 po ints of piercing
and slashing d amage from the barb s that rea ch and
entwine ove r the devi l. Note that wea po ns with
exce pt iona l reach , such as longspears . do not en danger
thei r users in this way.



GARDEN LARVA PO} CR 1
HP 9 each ----",---,---,:;-_----,_----,-::-;:- _
lETiny outs ider (evil, extra planar, lawful)
Init +0; Sen ses dar kvision 60 ft .; li sten +0. Spot +0

AC 16. touch 12, flat-footed 12
HO2; DR 5/g ood or silver
Immune fi re. po ison , mind-affect ing
Resist acid 10. cold 10
Fort +3. Ref +3. Will +3

Speed 20 ft. (4 squares]
Melee touch +4 (l d4 acid plus grapple attempt and

insinuate)
Space 0 ft. ; Reach 0 ft .
Base Atk +2; Crp +4 (- 8 size, +10 devilish grappler bonus)
Aft Options de vilish grappler, insinuate

Abilities 5tr 10. Dell 10. Con 10, ln t-, W is 11, Cha 5

Devilish Crappler (Ex) A garden larva always makes a grapple
attempt as part of every touch attack it ma kes . Garden
larva have a +10 racial bonus on grapple check s.

Insinuate (Su) A ga rde n larva can attempt to squirm down the
throat of a creature at least two sizes larger than it by
making a successful grapple attack , ifit has alread y
started a grapple on a potential victim (as part of a me lee
touch attack) . On a second successful grapple attack, the
larva forces its way into the mouth and down the throat of
its victim. Once inside, the victim takes 2d4 points of acid
damage each round . A rem ove curse spell or an alchemical
agent capable of inducing vo miting, suc h as ipecac (see
page 209) , immediatelyd ispels the larva and renders it
helpless. If a victim is killed while hosting a devil's larva ,
the victim tra nsfo rms into a devil's tree (see page 108).
This transfo rmat ion also consumes the garden larva.

Irina 's Stati s t ics: If Tr tna takes part in th is encoun ter
(either because Khyristr ix summons her or because she
retreats here after fighti ng the pe s to warn the devil abour
theintruders), use the tact ical stati st ics fo und on page 154-.

Garden larva: These creatures appear as roo-large mag
gOIS, wriggling and ooz ing across th e ' tree" do tted parape t.

TACTICS
Khyristrix cares more about her garden th an any thing else.
She won't use her grtata tclrE'ort ability ro run away, though
she might USf' th e ability to position herselffor tact ical advan
uge. She spends a round to summo n
Trina,one of th e warlocks bound to her
Khyrisrrix has th is ability instea d ofthe

UCiual511rnmotl balltfZllability enjoyed by
OIher barbed. devils) if Tri na yet lives,
Merthat , she att empts [0 kill as m:IOY
Pes as she can with he r claw attacks .
ahhough she m igh t att empt hold ''foon
ona PCalready g rappling with a garden
Jar.'3. ensuri ng that the larva will in sinu
i tt rhe host.

Carden larvae attack the- same target
llIgroups of three, so thar if th e first one
tSsmashed by an att ack ofopport un ity,
me second or th ird has a chance to make
II intothe target's square,
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Encounter Level Variable

Use t1lis ePlcotmtt'Y Willl tlu room f tlfry 011 page lOS.

Use th is enco unter when characters first visit the top of
thi s land ing. If the pe s approach stealthily and make
DC 27 Listen or Spot checks , they might get the drop of
the occupants of this area. Otherwise. the pes find them
selves spo tted and a fight begins.

Rafail the vampi re fighter (marked as R on the map)
spends his time hovering just above the heart in gaseous
form. ready to defend it. Four vampire spawn (5) obey
Rafail's comm ands witho ut question.

On the th ird round of combat, Strahd arri ves in h is feral
form to pro tect the Dayhear t..

FIRST VIEW
When pe s first approac h (he parapet top, read:

A reddish light flares to life in the center of the
tower-a crystalline heart hangingin the air,
defying gravity. The nearly lO-foot-diall1eter heart
beats frenetically and unevenly. In the lightof the
lI1assive crystalline heart, red, hungry eyes stare
downfroll1 higher on the stairs.

MONSTERS
The following creatures are active in th is area:

Vampi re Sp aw n :Th is hu ma n's body is gau nt and pale.
Its once-fi ne clothes are tattered, and a pai r of vicious
canines dominates its da rk red mo uth.

Rafail: Once he materi alizes from a bank ofmis t, Rafail
appears as a hum an figh ter wie lding a bloo d-red bastard
sword. He wears a fine cha in shi rr and a flapping cloak of
scarle t. H is mesmerizing eyes and canines reveal htrn as
a vampi re, howeve r. •

Strah d's Statistics: W he n Srrahd appe ars, use th e sta
tist ics for Stra hd in fera l form found on pa~e 136.

TACTICS
The vampire spawn appear first. Two emerge from the
shadows on th e landing, wadi ng into batt le. They seek to
destroy clerics first, the n arca ne spe llcasters (such as sor
cerers an d wizards). The other two vampire spawn cli ng
to the walls above the stai rs and attempt to dominate pe s.
Th e vamp ire spawn fight until turn ed gaseous, and then
they flee to their coffins in K60B.

Rafail delays until th e vampire spawn engage the pe s,
then he mater iali zes and attacks. H e uses his sword Bleed
song,a +1baslardsword th at cha nne ls his energy dra in ing
(Ouch thro ugh the blade. Rafail ret reats to his coffin (K60B)
if reduced to 0 hit poin ts.

VAMPIRE SPAWN (4) CR 4
HP 34 each
NE Medium undead
Init +6; Senses darkvision 60 ft., Listen +11 , Spot +11

AC 15, touc h 12, flat-footed 13
HD 4; Fast healing 2; DR 5jsilver
Immune mind-affecting. poison, sleep, paralysis, stunn ing,

disease, death effects , critical hits, nonlethal damage,
ability drain, energy drain

Resist turn resistance +2, cold 10, electricity 10
Fort +1, Ref +5, Will +S
Weaknesses see Vampire Characteristics , page 8

Speed 30 ft. (6 squa res)
Melee slam +S (ld6+4 plus ene rgy drain)
Base Atk +2; Grp +5
Atk Options blood drain, energy drain
Special Actio ns dom ination, gaseous form, spider climb,

undead traits

Abilit ies Str +16, Dex +14, Can - , lnt 13, Wis 13, Cha 14
Feats Alertness", Improved Initiative", Lightning Reflexes' ,

Toughness (2)
Skills Bluff+6, Climb +8, Craft or Profession (anyone) +4,

Diplomacy +4, Hide +10, Jump +8, Listen +11, Move
Silently +10, Search +8, Sense Motive +11, Spot +11

Blood Drain (Ex) Ifa vampire spawn pins a foe, it drains
blood , dealing 1d4 points of Constitution drain each
round. On each such successful drain attack , the
vampi re spawn heals 5 points of damage to itse lf.

Domination (Su) If the spaw n uses a standa rd action , a
Single ta rget must succeed on a DC 14 Will save or fall
instantly under the vampire's influence as ifby a
dominate person spell from a Sth-level caster. The abil ity
has a range of 30 feet . The save DC is Charisma-based.

Energy Drain (Su) Livingcreatures hit by a vampire
spawn's slam attack gain one negative level. The DC is
14 for the Fortitude save to remove a negative level.
The save DC is Charisma-based. For each such negative
level bestowed, the vampire spawn heals 5 points of
damage to itself.

Fast Healing (Ex) A vampire spawn heals 2 points of
damage each round so long as it has at least 1 hit
point . If reduced to 0 hit points in combat. it
automatically ass umes gaseous form and attempts to
escape. It must reach its coffin within 2 hours or be
utterlydes troyed. (It can travel up to nine miles in 2
hours.) Once at rest in its coffin, it is helpless. It
regains 1 hit point after 1 hour, the n is no longer
help less and resumes healing at the rate of2 hit points
pe r round.

Gaseous Form (Su) As a standard action, a vampire spawn
can assume gaseous form at will as the spell (caster
level 6th), but it can remain gaseous indefinitely and
has a fly speed of 20 feet with perfect maneuverability.

Spider Climb (Ex) A vampire spaw n can climb sheer
su rfaces as though with a spider climb spell.



RAFA IL CR 7
HP 78 ;:-_--;----;- _
CE Medium undead
Init +7; Senses darkvision 60 ft.. listen +17. Spot +17

AC 24, touch 13, flat-footed 21
HD 5; Fast healing 5; DR l O/ silver and magic
Immune mind-affecting, poison, sleep. paralysis. stunning.

disease. death effects , cr itica l hits, non le thal damage.
abilit y dra in , energy d ra in

Rts ist turn res istance +4, cold 10. electric ity 10
Fort +4, Ref +6. W ill +4
Weaknesses aversions . sunl ight vulnerability, runn ing water

vulnerability. wooden stake vulnerability

Speed 30 ft. (6 squares)
Melee Bloodsong (+1 bastard sword) +11 (ld l0+12fl9 .20x2

plus energy drai n)
Ranged mas terwork shortbow +9 (l d6 / x3)
BaseAtk +5; Grp +11
AtkOpt ions energy dra in; Combat Refle xes. Dodge, Power

Attack
Special Actions blood dra in. dominat ion (30 ft., Will DC 14),

gaseous form . spider climb

Abilities Str +16, Dex +14, Con --. Int 13, Wis 13, Cha 14
SQ children of the night, create s pawn
feats Alertness , Blind -Fight, Com bat Refl exes , Dodge, Exotic

Weapon Profic ien cy (basta rd swo rd), Im p roved Initiative ,
light ning Reflexes , Mo bility, Powe r Att ack. Wea po n Focus
(bastard swo rd). Weapon Specialization (basta rd s word)

Skills Bluff+9, Climb +10, Hide +10, Listen +17, Move Silentl y
+10, Ride +11, Search +9, Sense Motive +11. Spot +17

Possessions +7bastard sword, + J chain shirt

A.versions A vam pire cannot to lerate the strong odor of garlic .
It reco ils from a m irror or a strongly presented holy
symbol. When recoili ng, it must s tay at least 5 feet awa y
from a creat ure ho lding the m irro r or ho ly sym bol and
cannot to uch or m ake me lee attacks agains t the creature
holding the item for the rest of the encounter. Holding a
vampire at bay takes a standard act ion .

Sunlight Vulnerability see Vampire Charactentsics, page 8.
Running Water Vulnerability see Vam pire Characterits ics ,

page 8.
Wooden Stake Vulnerability see Vam pire Characterits ics ,

page 8.

Stra hd' s Ta ctics: Strahd ar rive s in the third rou nd . He
firstanemprs (0 dominate an outlying Pc. Strahd then enters
combat. He isquite conc erned abo ut the re sdestroying th e
Dayheart. However, he tries n OI to le t that co ncern override
l:usown safety. l fhe takes half or more of his max imum h it

nrs, he flees , promis ing vengea nce.

TI["TIC\ I. ,,1.\ I' () ET,\ 11.5
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Blood Dra in (EX) A vampire can suck blood from a living
victim with its fangs by mak ing a successful grapple
check. If it pins the foe . it drains blo od, dealing 1d4 po ints
of Con st itut ion d ra in each round th e pin is ma inta ined.
On each such s uccessful attack, the vam pire ga ins 5
tempo rary h it poi nts that las t for up to 1 hour. This abilit y
does no t affect e leme nta ls, plan ts , o r creatures tha t lack a
Consti tution sco re.

Domination (Su) A vampi re can crush an o ppo nent's will just
by loo king into his or her eyes , Th is is s im ilar to a gaze
attack with a ra nge of 30 feet , except that the vam pire
must use a standard action and choose a single ta rget
those merely look ing at him are unaffected . The vam pire' s
ta rget mu st s ucceed on a DC 14 Will save or fall ins tantly
u nder the vam pire's influence as though by a dominat e
person spell [Cl, 12th).

Energy Drain (SuI Living crea tures hit by a vam pire 's s lam
attack gai n o ne nega tive level. The DC is 14 for the
Fort itude save to rem ove a negative level. The save DC is
Charisma -based . For each s uch negative level bestowed.
the vam pire heals 5 points of damage to itself.

Fast Hea ling (Ex) A vampire heals 5 po ints of damage eac h
rou nd so long as it ha s at least 1 hit po int , If red uced to 0
hit po ints in co m bat, it automatically as sumes gaseous
form an d attempts to escape. It mu st reach its coffin within
2 hours o r be utterly de stroyed. (It can travel up to nine
m iles in 2 hours .) O nce at res t in its coffin, it is he lpless , It
rega ins 1 hit po int after 1 hou r, then is no lo nger he lpless
and res umes healing at the rate of 5 hit po int s per round.

Caseous Form (Su) As a standard action, a vam pire can
assume ga se ou s form at will as th e s pell (cas te r level 6t h).
but it can remain gaseous indefi nitely and ha s a fly s peed
of 20 feet with perfect maneuverab ility.

Sp ider Climb (Ex) A vam pire can climb s heer su rfaces as
though with a spider cfimb spel l.

Chi ldren ofthe Night (Su) l / day call fo rth a pack of 4d8 dire
rats , a swarm of lOd10 bat s , or a pack of 3d 6 wo lves as a
s ta ndard act ion. These cre atu res a rr ive in 2d6 rounds and
serve the vampire for up to 1 hour.

Create Spawn (Su) A humano id or monstrous human o id slain
by a vam pire's energy dra in rises as a vam pire spawn 1d4
days after bur ial.

Ilo!llI,~'"rt lock", (in Khyri,;trix's poseesaiou, K57) i,; J<'~Ir 'lYl·J ,

Ib,· Dolyhl·.Ht'll' hardn ...",. J wp~ i ll S, .l nd t ill' Day hl',H t', olbili ty
to Pol~~ o n ~t1nli~ht immun it y to linkl·d v mpire- f" dell in one
mOllth '~ time.



Encounter Level 10

Use tIm encounter with the room entry on page 10'),

Use thi s encou nter when the player characters first enter
the top of th is tower. Becaus e eac h step is two feel below
the level ofthe next, pe scan likely see into the tower room
before they fully ascend. If any PC steps on th e last step
adjace nt to th e floor of the nor rht ower roo m, the (lrd£' of
death ITaptriggers.After th e trap triggers, app ly the res u lts
of the (Tap and roll initiative.

It is likely that in order to reach this area , the pes had to
defeat Rafaila nd four vampire spawn in K60A. In th is case,
the vampires returned [D their coffins in this are a to heal.
Unless the pes were very slow to come to this area , these
vampires will still be recovering whe n the pes arrive.

Th ere are other g ua rd ians, however. A vampi re spawn
(marked as V on th e map), a forsaken she ll (F), and a shadow
(S) kee p watch ove r these coffins.

FIRST VIEW
When the PCs rise hi gh enough o n the stai rs to see into
the tower room, read :

The top room of this tower is a somber mosaic of
gray and black tile. Ornute coffinsare strewn
abDul,all dosed but one. A mausoleum-likedoor
seals offone section ofthe room.

MONSTERS
The followi ng creatu res are active in thi s area:

Vampire Spawn: This huma n's body is gaunt and pale.
Its once-fine clothes are tattered , and a pai r of vicious
canines domi nates its dark red mo uth. Use the statis tics
found on page 15S.

Fo rsake n Shell: Roi ling and coiling , this long, slender
crea tu re snakes forward like a strangely short, loose snake.
A moment's study reveals the creature for wha t it is-an
evacua ted bu t hor ribly ani mate human skin that sl ithers
and hungers. This is the skin ofan unfortu nate Barovian
villager, now set here as a guard.

Shadow: This patch of shifting gloom has the vag ue
outline of a humanoid shape.

Circle of Death Trap
If the PCs trigger the ci rcle ofdeath t rap at the top of the
stairs, read :

A wave of shadowy, pulse-stopping force blossoms
from the centerofthe tower room and spreads out,
extinguishing lifewherever it touches.

FORSAKEN SH ELL CR 6
HP 105 ,-_-,---,-- _

CE Medium undead
Init +5; Senses darkv ision 60 ft., li sten +11 , Spot +15

AC 17, touch 11, flat-footed 16
HD 14
Immune mind-affecting, po ison , sleep, paral ysis ,

stunning, disease, death effects , critical hits , non lethal
damage, ab ility dra in, energy dra in

Fort +4, Ref +7, Will +9

Speed 30 ft. (6 squares)
Melee skin s lap +7 (ld6+10)
Base Atk +7; Grp +12
Atk Options Powe r Attack, improved grab
Special Actions constrict

Abilities Str 21, Dex 13, Con - , Int 11, Wis 10, Cha 10
SQ create spawn
Feats Aler tness , Improved Initiative, Improved Toughness

(gain hp equal to number of hit die) , Lightning
Reflexes, Power Attack

Skills Climb +13, Hide +22 (+4 racial bon us to Hide
figured), Listen +11, Move Silentl y +18, Spot +15, Swim
+9

Constrict (Ex) Dea11d6+5 points of damage with a
successful grapple check. Constricting uses the entire
body of the she ll, so it can not take any move actions
while co nstricting.

Improved Grab (Ex) O n a successful skin slap attack, a
she ll can attempt to start a grapple as a free action
without provoking attacks of opportunity. If it wins the
grapple check, it establishes a hold and can constr ict.

Create Spawn (Su) Creatures killed by a forsaken shell
s lough the ir skins after 1d4 rounds. The se slo ughed
skins are new forsaken shells under the spawner's
control . These forsaken shells do not pos sess anyof
the ab ilities they had in life.

The topmost step of the spiral stairs triggers a ore/ t of dtl1ln
eff('c t that has its origin at the ce n ter of the roo m. All those
sti ll on the stairs whose heads are bel ow the level of the
top landi ng are unaffected.

C ircle of Death Trap: CR 10; magic de vice; proxim ity
trigger (final step); no reset; spe ll effect (n trleofJtafh, tub
level wizard, I1d4- HDofcreatures affected in -to-fooe-rsdlus
burst from cent er of tower room); multiple targets (all in
range ofbu rst);Search DC 29 to find ; Disable Device DC29
to deactiva te .

Chute Trap
The five-foot-square area in front of the door co ntains a
tr ap doo r that drops vic tims in to a chute that ejec ts them
fro m th e side of the rower.to a long fall in to the courtyard.
The door is not locked. !



SHADOW CR 3
HP19 ;:-_---;----;-::-__-;:-__
CE Medium undead (incorporeal)
'nit +2; Senses darkvisic n 60 ft .; listen +7, Spot +7

AC 13. touch 13. flat -footed 11
HD J
Immune mind -affecting. poison , sleep. paralysis. stunning,

disease , death effects , critical hits , nonlethal damage,
ab ility dra in. energy drain

Resist turn res istance +2
Fort +1, Ref+3. Will +4

Speed fly 40 ft. (8 squares)
Melee incorporeal touch +3 (ld6 Str)
Base Atk +1 ; Crp -
AU: Options Dodge. Strength damage

Abilities Str - , Dex 14, Con - . Int 6, Wis 12. Cha 13
SQcreate spawn. skills
feats Alertness . Dodge
Skills Hide +8*, listen +7. Search +4, Spot +7

Strength Damage (Su) The touch of a shadow deals ld6
points of Strength damage to a living foe. A creature
reduced to Strength 0 bya shadow dies. This is a
negative energy effect.

Create Spawn (Su) Any huma noid red uced to Strength 0 by a
shadow becomes a shadow under the control of its killer
within ld4 rounds .

Skills Shadows have a +2 racial bonus on lis ten and Spot
checks and a +4 racial bo nus on Sea rch checks.

*A shadow gains a +4 racial bonus on Hide checks in
areas of shadowy illumination. In brightly lit areas , it
takes a - 4 pe nalty on Hide checks .

Chute Trap: CR 7; mech anical: location trigger; auto
marie reset; Reflex DC 25 avoids; chute cha nnels victi ms
outside tower 260feet above nort heast quadrant of courtyard
f2od6, fall}; Search DC 27 to find; Disable Device DC 18 to

deactivate.

TACTICS
The spawn rises from where ir lies in its
already open coffin as a move action . It
attempts to dominate the largest. meane st
looking PC. then turns gaseous and goes
beneath the door (Q Rafatl's coffin. It hides
in Rafail's coffin, hoping that I or more
PC is caught up in the chute trap, wait ing
even un til Rafail'scoffin isopened to make
another domination atte mpt, then att acks
with its claws. (If Rafail is in the coffin, it
bide, beh ind it.)

The shadow incorporally flits through
the coffin it resides in, moving toward the
closest PC. The shadow trie s to sap the
PC's Strength until the PC drops or it is
destroyed.

The forsaken shell slithers into view
from behind a coffin . It latches Onto
the weakest-looking PC it can reach and
attempts ro constr ict the' life from its
vicrim. H successful, rhe forsaken shell then launches itself
ar a new victim, and so on, until it is destroyed.

.,

T. \ \ T IC,\ L 1-1 AI' D ET AI L"
D..·tolil"on tilt' tadicoll molp an.' de"cribt"J bt.·I"",·.

Std ir,, : Ea..·h sfep J"'''''11 (wm th ..· lolndino: dl'~Cl'lId~ 2 f,,'d
E<1ch step if 5 ft.·t"t wiJe. x.. railino: o:uard" olo:ain~t fall" int o
tht" tow ..-r ~holfl.

Cuffin ,,: Five coffin" are mad e- c.rwo.,d .mJ I" ..·L:,·J fWIIl
in"idc.- (C'pl'n Llcl.~ J) ....- 2Ei). Eolch ha" a vent Jolr>1l'enllu~h to
all••",· d c r..·.1tur... ill O:.b..· OU" f••rm "'01"\' ..'nlr\·.ll11·!.,..·l- ,·J "'I,ffil1~

arc l·jth e r t.'mply .H ...1I1lai II ol re juv....nat in!il" vempi re -pawn from
K60A, dcp"nJin~on th ... PC s prcviou, ecfions. Till' t1nloclwJ
coffin ..ontain" d va rnpi re spaVIn al ....rt t..) troubl ....

R.. f.1 il ', Coff in: An ironbound dO..H " ..al~ .,f( a p.'rlion"f
t1li~ r'1<111I wl,,,·r..· Rolf.~il'" coffin is hiJJell. Tbi" ,'offin, llldd ....
of i r'o n , i~ 1.,..l ..·J from Ih... in,:iJ e (Ope n Lt,,·k DC '1510 1I1l

I" ..·k). It has.1 vent 1.:J(~t" t"ll"u~h lo allov.' ol creature in O:olS ....-u,

form "·.t,,ycnt ry. Ir11,.... coffin i" opened, dnY(lJ\l' ~tdnJillO: b..·
tw..-en the coffi n .lnJ the J",""WolY is "lrw.: L: bya ", prino:-k,.1J..,J
l1ll'CIHI II i"III i 11 t I,..· IiJ, wI, i..·hk n,~ck",\l ..·J ill m or snm 11"rc r..-a

l Url'!> 5 f"d L., t h .· 1n',,1 <lllJ p!ll., lh.... dlll l<' l rdjl (I,\ ·rJc,x 1)1.,.'" 17

I., <\\,oi.(). T Ill.' rej un'l1dl in,;: (.lfIll "f R <lfd ~1 m i~ hl 01 1"., Ill' l,e f""
,1 "' P "' lIJ i l1 ~ on PC,,' ..,o1 rl;,,· r ac tions,

Irnnlu Hlllt1 Dour; Locked [Open L" ..·k DC 25 ttl un ll'ck);

IIM,IIl" "" 5; 2() hp ; hll r,;l (:=;tren~t11 DC 2) to up..'n). L i j;l l.' ll
DI,.... '" incrcas..· by 5 thrulI~h a J..»u-.



Encounter Level 10

Use IIIIS encountrr with tlte roomentry Otl page 109.

Use th is encou nter when characters first enter this hall
way.There is an elevator trap here (see below), as well as an
invisible Troll sralker tmarked asS on the map). Beyond the
secre t door, two gia nt ants (3 wor ker ant, marked Aw, and
a soldier ant , marked As) wait to attack the pe s.

ELEVATOR TRAP
As soon as two player cha racters move into the cen tral
to-feet section of the hallway, rhe elevator rcap is tr ig
gered. Read:

Two thick stone slabs drop with light" i"g speed,
closmg off the middle IO-foot seclion of the
hallway. Terrible grindi"gnoises issue from
within, then the stones rise, revealing a" empty
corridor.

Call for in itia tive checks.The trap activa tes on the surprise
round, and th ose caught in it are elevated away.The gua rd
ian, a troll stalker, att acks th ose left behind.

ElevatorTrap: CR 8; mec hanica l an d magical; locat ion
trigger, manual reset; Reflex DC 25 avoids (successful
avoidan ce means character moves out of t rap area by
shortest route); characters caught in tr ap area are subjec t
to dl"ep effect (no H D limit, Wi ll DC 15 to resist) and are
raised in th e mec ha nica l lift shaft and deposited in to area
K47 (t ransit time t round); Search DC 27 to find ; Disable
Device DC 18 to deact ivate.

Handling Parties Separated by the Trap
IfPCs are by the elevator tra p, (here are a number ofwavs
(0 run the spli t part ies.The stai rs (K21)provide a long and
spiraling connec tion be twee n th e two separate d posi tions.
Each round pes battle in eithe r of th e two locat ions, th e
PCs in the opposite locat ion can make a DC 25 Listen
check to hear th e dis tan t sound ofa figh t. If either group
intentionally yells at the top of th eir lungs up or do wn the
shaft, the PCs on the opposite 'end need only succeed on
a DC 15 Listen check to hear the message. However, eac h
ti me such a yell reve rbera tes th rough the cas tle , th ere is
a 45% chance that a drow ned from roo m K74 sho ws up
two rounds later.

Use cut-away actio n to handle rhe simultaneous encoun
ters. Keep t rack of all initiatives on the same list , and cur
back and forth between the two areas on (he appropriate
turn in th e order. For example, on initiative order 20, a
fighter in area K47 acts .Then on order 19, the (roll stalker
in K61 attac ks, and so on. .

NICORAMUS. TROLL STALKER CR 8
HP 84 --;_ _ -,-,-.,.--_-,-_.,.-- _
N Large elemental (air, ext raplanar)
Init +8; Senses dark vis ion 60 ft., sce nt; Listen +13,

Spot +13

AC17, touch 13, Flat-footed 13
HD 8; regeneration 5
Fort +8, Ref +10, Will +4

Speed 30 ft. (6 squa res)
Melee 2 claws eac h +10 (2d4+4 plus possible re nd) and

bite +S (ld6+2)
Space 10 ft.; Reach 10 ft.
Base Atk +6; Grp +14
Atk Opti on s Combat Reflexes, rend
Abilities Str 18, Oex 19. Con 23, Int 14, Wis 15, Cha 11
SQ elemental traits, natura l invisibility, improved tracking
Feats Combat Reflexes, Improved Initiative. Weapon

Focus (claws)
Skills Listen +13, Move Silently +15, Search +13, Spot +13,

Survival +2

Rend (Ex) A troll stalker that hits with both claw att acks
latches onto the opponent 's body and tears the flesh.
This attack automatically deal s an extra 4d4 +8 points
of da mage.

Natural Invisibility (Su) This ability is constant . allowinga
stalker to remain invisible even when attacking. This
ability is inherent and not subject to the invisibility
purge spell.

Improved Tracking (Ex) An invisible sta lker is a
consummate tracker and make s Spot checks instead of
the usual Survival checks to trace a creature's passage.

GIANT ANT, WORKER CR 1
HP9
N Med ium verm in
lnit +0; Senses dar kvision 60 ft., scent; Listen +0, Spot ...0

AC 17, touch 10, flat-footed 17
HD 2
Immune mind-affecting
Fort +3, Ref +0, Will +0

Speed 50 ft. (10 sq uares). climb 20 ft.
M.lee bite +1 (ld6)
Base Atk +1; Grp +1
Atk Op tions improved grab
Abilities Str 10, Dex 10, Con 10, lnt - , Wis 11, Cha 9
Feats Track'
Skills Climb +8

Improved Grab (Ex) To use this abi lity. a giant ant must hit
with its bite atta ck:

Skills Giant ants have a +4 racia l bonus on Survival checks
when track ing by scent .



GIANT A NT, SOLD I ER CR 2
HP11
NMedium Vermin
Init +0;Senses darkvision 60 ft., scent; listen +0, Spot +0

AC 17, touch 10, flat-footed 17
HD2
Immune mind-affecting
Fort +4, Ref +0, Will +1

Speed so fl. (10 squares), climb 20 ft.
Melee bite +3 (2d4+3)
SaseAtk +1; Grp +3
Atk Options improved grab
Special Actions acid sting
Abilities Str 14, Dex 10, Con 13, Int - , Wis 13, Cha 11
Feats Track'
Skills Climb +10

Acid Sting (Ex) A giant soldie r ant has a sti nger and an acid
producing gland in its abdomen. Ifit success fullygrabs
an opponent, it can attempt to sting each round using its
full attack bonus. A hit with the sting atta ck deals ld4 +1
points of piercing damage and ld4 points of acid
damage.

Improved Grab (Ex) To use th is ability, a giant ant must hit
with its bite att ack. A giant soldie r ant that wins the
ensuing grapple check es tablishes a hold and can sting.

Skills Giant ants have a +4 racial bonus on Survival checks
whentracking by scent.

MONSTERS
The following crea rure s are active in this area :

Troll Sta lker: The trol l stalker is a natura lly invi sible
creature. If par tly visualized through the use of flH'ricfin' or
some other method, a troll stalker appears as the out line of
arroll whose skin is a cons tant ly roiling layer of vapo r.

Only thirty troll stalkers are st ill thought [0 exist. Troll
stalkers were origina lly bred from trolls and invisible stalk
ersbyan ancient war mage during [he forgotten Jade- Wars.
In the- cu rrent age. remai ning troll stalkers hid e in vari ous
corners of the world . Ifdisturbed, they react violently, intent
ondestroying intruders.

Giant Ants: A giant worker ant and a giant soldier ant
mill about the stalker's den. Giant ants
look like regular ants, excep t for their "
extraordinary size.

TACTICS
The troll stalker emerges from th e
K21 stairwell and attempts to attack
ibe PCwho most looks like a warrior.
Being invisible, the t roll stalke r gains
a .2 bonus on attack rolls agains t
sighted opponents, and ign ores its
opponent s' Dexterity bonus to AC (if
any). The stalker's positi on cannot
be pinpointed by visual means. It
has concealment; even if [he square
where it is located is correc tly
guessed, the att acker has a 50% miss
chance in combat.

If [he PCs attempt [0 talk [ 0 th e troll stalker, they need
to mak e a successful DC 35 Diplom acy check (+10 bonus
if a PC spea ks Auran). A successful check gets the stalker
to stop fighting. See page 109 for details of the ensuing
conversa tion.

If the PCs enter the area behind the secret door, the worker
ant moves toward the nearest PC and atta cks. It fights to the
death .

·1 • • The soldier ant 's tactics aren't much more sophisticated
than the worker's. It attempts to grab pre y with its pincer s
and ad mi nis ter irs acid st ing wh en possible.

T AtTICA I. )\\ ,\ 1' DET,\ I I.~
D~'l d il ~ ~1Il thc Iddi..:.ll n1<l p are Jc~~· rj b~·J l)t·l{,w.

Soul Ii SI,lir,; ("-1 1): Thi,; etai rway is JoHk. Fr(\Jl11 hi~ I"wl,
th .....l ,l ir ~ a~~· .' n J -Hl f"d 1(1 K9, dnJ J""":"lId 80 fect to K73.

S"rvil nt ' Iiall (K61): E,'ric ;TL'lI11d f.)~ fill " thi~ IIll16t ly
e rn pt y room." crazy old man nanll'J Cyru" al,," can b... founJ
here (if h,· h... "n't already met tht.· PC" el~,'wht.'rt', in tht> cd~tle).

I I., i~lll'n'i' anv commotion in K6J, but n·ad .. <1!l de"crib,·d on

pa~.' 109 if d~y PL~" op.'n thc J~l~'r dnd enter thi" area.

Trllll3tdlk.... D,'II : A secret dlJor (DC 15 :::"drch cht".:l: tn
find) I"ad" to th.· troll ,.talkcr'" J...n. Thi" room i" c.wcn,J in
rc fu ~c , b0116, anJ thl.·de-tritu" of a c reature f,m:ed t"li\'c in <1

"ran' t{l,):;mall for it..\ T('lI~hly Jel\"l'J tUllm,1 'lIH•••pcn" into
thi " c1' d,ub er fro m til<.' ~' ,li' t, .1Ild tw.. u ~iant a nts [a work~'r an d
.1 ,,~) I J ie r a nt] currently mi ll ,lbollt till' Jl.lmh~· r . Ti ll' ITllII "ta lk"r
hd"n' l dum' a uvthin.: ollw ul th e ant i n .:u n ~<J Jl , .H till' 'l~·".H ill1\., 1

app l'dr<1IlCC ~l{dll t!l ~iv.· " hi m .'a"y .1..::.:cs1' to fO"J. T hO;" IUIl'll'1
JC"":"'IIJ~ vert iCdlly d(lW n tll an ant col"lly .lnd pri mit ive t"mplt"
b",I' IWth" ..:a"t1c (arca K89).

PC" wllll ..,'arch thwu~h th" refu i'c learn that ,·hah>wr liyci'
bcr", j" car nivorous, and with a ~11.::..:c""flll DL' 15 :::t"arch chr-ck
tbcy Ji"":''V{'r three- opal. t.'a~~h worth 300 ~r, d ~old military
"t vl., m.·dal ""ith th ,· "'orJ~ -For L~)Ura~l" in lh,· J:icIJ· in"aib.·J
in' Auran, dnd d pt..f;"" ,..j ,.•,y/~'!' ;:plc"J,.r.



Encou n te r Level 9

Use thisencounterwith tire room entryon l'age rto.

This encounter takes place when ' the player characters
attempt to enter th is area. If the pe s attempt to open the
portcullis by bending th e bars or lifting th e gate, they Set

off the pit tr ap in th e floor of room K62. All those who
succumb to the trap fall diagonally int o a concea led pit in
roo m K63. A wraith (marked as W o n the map) hau nt s th e
concealed pit , attac ki ng all th at fall into the pit.

Whe n th e trap is tr iggered ,or whe n th e room is entered,
combat rounds begin. A cons truct ofbroken wi ne-bot tle
shards (a glass hrapnyl. S on the map) assembles on its
turn in the ini tiative order. lt att acks th ose pes no t in
th e pit . Another wraith (W) haun ts th e Ki Bstairwell. It
moves th ro ugh a crack in th e wall on th e seco nd full round
of act ions to at tack the nearest PC. A sptderltke vermin
called a chelicera (C) hides in th e sou thern co rner of th e
room. It begins to use its mimicry ability to att rac t one
or more pes.

FIRST VIEW
When th e pit t rap is t riggered . read:

The floorin fro nt oftheportcullis dropsaway,
sendingall those standingon it tumbling down a
dark, diagonal shaft.

PITTRAP
The floor to th e west of the po rtc u ll is (a to-foot by +o-foot
sec tion) is really a tr ap door. When the PCs attempt to open
the por tcu llis , th e tra p door swings down and d rops any
PCs stand ing o n it diagonally imo a ro-fccr-by-tc -fcer pit
on th e other side ofthe po rtc ullis. Th e pit is 20 feet deep. It
is open to the room above. but un til (he trap is t riggered it
is co ncea led by a mUlorglanlt'r (CL 5th; illusion) tha t makes
th e area appear to be soli d floor.

Awraith h ides within th e pit. waiting foran yone to fall
in . Broke n bottles. bones. and other useless tr ash lit ter the
floor of the pit . .

The portcullis ca n't be opened in any way, bur it doe sn' t
descend lower than the level ofth e floor.Characters can enter
th e pit and climb out the othe r end to ge t in to area K63.

Portcullis Pit Trap: CR 3; mechanical; location trigger;
automatic rese t; DC 22 Reflex save avoids (successful avoid
ance mean s characte r moves out of trap area by shor tes t
routek cb aracters caught in trap area tumble d iagonally into
th e co ncealed pit and take 2d6 points of damage; Se-arch
DC 24 to find; Disable- Devic e- DC 18 to deact ivate.

GLASS$HRAPNYL CR7
HP 69 _

N Large construct
Init +4; Senses dark vision 60 ft .. low-lig ht vision ; Lis ten

+14, Spo t +14

AC 24, to uch 9, flat-footed 24
HD 12
Immune co ns truc t immunities
Fort +4, Ref +4, Will +8
Weakness shatter spell deals 3d6 poin ts to shrapnyl

Speed fly 20 ft. (4 squares)
Melee slash +13 (ld8+4 plus improved grab)
Space 10 ft.; Reac h 10 ft .
Base Atk +7; Crp +15
Special Actions improved grab . wrap . control host , cloud

of stee l
Abilities Str 18, Dex 11 , Con - , Int 10, Wis 19, Cha 17
SQ con struct traits
Feats Combat Reflexes , Impr oved Initiative, Weapon Focus

(slash) . Tough ness
Skills Listen +14, Move Silently +10, Spot +14

Improved Grab (Ex) To use this ability, a sh rapnyl must hit
with its slas h attack. It ca n the n attempt to sta rt a
grapple (+15 grapple check) as a free action without
provoking attacks of o ppo rtunity. If it wins the grapple
check, it es tablishes a ho ld and can wrap.

Wrap (Ex) With a second successful grapple check , a
shrapnyl wraps itse lf around a foe it has already
grappled , formi ng a skin-tight layer of glass around the
wrapped creature (cover ing it from head to toe but
leaving eno ugh space for the victim to breat he) . Attacks
on a wrapped shrapnyl deal half damage to the shrapn~

and half to the victim. An affected creature can extract
its e lf by mak ing a successful grapple check. O nce a
shrapnyl has wrapped a creature, it can attempt to
control the victim on its next action .

Control Host (Su) The roun d after a shrapnyl wrap s a
creature, it can attempt to control the wrapped victim
as if with the dominate monster spell (CL 18th; Will
DC 19). As a free act ion the sh rapnyl can relinqu ish
control over its host by physically and mentally
d isengaging itselffrom the vict im's body.

Cloud of Steel (Ex) O nce per day. the creature can explode
into a de ad ly cloud of flying glass sha rds . Every creature
adjacent to (or in the same square as) the shrapnyl
takes 4dl 0 po ints of damage (DC 16 Reflex save for
half) . This att ack ins ta ntly frees a creatu re wrapped by
the shrapnyl from cont rol.

MONSTERS
The foll owing cre-atu res are- act ive in this area :

Wraith: A wraith is an incorporea l creature bo rn ofevil
and darkn ess. Ir appears a~ a spectra l figure with glowing
red eyes. robed in darkness and hovering in the night air.



WRAITHS (2) CR 5
Hp 32 ea ch _-,-----:-,---__---,- _

LE M edium undead (incorporeal)
Init +7; Senses dark vision 60 It.: listen +12. Spot . 12
Aura unnatural aura (30 ft .. an imal s pan ic)
languages Common, Infernal

AC 15, touch 15, flat-footed 12
HD S
Immune nonmagical attacks. mind-affect ing. poison , sleep ,

paralysis. stunning. disease. death effects. critical hits.
nonlethal damage. ability drain. energy drain, damage to
ph ysical ab ility scores, fatigue and exhaustion

Resist turn resistance +2
Fort . 1, Ref +4, Will +6
Weakness daylight powerlessne ss

Speed fly 60 ft. (good) (12 s qua res)
Melee inco rpo rea l touch +5 (ld4 plus Con st ituti on drai n)
Atk Options Constitution dr ain (Fort DC 14, l d6 Can)
Base Atk +2; Grp -
Atk Options Blind-Fight. Combat Reflexes

Abilities Str - , Dex 16, Can - , Int 14, Wis 14, Cha 15
SQ create spawn
Feats Alertness ' , Blind-Fight. Combat Reflexes. Improved

Initiative'
Skills Diplomacy +6, Hide +11. Intimidate +10, listen +12,

Search +10, Sense Motive +8, Spot +12

Incorporeal Immune to nonmag ical attack s; 50% chance to
ignore any damage from corporeal sou rce (except positive
ene rgy. force, ghost tou ch). Att acks ignore natural armor,
armor, and shield, but deflection bonu s and force effects
work. See DMG 295 for more information.

Unnatural Aura (5u) Animals can sense the presence of a
wraith at a distance of30 feet . They will not willingly
app roach nearer than that, and panic of forced to do so;
they remain pan icked as long as the y are within that
range .

Daylight Powerlessness (Ex) Wraiths are utt erly powe rless in
natural sunlight (not merely a daylight spell) and nee
from it.

Constitution Drain (5u) Living creat ures hit by a wraith 's
incorporeal touch attack must succeed on a DC 14 Fort
save or take ld6 points of Constitution drain. The wraith
gains 5 temporar y hit points if th is att ack succeeds.

Glass Shrapnyl :Th is construct is composed ofwh irling,
airborne sha ttered win e bottles. Razor shar p shards spin and
whirl in a large vortex, obviously dangerou s once active .
Wh en quiet, the sh rapnyl appea rs as a layer of broken glas s
on th e ground.

Ch e l ice r a: This monstrous arachnid resembles a huma n
sized bur spindly black spider. Two thin arms extend from its
body. each ending in a sharp claw. A pair of thick antennae
sits atop its head like tun ing forks. Un like most chellceras
(described in Aforlslcr /t. tanuill fJI ), thi s creature is 3 web-spin
ner-possibly the result of cress-breeding wit h monst rous
spiders. See page 148 for statistics .

TACTICS
The chelicera tries to use its mimicry ability (''help me,
please help me") to at trac t a PC to where it hides in the
sout he rn corner of the room. If it can't attract an yone

within two rou nds, it moves for~ard on the th ird round of
combat and en ters melee.

The shrapnyl seeks to w rap the sma llest PC it sees, know
ing with its limited intelligence th3 t such a creatu re is least
likely to put up much resistance.

The wrai th in the pit at tacks the nearest creature to tr that
falls in . If PCs avoid the pit, it ri ses from the concea led pit
when the shra pnyl attacks.The wraith in the stairwell (KtS)

al e ts a lerred by th e sound of conflict and arrives during the
second round of combat to atta ck the nearest Pc.

TACTI C.\1. '\\AI' D ET AIl.'
Ddail, on till" tddi":,ll map an' Jl·~..:ribl·J Iwlllw.

\Villl' R'l Ckll: T he"c ma seive hl'dvy r,l..:k~ l',l>:11 ~t"n' a hun.
In·J or m.,rt." winc houll'''' '\ \o"t l,f tilt., content- h,lve turn ..J
Ll' villt.',;!olr.

X" rt h S , .l i r,,: Thi" "tairway i~ dark. It steeply ..limbs olO
fed up to r'>"m K2 3.

:::l·r".lIlt '" 11,,11 (K62 ): Eeril' ";:TtlunJ fl''';: fi ll ,. lhi" lIlo"tly
empty room, ,\ crol7.y.,IJ 1ll,III n,'l1wJ Cyru" a l;;ol·,ln bl' {(lunJ

ht·re (if he h"m'l alreolJv met thC' P(".. elsew hcrc in thet.;a"tle).

He i':lltln'" anv ..:'>1t111hltillO in K61, but reacts d. Jt·"..:rib.·d on
pol':" iov if d;IY P\."'" (lp.'\l the J.,or and enter tlliOl aru.

Kitdll"11 (K65): l-y ru, I'n"r.HC~ horri(llr(,dl~ Ilt'rc.

(I ilill ' I ~ nvc r St "in.'Ml' (K I~ l: Thi" "(din:c 11 is ~el.'l1lindv

".. p.Hd-tl' fftllll thl' ... int.'l"l,lIar. Howl·H'r. at thefolr ...'uth l'nJ ,;f
tbe we sf wall, ol I"n~ ..:rd..:k olll"", ~ eas y access for ':'}H.'1.lU~

erect u res,
II ilih · I~ , wt.·r Sll,lft (K 1~A): Thill ht.>ll••w ~htlft i~ c!Cl:;l·J .If(

1111 thi~ Il·vel. T h.· b.B~' of l ht.· sh.lft lic~ it, K8 ol.111 J it ri,.l'~ l\.

K5l).

K6 5



Encounter Level 8

Usc this eurcnn ter with tf l£' room elltrics 011 page 110.

Thi s encounter takes place when -the player characters
open one of the doors leading to the kitchen .

Three monsters wait wi thin the room: a Strahd zombie
(standing in the open next to the pot, Z on the map), a
mohrg (hiding in the pot, marked M when if emerges),
and a wight (h id ing in a cabi net, marked W ).

The zombie ignores th e pes. II thrusts its ha nds into
and out of the pot, splashing liquid around. It appears to
he search ing th e conte nts of the pot for some th ing, but in
reality it is tryin g [ 0 keep the mohrg from gett ing out of
the pOl.

RUNNING THIS ENCOUNTER
If Cyrus is with the pe s, he grabs a wooden spoon from
a countertop and moves toward the pot. He takes ;1 few
whacks at the zombie, then starts stirring the liquid, occa
siona lly smacking some thing in the pot with the spoon.
"I'm not th e cook I used to be," he yells wh ile tending to
whatever is in the par . None of the undead creatures in
this room attack Cyrus, but they turn agai ns t th e PCs at
the first opport unity.

If Cyrus remains With the pe s, he explains furthe r.
"Strahd says I can do wha t I want with the corpses. They
have to listen to me.rTbts is true,as far as th e th ree undead
in this room go. O ther undead will not attack Cyrus: but
they won't listen to him either. Cyrus totally be lieves what
he says, nonetheless. .

If th e pes are on their own, the zombie continues to
ignore them and the mohrg and wig ht remain hidden .
Whe n a PC gets close to the zombie, it sudden ly forge ts
about the pot and turns to attack. The wig ht wa its until
the mohrg emerges to join in. •

When a PC gets close to the pot , read:

Agangrenous arm reaches outof the pot and tries
to grab you. A head and the restof the body
emerge next, dripping wet. and in an advanced
state ofdecay.

STRAHO ZOMBIE CR 2
HP40
NE Medium undea d (humanoid)
lnit +0; Sen ses da rkvision 60 ft .: Listen +0, Spot +0

AC 16, to uch 10, flat-footed 16
H0 6
Immune mind-affecting, poison, sleep, paralysis, stunning,

disease, death effects, critica l hits , nonlethal damage ,
ability drain, energy drain

Fort +2, Ref +2, Will +5

Speed 30 ft. (6 squa res , can' t run)
Melee slam +6 (ld6+4)
Base Atk +3; Crp +6

Abilities Str 17, Dex 10, Can - , Int -, Wis 10, Cha 10
SQ hard to kill, ploddi ng
Feats Toughness
Skills -

Hard to Kill (Ex) Wheneve r a Strahd zombie has taken
enough damage to drop it, roll a d20 . On any roll of 11
or highe r, the zombie ignores the damage that would
have dropped it.

Plodding (Ex) Zombies can move and attack, but they
cannot move more than their speed (6 squares) on
their action, and they cannot charge.

MOHRC CR 8
HP 91
CE Medium undead
Init +9; Senses da rkvision 60 ft.; Li sten +11, Spot +15
AC 23, touch 14, flat-footed 14
HO 14
Immune mind -affecting, poison, sleep, paralysis , stunning,

disease, deat h effects, critical hits, nonlethal damage,
ability dra in, ene rgy drain

Fort +4, Ref +10, Will +9

Speed 30 ft . (6 squares)
Melee slam +12 (ld6+7) and

tongue +12 melee touch (paralysis)
Base Atk +7;Grp +12
Atk Options improved grab , paralysis, Dodge , Mobility

Abilities Str 21, Dex 19, Con - , lnt 11 , Wis 10, Cha 10
SQ create spaw n
Feats Alertness , Dodge , Improved Init iative, Lighting

Reflexes, Mobility
Skills Climb +13, Hide +21, Li sten +11, Move Silently +21,

Spot +15, Swim +9

Improved Crab (Ex) To use this ability, a mohrg must hit a
creatu re of its size or smaller with its slam attack . It
can then attempt to sta rt a grapple as a free action
without provoking attacks of opportunity .

Paralyzing Touch (Su) A mohrg lashes out with its tongue
in combat. An opponent the tongue touches must
succeed on a DC 17 Fortitude save or become
para lyzed for 1d4 minutes. The save DC is
Charisma-based.

Creat e Spawn (Su) Creatures killed by a moh rg rise after
l d4 days as zombies under the morhg's control. They
do not possess any of the abilities they had in life.



WI GHT CR 3
HP 26 .,..-_--.,.----,.,..-__-t-' _

NE Med ium undead (humanoid)
lnit +1;Senses darkvision 60 It ., Blind -Fight: lis ten +7,

Spot +7
languages Common

AC 15, touch 11. flat-footed 14

HD'
Immune min d-affec ting. poiso n, sleep. paralysis. stunning,

disease. death effects. critical hits. nonlethal damage.
ability drain, energy dra in

Fort +1, Ref+2. Will +S

Speed30 ft. (6squ".s)
Melee slam +3 (ld4+1 plus energy drain)
Base Atk +2; Crp +3
Atk Options energy drain

Abilities Str 12. Dex 12. Con - , Int 11, Wis 13. Cha 15
SQcreate spawn
Feats Alertness. Blind- Fight
Skills Hide +8, listen +7, Move Sile ntly +16, Spot +7

(reate Spawn (Su) Any humanoid slain by a wigh t becomes
a wight in ld4 round s. Spaw n are under the co m ma nd of
the wight th a t created them and remain enslaved until
its death . They do no t possess any of the abili ties they
had in life.

Energy Dra in (Su) li ving crea tures hit by a wight's slam
attack gai n one negative leve l. The DC is 14 for the
Fortitude sav e to remove a negat ive leve l. The save DC is
Char isma-ba sed . For each suc h negative level best owed ,
the wight hea ls 5 po int s of damage to its e lf.

Skills Wights have a +8 racia l bonus o n
Move Silen tly checks.

MONSTERS
The following creatures are active in
this area:

Strahd Zombie:This creature looks
like any other zombie, except that it is
harder to dispatch .

Mohrg: This corpse appears to be •
a zombie un til it makes a successful
attack. The n its long, clawed tongue
becomes obvious.

Wigh t : This cor pse's frant ic eyes
burn with malevolence. Its leath ery
flesh is drawn tight across its bones,
and its teeth are jagged needle s.

TACTICS
Once the Strahd zombie ackn owledges
the presence of the PCs, it at tacks until the pe s have left or
it has be-en destroyed .

The mohrg tries to paralyze a PC; if it succeeds, it takes a
round to drop the victim head-first into the pot. The liquid
in the pot is warm, but not hot enough to burn. The mohrg
hopes to drown the PCand eat him or her later.

The wight run s toward the least-armored PC and attempts
to level drain the character. The wight flees if it takes any
damage,attempting to flee up the stai rs to K23and beyond.

T.\l"TICAI. ~I.\I' D ETAI I.S
Dl"t.lil .. on tht.· tadi..:oll m.lp <HI." d6cribt.·J beIll"".

Put: nt.· ~p i t t' htH" ill')<lk~. the wate r in the.- potrs not bl,ilin.: .
The nwhr.: "" ithin tht.· pot <1-;itate<, th e liljuid and causes it t<,
roil. Th., water ceases to roil wht:"11 tht.· moh r,!! It.·a v,·~ Ihl/ pot.

If tht.· mt,hr.: "uct.·t:"l'"fully dunk.. a paralyzed charad ... r into
tht.'I'\)t. ,:I,mJarJ Jro",ninlt rult:"!.' do not apply b t.· catl~ ... a para
Iyud ,..ic tirn d.le<,n't han· an l1pp••rtunity t tl Jraw a brt:"alb.
In"tt:"ad. tbe vict im can brt'athl." \' n lv if hl." l11ak('~ oJ. DC 10
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Butlt.·r '", (Ju.u l t.·r,< (K66): Cyru" call" thi;; chamlwr IWIllC'.
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51,li n : Thi .. s t a jrway is JilrL. It "tt't"ply cl imb" -l-O ft.·ct up

t o room K2 3 .



Enc ou nte r Level 8

Use this rnrounter with the room entrit's 011 page I II .

Thi s encounter takes place when the player characters
enter th is hallw ay.

FIRST VIEW
If a PC en ters th e ha ll or uses a bright light, read:

Thick, dusty cobwebs hangfrom theceiling of this
long passage. The webs grow thicker farther down
thehall, almost completely filling thewestern end
and the alcoves aro ,md it.

pe s examining the end of the hall can make a DC 1BSpo t
check to notice that there are bones visible within the
thicker clu mps of web to the west . Anyon e who makes a

~BGOUM CR7
HP67 _

Large construct
Init +3; Sen ses dark vis ion 60 ft., low-light vision: listen

+0, Spot +0
AC 20 , touch 12, nat-footed 17
HD 6; Fast Healing 5; DR l O/ ada ma ntine
Immune mag ic. cons truct im m uniti es
Fort +3. Ref +6, Will +3

Speed 30 ft. (6 sq ua res , not inhibited by web effects)
Melee 2 slams +12 (2d l O+7) and

bite +7 (l d6-+2 plus poison)
Sp ace 10 ft.: Reach 15 ft.
Base Atk -+8; Grp -+17
Atk Options poison , adhesive
Special Actions spide r climb, web

Abilities Str 20, Dex 17, Can -, Int -, Wis 10, Cha 10
SQ -+15 c ircumsta nce bonus to Hide
Feat s -
Skills -

Poison (Ex) Bite , Fortitude DC 15; initial and seconda ry
damage l d6 Str. The save DC is Constitution-based .

We b (Spl A web go lem can use a web effe ct , as the spell
(DC 17), three times per da y. Caster level 10 th .

Adhesive (Ex) Anyone who makes an unsuccessfu l melee
attack aga inst a web golem must succeed on a DC 20
Reflex save, o r the attacker's weapon st icks to the web
golem an d is yanked out of the wielder 's gras p.
Crea tures using natural weapons are automatically
grappled if they fail the sa ve . Pulling a stuck weapon o r
limb loose from a web golem requires a DC 20
Strength check. DCs are Strength-based.

Immunity to Magic (Ex) Immune to any spell or spell-like
abili ty that allow s spell res istance. A grease spell slows
it (as slow) fo r 2d6 rounds with no save; DC 25
Know ledge (arca na) check to know this .

Sp ider Climb (Su) Can spide r climb as per t he spell.

LARGE MONSTROUS SPIDERS (2) CR 2
H P 22 each _

N Large ve rmi n
Init +3; Sen ses darkvision 60 Ft.. tr emorse nse 60 ft. ; Listen

+0 , Spot +4*
AC 14, tou ch 12, nat-footed 11
HD 4
Fort +5, Ref +4 , Will +1

Sp eed 30 ft. (6 squares) , climb 20 ft . (can always ta ke 10)
Melee bite -+ 4 (ld8+3 plus po iso n)
Base Atk +3; Grp +9
At k Option s poiso n
Special Actions web

Abilities Str 15, Dex 17, Can 12, Int-, Wis 10, Cha 2
Feat s -
Skills Clim b +11, Hide +3*, Jump +2, Spot +4

Poison (Ex) Bite , Fortitude DC 13; init ial and seconda ry
damage l d6 Str. The save DC is Con stitution-based.

Skills Monstrous spide rs have a +4 racia l bonus on Hide
and Spot checks and a +8 racial bonus on Climb
checks . A monstrous spider can always choose to take
10 on Climb checks , even if ru s hed or threa tened .
Monstrous s pide rs use e ither their Strength or
Dexterity mod ifier for Climb checks, whichever is
higher.
*We b-s pinning spi ders have a +8 racial bonus on Hide
and Move Silently checks when using their webs .

Web (Ex): 8/day. Similar to an attack with a net but
maximum range 50 feet ; ra nge inc re men t 10 feet ;
effective against ta rgets up to one size category larger
tha n the spi der. An e nta ngled creatu re ca n escape with
a success ful DC 13 Es cape Arti st check or bu rst it with
a DC 17 Strength check. The check DCs are
Const itution-based , and the St rength check
DC includes a +4 racial bo nus .

DC 24 Spot check notices the web golem hiding among
(he th ick ceiling webs. Any PCs who make the higher
Spot check can part icipate in the surprise round along
with the web golem.

MONSTERS
The followi ng creatu res are active in th is area: :.

Web Golem :This vaguely hu manoid-shaped creature
{W)iscomposed entirely of laver-upon-laver of spider webs,
except for its eight spider-like eyes and sharp mandibles.

Monstrous Spide r: There are two monstrou s spiders
(5) h iding in the alcoves. These aggressive predators use
their poisonous bites ro subdue and kill prey.

Et te rcap: The re are two etrercaps (E) hid ing in the
alcoves. Each of these revolting creatures resembles across
betwee n a gangly human.and a bloated spider. Each has
long, slender arms and Idgs protr uding from a rounded.
fleshy body. Each has a spider's head complete with man
dibles and many beady black spider eyes.



ETTERCAPS (2) CR 3
HP27 each ---;-_---;- _

NE Medium aberration
Init +3; Senses low-light vision; Listen +4, Spot +8
Languages Common

AC 14, to uch 13, flat-footed 11
HD 5
Fort +4, Ref +4, Will +6

Speed 30 ft. (6 squares); climb 30 ft.
Melee bite +5 (l d8+2 plus poison) and

2 claws each +3 (1d3+1)
Base At k +3; Grp +5
Atk Options po ison
Special Action s web

Abilit ies Str 14, Dex 17, Con 13, Int 6, Wis 15. Cha 8
Feats Great Fortitude, Multiattack
Skills Climb +10, Craft (trapmaking) +4, Hide +9, listen +4,

Spot+&

Poison (Ex) Injury. Fortitude DC 15, initial damage l d6 Dex.
secondary damage 2d6 Dex. The save DC is Constitution
based and includes a +2 racial bonus.

Web (Ex) An ettercap can throw a web eight times per day .
This is similar to an attack with a net but has a maximum
range of 50 feet, with a range inc rement of 10 feet, and is
effective against ta rgets of up to Medium size. The web
anchors the ta rget in place, allowing no movement.

An entangled creature can escape with a DC 13
Escape Artist check or burst the web with a DC 17
Strength check. The check DCs are Constitution-based
and include a +4 racial bonus. The web has 6 hit points,
ha rdness 0, an d takes dou ble damage from fire .

Ett ercaps ca n also create sheets of sticky webbing
from 5 to 60 fee t square. They usually position these to
snare flying creatu res bu t can a lso try to trap prey on the
ground. Approaching creatures must s ucceed on a
DC 20 Spot check to notice a web, or they stumble into
it and become trapped as though by a successful web
attack. Attempts to escape or burst the webbing receive
a +5 bonus if the trapped creature has something to
walk on or grab while pulling free. Each S-foot-square
section has 6 hit poi nts, ha rdness 0, and takes double
damage from fire .

An ettercap can move across its own sheet web at its
climb speed and can determine the exac t
location of any creature touching the web.

Skills Ette rcaps have a +4 racia l bo nu s on
Craft (trapmaking), Hide, and Spot
checks . They have a +8 racial bon us on
Climb checks and can always choose to
take 10 on Climb checks, even if rushed or
threatened.

TACTICS
The web golern acts in the surprise round,
along with any pes who happened [Q not ice
it (Spot DC 2+). It begins by hurling a wave
ofropy strands toward the PCs,clogging the
hall with sticky webs and trying to capture
as many of them as possible. It spends the
following two rou nds exhausting its web
ability to completely en velope the hall. In
subsequent rounds, it moves our to att ack
stuc k foes.

In the firs t regu lar round ofcombat, the spiders and etter
caps act. Both can move free ly thr ough the webbed areas.
The spiders targe t opponents tha t have been im mobilized
(part ially or fully) by th e webs, trying to poison and fur ther
weaken the m.

The ertercaps follow similar tactics, targeting those already
caught in the webs . They prefer to concent rate on PCs who
have already been poisoned by the spiders , delay ing the ir

v ; actio ns in some cases to do so.

AFTER THE BATTLE
After [he PCs dispatch the monsters, th ey can search the
area. This requires tha t they clea r away the webs (probably
by burning them). Under the webs , the PCs find the rotting
remai ns oflong-forgotten ches ts that once held the personal
items of the long-dead guards.

There is on ly one item of in teres t, which is found on J

DC 20 Searc h check. One ches t holds ha lf ofan u ntar n ished 
silver key.The word "Key" is etched on it. When joined with
the orher half'(found in K55), the comp lete "Portal Key" opens
[he door to vault 12 in area K84.

T ACTI C\l.l'L\p DETAILS
f)dail~ " 11 Llll' t.rcl i..:a l l1la p dr.' J I..' ~ ":fiht:ll 61..·]ow.
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Gt.,l rJ '" 11.111 (K67): Thi~ ].lr~l' halt is cmpt y except for the

.:rll ~ht·J olnJ splintt' rcJ o<1 k..n t.16],: s lllal ar e ~": d t kn" J a bout

t1 1 ~' room.

G 1101 nl'" I~II n (K68): Til is ~ i Illp],· ":~lf ri Jor r'M! IJ res .1 11t.',.vy
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Encou nte r Level 9

Use tillSf'IIcounter with theroom entries Or! J1tlge 11L

This encounter occurs when the player characters ent er
K70 or K71,or examine the area from the stairs to K20A.
If the pe s aren't particularly stealthy, th e demon guard
ians get to make preparations for the upcoming bat tle (see
Tactics, be low).

FIRST VIEW
When the pes approach th is area , read :

Orange-haired ape-th ings leapfro m thedark
alcoves to the north, their.outsized clawed fists
seemingly too large for theirscrawny legs to
support. From thesouthern alcoves slinks a
malformed, half-melted humanoid clutching a
double axe, and a black-leather-skinned humanoid
with a mouthf,Ii' ofsharp, jagged teeth.

MONSTERS
The following crea tures are act ive in th is area :

Bar-Iguras: These two dem ons (B on the map) look
very much like lumbering orangutans, and the malevolent
gle am in the ir eyes indicates tha t they rea lly do wan t to
rend flesh and ear the innards of any who get roo clos e.

Ru tterkin: Thi s creature (R) appears crude, bes tial, and
misshapen. It howls and writhes in pa in as its co rr upted
body contin ues to muta te.

Babau: This cre ature (BB) is tal! and gaunt , looking
much like a skeleton covered in black, leathery ski n. It
has a mouth ful l ofjagged teeth and horn curving from its
sku ll. Reddish paste ooze s from the demon's skin, which
smells ofcorrupt ion and death .

TACTICS
As soon as th e PCs ente r K70 or near the bottom of the
sta irs, the demon gu ardians stir. They serve Lucian and
are posted here to gu ard the approach to Lucian 'schamber
(K72). The demons att ack anyone not specifically desig
nated as off-limi ts by eithe r Lucian or Strahd that ente rs
K70, K71, or the lower sta irs to K20A.

Ifgiven a round or two ofwarn ing, the bar-lguras prepare
by attempting to summon addi tional bar-lguras.Then they
apply invisibility and see invi sib ility to th emselves. Once
combat begins, one bar-lgura att empts to cause fear on a
figh ter-type PC (someone wh o appears to have a low Wi ll
save), whi le the other attempts to grappl e a PC who appears
to have a low Streng th score. If a bar-lgura successfully
grapples and pins a PC, it uses its greater teleport ability

BAR·lGURAS (2) CR 5
HP 45 each _---,--,------,-_--,---__--,---__-,,--_---,--,-
CE Medium outsider (chaotic, extraplana r, evil, tanar'ri)
Init +4; Senses dark vision 60 ft .: Li sten +11, Spot +11
Languages telepathy lOa ft ..Abyssa l. Celestia l, Draconic

AC 22, touch 14, flat-footed 18
HD 6; DR la/co ld iron or good
Immune electric ity, poison
Resist acid 10, cold 10. fire 10; SR 16
Fort +8, Ref +9, Will +7

Speed 40 ft. (8 squares), climb 20 ft.
Melee 2 claws +10 (l d6+4) and

bite +5 (l d8+2)
Base Atk +6; Grp +10
Atk Options pounce; Dodge. Mobility
Special Actions summon tanar'ri, greate r telep ort
Spell-Like Abilities (Cl, 6th) :

2jday-change self. invisibility, m ajor image
At will-cause f ear (Will DC 12), darkness. dispel magic.

see invisibility, telekinesis

Abilities Str 18. Dex 19. Con 16.lnt 13. Wis 14. Cha 12
SQ tana r'r ! traits
Feats Dodge , Mobility
Skills Balance +13 , Climb +13, Hide +17, Intimidate +10,

Jump +20, listen +11, Move Silently +13, Spot +11.
Tumble +13

Pounc e (Ex) If a bar-lgura cha rges, it can make a full attack
even though it has moved .

Greater Teleport (Su)As the greater teleport spell, except that
a bar-lgura can carry up to one other Medium creature
with it and use it even while grappli ng. but the foe must
be pinned first. A bar-lgura can use this ability at will.

Summ on Tanar' ri (Sp) Once per day a bar-lgura can
attempt to sum mon another ba r-Igura with a 35%
chan ce of success.

to appear 2,000 feet above the cast le, d rop s the PC (falling
damage 20J.6), and then return a round later.

A PC can att empt an opposed grapple to keep holding
onto a bar-lgura that att empts to drop him.A bar-Igura that
can't successfu lly drop a passen ger uses greater teleport to
re turn to K71 on its nex t act ion to avoid contact wi th the
rap id ly approaching ground. :.

If given a round or two to prepare, the babau atte njpts
to summon an add itio nal babau. Then it applies see utvis·
lbllity to itself. Once combat begins, the babau attempts
to put itsel f into flank ing positions (ideally wit h anoth er
su mmoned babau or with the ru tterkin) so that it can use
its sneak att ack abili ty again st the PCs.

If given a rou nd to prepare, the ru nerkin att empts [ 0

su mmo n an add itio na l rurterkin . Th en it uses its /fesa rate
spe ll-li ke ability on th e area. Once combat begi ns, the
rutterkin aids the babau hyse tti ng up flanking situa tions
whenever possible, .



BABAU DEMO N CR 6
HP 66 each
CE Medium outsider (chaot ic, evil, extraplanar, tana r' ri)
tnit +1; Senses da rkvision 60 Ft.: listen . 19, Spot +1
languages Abyssal , Celestial , Draconic; tele pathy 100 ft.

AC 19, touch 11 , fiat-footed 18
HD 7; DR lO/cold iron or good
Immune electricity, po ison
Resist acid 10, cold 10, fire 10; protective slime; SR 14
Fort +10. Ref +6, Will +6

Speed30 ft. (6 sq uares)
Melee 2 claws +12 (ld6+S) and

bite+10 (ld6+2)
Base Atk +7; Crp +12
AtIc Options sneak attack +2d6 , Cleave . Power Attack
Special Actions summon umor 'ti
Spell-Like Abilities (el 7th) :

Atwill-dorkness. dispel magic. see in",isibility. greater
telepon (self plus 50 lb. of objects only)

Abilities Str 21, Dex 12. Con 20. Int 14, Wis 13. Cha 16
Feats Cleave. Multia ttack , Power Att ack
Skills Climb +15, Disable Device +12, Disguise +13, Escape

Artist +11, Hide +19. listen +19, Move Silently +19, O pen
lock +11, Search +20, Sleight of Hand +11, Spot +1

Protective Slime (Su) A s limy red jelly coats a babau's skin,
dealing l d8 points of acid da mage (ignoring ha rdness) to
any weapon or nat ural attack that strikes it. Magic
weapo ns and creatu res attacking with natural wea pons
can attem pt a DC 18 Refle x save to avoid the dam age.

Summon Tan ar'ri (Sp) l lday, sum mo n 1 babau 40%.
Equivalen t to Jrd-Ievel spell.

RUTTERKIN CR 3
HP 32 ,.-__-,--,.- ,.-_ ----, _
CEMedium out side r (ch aotic, ext raplanar. evil, tana r'ri)
Init +2; Sen ses dar kvisio n 60 ft. ; liste n +9, Spot +9
languages Abyssal, Celes tia l, Dracon ic;

telepathy 100 ft.

AC1S, touch 12, flat-footed 16
HO S; DR S/silver
Immune electricity, poison
Resist acid 10, cold 10, fire 10; SR 14
Fort +6, Ref +6, Will +S

Speed 20 ft . (4 squa res)
Melee double axe +5 (ldS+2/x3) and

double axe +S (ld8+1/x3) o r
Melee2 claws each +7 melee (ld6+2)
Base AtJc +5; Grp +7
Special Adions summon tanar'ri
Spell- Like Abmt;es (eL 5th):

l/day-desurate
At will-darkness, CQUS~ fiar,
telekinesis

Abilities Str 14, Dex 15, Con 14, Int 9,
Wis 12, Cha 10

SQtanar'ri traits
FeatsAlertness, Two-weapon

Fighting
Skills Climb +10, Intimi date +8, Jum p

+10, listen +9, Move Silently +10, Spot +9, Tum ble +10

Summon Tan ar'ri (Sp) On ce pe r day, a rutter km can attempt
to summon 1 rutterkm with a 3S% chance of success.
This ability is equivale nt to a Jrd -level spe ll.

"L\CTIL\1. :"1.\ 1' D ET.\ II.S
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tabl"",

Kin~"l1Il'n 110111 (K7 0 ): Sho1th'red furniture lit:- ill heo1P~.

btHll" Iic s..-o1ltC'l·J o1l11iJ ..:rumpleJ o1nd cru"h.,J pl.lte er rnor,

o1nJ "llil· IJ~ .'lnJ "wurd" jut fr~Hn tho.' \\',111" 01,. if J ri"'11 t1wr~' t,
"~'llIe t rl'T1Il"IlJ<,U~ f.lf..-e. The Jcnwn lltudrJian~ ho1Vl' U"l,J thi'9
...-ho1mhl·r 01~ a killing IltruunJ ,)11 more than on,' occasion.

' I ~""," r St.li r 11.111 (1'20 '\): Thi" fli~ht of "laih Il·.JJ" up
-1-0 fed to .Hl·o1 K20,

Offi l l' orVl'n':l'dllCl' (K72): One .rStro1h J'" momc nl arv
.1 I1ie~ fl,,,iJ~,,, hCfl·-the shadow dl'mon Lucinn. l.ucian <"ur~
relltl y p.l"".·S""" lh" ill- useJ b" Jy \., f 01 ho1 !f- c\.' [e"li <l 1. If .1 fid1!
occ urs ill 1\:70 or K71, Luc ian pfl' pan's fnr \'i" itor", t!Hlua:h Ill'
J" l.':Hl't come to till' a i.l llf till' clcllhln ~u,I ((l i,lIl~, A I....:kcd
ironh"llllJ .Iollr !'c'a!!' t bi" room .

IronllClIImll)fHlI': I. ~ 'ckeJ (Opl' n LIC-trJ)C 30); I l,l rdll""~

5; 20 11p; bu r"t Ik ' 23 . Listen DC.... j ucren se by S l!" " ud l ,1
ll.hl r.



Encounter Level 12

Use thisencou' l tf r u,jtlt the room e'ltry 011 page 111.

This room serves as the home of the shadow demon
Lucian ,who currently inhabits the body of a half-cele stial.
Whether the pes catch Lucian by surprise or th e dem on
anticipates th eir arrival, Lucian begins the enco unter next
(Q hi s desk. He atte mpts to talk to the pe s, as described in
the entry on page tIL If this ruse fails or when th e pe s
attack, combat begins.

WHEN TALKS BREAK DOWN
When the discussion turns (0 battle , read:

"I tried reason. Bitt you won't have it. Your deaths
are your own doing, not mine!" Thehalf-celestial
leapsfonvard ,eyesshiftitlg from bnght gold to
blackest night.

MONSTERS
The following creatures are act ive in this area:

l ucian: Thi s shadow demon (marked as L on th e map)
inhabits a noble knight , human looking btu for hi s golden
eyes and large pai r of white-feathered wings spread from
hi s shoulders. l ucian In habi ts the half-celestial by means
of a demon ic item called th e [allgofmhabltalion (see page
212) and hi s magic jar abili ty.

Shadow: When thi s mon ster appears (in the space marked
S), it seems to bea patch of shiftinggloom with the vagueom
line of a humanoid. See page 161 for the shadow's statist ics.

Dclghasr: Th is creature (D) is hal fl iving 30d hal f decay
ing flesh-a line ofboi ling . churning flesh divides irs two
part s; runn in g from the tip of its sku ll down to its groin ,
The living half is hunched and emaciated. while rhe'dead
half is skeletal and rotted. Th e dolgh ast serves lucian. It
was crea ted as a gift from th e Necromancer (K77).

TACTICS
lucian starts th e encou nter in plain sight, but the shadow
is hidden beneath the desk and the dolgha sr is in a secret
room behind th e eas t wall.

lucian 's lon g-term inhabitat ion of th e half-ce lestial
paladin na med Fandroma r has begun to corrupt the form,
alteri ng some ofrhe body'sorigi nal abilities and de stroying
others.Abilities presented in brackets in the hal f-celest ial's
statist ics block are [hos t' th at have bee n corrup ted,or that
have leaked through from the shadow dem on 's tru e self.

When di scu ssion breaks down. lucian pulls out h is
sword and calls for help. This alerts the shadow un der his
desk, th e dolghasr in the secret room, and any de mon gua rd
ians still act ive in Kzr.Luctan fight s to the death, secretly
jumping in to th e fangof Inhabdl1tiotl at th e last mom ent .

H A LF-CELESTIAL (I N H ABITE D BY LU C IA N) CR 11
Hp 90 -,;----,----,-.,----;-;:-: _
Male half-cele stial pa lad in 9
lG (e E) Med ium o utsi der (augmented huma noid , nat ive)
Init +1; Sen ses Listen +3. Spot +7
Languages Common. Celest ial, [Abyssa l)

AC 24, tou ch 11, Fla t-foot ed 23
HD 9; DR 5/ magic
Immune disease
Res ist acid 10 , cold 10 , elec trici ty 10; SR 19
Fort +14 (+-18 agains t po ison) , Ref +8. Will +10

Speed 30 ft. (6 squares]. ny 60 ft. (good)
Melee +2 bastardsword .17/+-12 (ldlO+7/19 -20)
Ranged mwk com posite longbow +11 (ld8+4/ x3)
Base At lc +9; Crp +14
Alk Options Flyby Attack , Power Attack , (sm ite good 2/day

(+4 attack , +9 damage))
Special Action s [darkness) . lay o n hands 36 po ints /da y,

[rebuke undead 7jday (+4, 2d6 +10. 6th»)
Palad in Spells Prepared (Cl 4th) :

(denied to Lucian)
Spell. Like Abilit;es (e l 9th):

l/day-aid, cure serious wounds, neu tralize poison,
(curse. dispel good ]

3/d ay-(protection f rom good]
2/week-remove disease

Abilitie s Str 20, Dex 12, Con 18, lnt 10, Wis 16, Cha 18
SQ (detect good), divine health
Feats Exot ic Wea pon Proficiency (ba stard swo rd), Flyby

Att ack, Improved Natural Armor, Power Att ack,
Weapon Focus (bastard sword)

Skills (Bluff +18), Concentrat ion +13, Diplomacy +13, Ride
+11 , Spot +7

Possess ion s +2 bostard sword, ma sterwork composite
longbow (+4 Str bon us) with 10 silvered arrows and 10
cold iron arrows, +2 mithral breastplate, +2 large stul
shield

Smite Good (Su) The corrupt ing effe ct of demon
inhab itat ion has altered the palad in's smite evil ability.
l ucian can smite good twice pe r da y. He adds his +4
Chari sma mo difier to his attack roll and deals an extra
9 points of damage if the attack hits . If he acciden tally
smites a creatu re that is no t good , the smite has no
effec t and is used up for t hat day.

Darkness (Su) The corrupting effec t of de mon inhabita tion
has tur ned the celes tia l's daylight ability to da rkness.
Lucian ca n use darkness at will, as the s pell.

Rebuke Und ead (Su) The corrupt ing effect of de mo n
inhabitatio n has altered the pala d in's ability to turn
undead; instead . hecan rebuke undead as a 6th -level
cleric up to 7 t imes per da y.

Detect Good ISp) The corrupting effect of demon
inhabitatio n gives Lucian the abil ity to use detect good
at will, as the spe ll.

Divine Health (Ex) Lucian has im m unity to all diseases.
includ ing supernatural and magical diseases (such as
mummy rot and lycanthropy) .
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Dddil~ on th", ta ..t i... ,,! nlap are de·~ ... rib~J beln,',,,.

~ ..·t: rd I)oor (E.t ,;th Thi~ door <'I'en~ out , a ~ .... r.. t room

where the J..,I~ha!J1 \l..aits to d..·f"·IIJ Lucian. \ DI..-- 22 :::t"ar 1\
Jte ..·k i.. m.·edt'd t •• finJ the -ecr.... 1 J\ltlr.

Send Donr (\X'c·..t) : Th i~ J Ol" l..·••J!' toJ ~t.li rs t 1•.\1 J..·,...·c·ml
to K79. \ DC 2?: S..·ar.:h ... h..·cb i nc..·J..-J t., "lid Ihe· ~n rd
J..oor.

Kin-,t"llI"'n 11.,11 (K7 0): .::hattt·reJ furniture li.. l!l in h.'ar-.
b<ll''''$ Ii .., "... attere (! amid .:'rlllllpl..·J olnJ ... ru~ll ..·J pl"l e armor,

,.oJ "hi..· IJ~ and ~",orJ" jut rwm the wall~ ,t" if driven t11cn·by
:ltllllc· trt'Ill":I1JOU~ [oree·, Th..· (1"'IlIon ~U.trJi.lll" ltaH' u~..·J thi~

... harnb,,·r.b a kil lilloi: ~rllullJ ou more tban .1Ite <l ...• ...a sion.

AFTER THE BATTLE
If the PCs succeed in defeating the demon-possessed half
ce les tial. Lucian sec retly en ters the flltlgof inlhJbi llll lon. O nce
wtrli in the item. Lucian bides hi s time. O nce th e item is di s
covered. Lucian at tempts to jump in to th e weakest creatu re he
can sense. Cyrus is a prime candidate for possession, Ifhe is
traveling with the PCs.O nce in control ofa new body, Lucian
seeks an opportu ni ty to slip a\l\fay and join up with St rahd .
The next ti me th e PC s encounter Stra hd, Lucian is w ith h im.·
In th is case, he appea rs in h is true shadow dem on form or
in side a suitab le host ~ ca pt u red NPC or PC, if possible).

Lucia n's sta tistics in h is shadow demon form can befound
on page t 12.

O n its tu rn , the sha dow emerges from under the desk and
moves tow ard the nearest pc. The shado w tries to sap th e
PC's St re ng th until the PC drops or it is destroyed.

On its tu rn , th e dolghast eme rges from its secret lair and
attacks the nearest pc. It avoids co ming wi thin to fee t of
l ucia n so as to not affect its m aster w ith its stenc h. The dol
g has t fights until dead , or until Lucian com mands it to take
some other act io n.

" .

CR 4

Speed 30 ft. (6 squares)
Melee 2 claws each +8 (l d6+4) and

bite +3 melee (ld6+2
Base Atk +4; Grp +8
Atk Options dissolution , stench

Disso lution (Ex) If a dolghast hits with both claw attacks . a
living opponent must succeed on a DC 15 Fort itude save
or see its flesh begin to boil away in d issolution-the
opponent takes ld4 poin ts of Constitut ion damage and is
st unned for 1 ro und; on a successful save , o nly 1 point of
Constitution damage is dealt and the opponent is not
stunned. The save DC is Char isma-based.

Stench (Ex) Living creatures with in 10 feet must succeed on
a DC lS Fo rt itude save or be sickened for ld6+4 minutes.
A creature that successfully saves cannot be affected
again by the same do lghas t 's s tench for 24 hou rs . A delay
poison o r neutralize poison sp ell removes the effect from a
sickened creature. Creat ures with immunity to poison are
unaffected . and creatures resistant to po ison receive their
normal bonus on the ir saving throws . The save DC is
Charisma-based.

Half-Dead (Ex) Half-dead creatures share the traits of both
living and dead creatu res. Half-dead creatu res have the
following traits (in addition to the no rma l aberration
trait s):
-Immunity and resistances noted
above
- Half-dead creatures can be healed
by both negative energy (such as an
inflict spell) and positive energy
(such as a cure spell), but on ly if it
successfully saves against the spell
(using the spell's normal save DC).
If the save fails, the spell deals
damage as if the halfdead
creature were living (for inflict
spells) or as if it were und ead (for
cure spells) .

AC 17. touch 12, flat-footed 15
HD 6; Fast healing 5
Immune fatigue. exhaustio n, poison , sleep, paralys is,

stunning, disease. death effects
Resist 50% chance to resist addit ional critical hi t or sneak

attack damage dice
Fort +3, Ref +6. Will+5

Abilities Str 19. Del. 14, Con 13. Int 6. Wis 11, Cha 14
SQ half-dead
Feats Alertness , lightning Reflexes , Track
Skills listen +2. Spot +2, Survival +9

DOLG H AS T
HP 3J _

lE Med ium aberration
Init +2; Senses darkvis ion 60 ft., scent; li sten +2, Spot +2
Aura stench



Encou nte r Level 8

Use th is enrouut er willl tIlt' room entries on ptlge 10 .

Water covers rbe floor of this hallway to 3 de pth of 2 feet.
Traps hide benea th the black. still water, waiting to catch
th e pes unaware.

THE TRAPS
As the pes slog through the water-filled hall, they cross
the trapped squares (each marked with a skul l icon on the
map). When a PC steps into a t rapped squa re, read:

Water explodesaround yOll, ris ing in a geyserand
raining dOIVn in the otherIVise still hall. As the
IVater settles,your companiotll notice that yOll
have disappeared.

The foursquares shown on the map are teleport traps. If any
Medium crea ture or smaller steps into one ofrhese squares
and fails a DC 20 Reflex save, it is immediately teleported
to one of the cells in K75. The wraith (W) immediate ly
attacks the firs t PC to appear. The Srrahd zom bies (5) attack
any pes who sudden ly appea r withi n their cells (Cell t and
Cell 3). Note that because oftheir size, the boneclaws from
K74cannot trigger these trapped squares.

Telepor t Trap: CR 4; magical; locat ion trigger; auto
matic reset; Reflex DC 20 avoids; teleport s Medium or
smaller victim to K75 cells (roll rd-t to deter mine whic h
cell); Search DC 30 ro find; Disable Device DC 20 to
deactivate.

THE DOORS
If the PCs navigate the hall withou t triggering a rrap.jhey
can reach any of the th ree sets of doors. ..

The doors to the north lead to K74. When the PCsopen
these doors, theyatt ract the atte ntion of the two bonec laws
(B) that lurk within. The boneclaws also attack anyone
arriving by way of the chu te trap (K82),and they come to
investigate if any of the other doors are opened.

The doors to the south lead to K75.The wraith and the
Strahd zombies first arrack any PCs who are releporred
into the cells from the trapped squares in the hall. If the
pes avoidthe traps but open this door. the wraith advances
on them. The wraith won't leave thi s room to join othe r
battles. however. In addition to the wraith and the Stra hd
zombies in the cells, Cell 4 contains a prisone r-Emil (E).
See page 114for details on Emil.

The doors to the west lead to area K76 and an encounter
with the Necromancer (see page 178).

BONECLAWS (2) CR 5
HP 105 each ---,,.- _
CE Large undead
Init +8: Senses darkvision 60 ft .; Listen +15, Spot +15
Languages Common, Abyssal

AC 16, to uch 13, fiat·footed 12
HO 10, DR s/bludgeon ing
Imm une cold , mind-affecting, po ison, s leep, paralysis,

st unn ing, d isease, deat h effects, crit ical hits, nonlethal
damage, ability d rain, energy dra in

Resist +2 tu rn resis tance
Fort +3, Ref +7, Will +9

Speed 40 It. (8 squares)
Melee 2 piercing claws each +9 (2d6 +5)
Space 10 Ft .; Reach 20 ft.
Base Atk +5; Grp +14
Atk Options reach ing claws: Combat Reflexes. Power

Attack

Abilities Str 21, Dex 18, Con - , Int 14, Wis 14, Cha 19
SQ unh oly toughnes s
Feat s Combat Reflexes. Improved Init iative, Imp roved

Nat ural Attack (claw), Powe r Attack
Skills Hide +13, Intimidate +17, Li sten +15, Move Silently

+17, Sea rch +15, Spot +15

Reachin g Claws (Ex) A bo necl aw can make melee att acks
with its bone claws , instantlyextending them as part of
an attack to a d istance of up to 20 feet (the reby
allowing the bonecla w to threaten more squares than
its l arge size would nor mally allow).

Unholy Toughn es s (Ex) A boneclaw gains a bonus to its hit
points equal to its Charisma modifier x its Hit Dice.

STRAHO ZOMBIES (2) CR 2
HP 40 eac h _-,-----,--:-__-r--' _

NE Medium undead (humano id)
Init +0; Senses da rkvision 60 ft .; listen +0, Spo t +0

AC 16, touch 10, flat-footed 16
HO G
Immun e mind -affecttng, poison, sleep, paralysis , stu nning,

dise ase , death effects, crit ical hits , nonlethal dama ge,
ability drai n, ene rgy d rain

Fort +2, Ref +2, Will +5

Speed 30 ft. (6 squa res, can' t run)
Melee slam +6 (1d6+4)
Base Atk +3; Grp +6

Abilities Str 17, Dex 10, Con - , Int - , Wis 10 , Cha 10
SQ hard to kill, plodd ing
Feats Tough ness
Skills -

Hard to Kill {EX) Whe neve r a Stra hd zombie has taken
enough damage to d rop it, ro ll a d20 . On any roll of Il
o r higher, the zombie igno res the dam age that would
have d ropped it .

Plodding (Ex) Zombies ca n move and attack, but they
ca nnot move more than thei r speed (6 squares) on
their action, and the y ca nnot cha rge.



WRAITH CR 5
HP 32 ,,-_--;---;-::-__-;:- _
lE Medium undead (incorporeal)
Init +7; Sen ses dark vision 60 ft .; li sten +12. Spot +12
Aura unnatura l aura (30 It., animals panic)
languages Common. Infernal

AC 15. touch 15, flat-footed 12
HD 5
Immune non mag ical attacks. mind-affect ing. poison, s leep .

para lysis. stunning, disease. death effects. cr itical hits .
nonletha l damage, ab ility dra in. energy drain , damage to
physical abil ity scores, fat igue and exhaust ion

Resist turn resistance +2
Fort +1, Ref +4, Wi ll +6
Weakness dayl ight powerlessness

Speed ny60 ft. (good) (12 squares)
Melee incorporeal touch +5 (ld4 plus Constitut ion dra in)
Atk Options Const itut ion dra in (Fort DC 14. ld6 Con)
BaseAtk +2; Crp -
Atk Options Blind-Fight . Combat Reflexes

Abilities Str -, Dex 16, Con -, Int 14, Wis 14, Cha 15
SQ create spawn
Feats Alertness' . Blind-Fight. Combat Reflexes , Improved

Initiat ive'
Skills Diplomacy +6. Hide +11. Intim idate +10. Listen +12.

Search +10, Sense Motive +8, Spot +12

Incorporeal Im mune to non magical attacks ; 50% chance to
ignore any da mage from corporeal source (except posit ive
energy, force , ghost touch) . Attacks ignore natural armor,
a rmor, and shield, but deflection bonus and force effects
work . See DMG 295 for mo re info rmation.

Unnatural Aura (Su) Animals can sense the presence of a
wraith at a d ist an ce of 30 feet. They will not willingly
approach neare r tha n th at , an d panic offorced to do so;
they remain panicked as long as they are within that
range.

Daylight Powerlessness (Ex) Wraiths are utterly powerless in
nat ural su nlight (not merely a daylight spell) an d flee
from it,

Constitution Drain (Su) Living creatures hit by a wrait h's
incorporeal touch at tack must succeed on a DC 14 Fort
sa ve or take 1d6 po ints of Constitution drain . The wra ith
ga ins 5 temporary hit poin ts if this attack s ucceeds .

MONSTERS
The following creatures are active in thi s area:

Strahd Zombies: These zombies look much like any
other zombie-decaying flesh, tattered clothes. plodding
mannerisms-except that they prove to be extremely harder
to destroy. When a PC is teleported into a cell that contains
a 5rrahd zombie. the undead creature slowly rises out of the
water to attack.

Wra ith:Awraith appears as a floating spectral figure robed
in darkness. 11 has the barest shape ofa humanoid. but the
only distinguishing feature is its glowing red eyes.

Bonecl aws: These large skeletal humanoids have slen
der. elong::ted, knife-sharp fingers that constantly change
length, extending and contracting.
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Dt.·loli l~ un tlw toldieal map are J~"criheJ ht.·l.lw.

I 1<l llw<l\. (K7 3): The' f1 ..ror of the hdll\\'<l\' i", c"h'rt.·\1 h\l 2
ft.·d .,f w.ll;r. ~\t.·Jium .11lJ"mdller c rcatu re s ; rt.·allb~ ..t.· w<l;t'r
t.·"vcrt.·J "lluan'~.1, difficult Ler raj n (2 "ql"1rt.·~ of movement to

t.·nlt.·rl. TUI1161 ..· chedo1" mdJc in thl." hdll""av bd\c their DC,
inc re.rs ..,J by 2. Tb..· wat ..'r i~ Jark .lnJ murk'y. makil1~ s..'arcb
...I1l'..:l:.. mure Jifficult (a .... hml.·n 6\1the hi~h DC..).

Cclll.l.., k. ( K7~. K751' TI.: f1oo, of ,I., cellblo,k. is
~}'{'rcli bv f,ltlr ft.·d 'If water. ~ledi\lm creature, and "mallt.·r

must u ,l' f:,u r -quare- of movement to enter thl'''t.· ' lluarv-. Thi..
d"t'~ not hinJer tht.· wrdith,

TIll.' n'lrlh chdm6er u ,ed to be d dllll';:t.·t.lI1. but it ...·8, ..on-.
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ht' b,,'pt "ut: h"we\·...r, anJ now the I~b i, <lbdnJt.,nt.·J to Ibl'
IInJt·dd,

Thi~ "..,\Ilb l·hambcr remain" d dunccon. th'lU~h some llf
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l \· 11 -a. :Thi.. ct.·11 contai ns 01 tvr ri f i..,J ....dt..'r-I"o:o:,·J vi 11.,,;:er
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Encou n ter Level 9

Use thisencolln ter u'lin the room elltrieson page 115.

when the player characters ente r K76, this enco unter
un folds. Read:

The figure in the left throne, bound and hooded in
leatherarmor, looks at you with disdain andcalls
out,"Stefania, kill the intruders."

Thefig ure in the right throne wears a
prodigiously elaborate party gown, though she and
herclothing are diaphanousand fai ntly luminous.
Half herface isa mess ofdripping gore.

MONSTERS
The following creatures are active in this area:

Necrom ancer :The Necro mance r (marked as N on the
map) wears pale leather armor sewn from the skins ofher
victims. studded with sharp canine teeth and adorned
with a volum inous hood . She never uses more words
than necessary. On her [Urn, she stands as a free action,
moves behi nd th e red velvet curtain through the open
door [0 K78, and locks the door behind her. She prepares
to defeat the int ruders in her sanctum. See page 178 for
the Nec roma ncer's stat ist ics.

Spect re: This woman in the fancy dress wi th the half
smas hed head has a slightly luminous, ghos t like form
(8). He r name is Stefan ia, and she rele ntlessly serves the
Necromancer. She flies towa rd th e character who most
looks like a cleric or arca ne spe llcaster. Her goa l is first to
prov ide the Necromancer with th e ti me she nee ds to get
to room K78, then to destroy the intruders.

Rot Reavers: Two of these crea tures (R) help protect
the area from in trude rs. Th ey appea r as hairless, ape-lik e
creatures with cancerou s blemishes th at d isfigure 1heir
yellow-green flesh. An ichor-slicked renracular tongue
protru des from a ro t reaver's mouth. The tongue winds
around one of the creature's th ick arms, loopi ng dow n to

lick th e blades of th e cleave rs it wields in each ha nd. They
work as a ream, converging on the same targe t to flan k and
slice. They prefer to attack any pes carrying ligh t or radi
ating daylight , seeking [ 0 douse th e light in the bracki sh
water. O therwise, they attack the nea rest Pc.

Strahd Zombies: Fou r of these creatures (Z) are in thi s
area. They look like any other zombie- decaying flesh,
tatt ered clo thes, plodding mannerisms-except that they
prove to be ext remely harder to destroy.

The zombies start our squa tting beneath the water.They
ready actions to attack any pe s who move adjacent to them ,
at wh ich point th ey rise from the water and arrack . In the
third round-of combat, any zombies that have no t emerged
rise ro engage th e nea res t targets.

Stat istics for Strahd zombies are on page 172.

SPECTRE ("STEFANIA") CR 7
HP 45 _

l E Medium undead (incorporeal)
Init +7; Senses da rkvision 60 ft.; listen +14, Spot +1 4
Aura unnatural aura (30 ft. , animals panic)
Languages Common

AC 15, touc h 15, flat-footed 13
HD 7
Immune mind-affecting, poison, slee p, paralysis, stunn ing.

disease, death effects , critical hits, nonle thal damage,
ability drain, energy drain , damage to physical abil ity
sco res, fatigue and exhaustion

Resist incorporeal , tu rn resistance +2
Fort +4, Ref +7,Will+9
Weakness sunlight powerlessness

Speed 40 ft. (8 squares), Fly 40 ft . (pe rfect)
Melee incorporeal to uch +6 (ld8 plus energy drain 2

levels)
Base Atk +3; Grp -
Atk Options Blind-Fight . energy dra in

Abilities Str - , Dex 16, Con -, Int 14, Wis 14, Cha 15
SQ create spaw n
Feats Alertness, Blind-Fight . Improved Initiative
Skills Hide +13, Intimidate +12, Knowledge (religion) +12,

listen +14, Search +12, Spot +14, Survival +2 (+4
following tracks)

Incorporeal Immune to nonmagical attacks; 50% chance
to ignore any damage from corporeal source (except
positive energy, force, ghost touch) . Attacks ignore
natural armor , armor, and shield , but de flection bonus
and force effects work. See DMG 295 for more
information.

Energy Drain (Su) living creatures hit by a spectre's
incorporeal to uch attack gain two negative levels. The
DC is 15 for the Fortitude save to remove a negat ive
level. The save DC is Charisma-based. For each such
negative level bestowed , the spectre hea ls 5 points of
damage to itse lf.

Creat e Spawn (Su) Any humanoid slain by a spectre
becomes a spect re in 1d4 rounds . Spawn are under the
command of the spect re that created the m and remain
enslaved until its death . They do not possess any of the
abilities they had in life.

Unnatural Aura (Su) Animals, whether wild or
domesticated, can sense the unnatural presence of a
spectre at a distance of30 feet . They do not willingly
approach nea rer than that and panic if forced to do so;
they remain panicked as long as they are within that
range.

Sunlight Powerlessn ess (Ex) Spectres are powerless in
natural sunlight (not mere ly a dayligh~ spell) and flee
from it. A spectre caught in sun light cannot attack and
can take on ly a single move action or standard action in
a round.



ROT REAVERS (2) CR 6
HP 65 each
N E Medium aberration
Init 6; Sen ses dark vision 60 ft.; Listen +6, Spot +6
Languages Common

AC 21, touch 14, flat-footed 19
HD 10
Immune energy drain
Fort +9. Ref +7, Will +10

Speed 30 ft. (6 squares)
Melee +1 cleaver+9/+4 (1d6+3/ x4 plus wound rot) and

+1 deaver +9 (ld6+3/ x4 plus wound rot)
Sase Atk +7; C rp +9
Atk O ptions wound rot , drain un life
Special Actions an imate dead . rebuke undead

Abilities Str 15, Dex 14, Con 15.lnt 7. Wis 12, Cha 16
SQ cleaver mastery, skills
Feats Great Fortitude. Improved In itiative , Two-weapon

Fighting. Weapon Focus (handaxe)
Skills Climb +10. Listen +6, Sense Motive +4, Spot +6
Possessions 2 +,cleavers

Wound Rot (SuI Any time a rot reaver damages a living
creature with one of its cleavers in melee, it can
immediate ly make a touch attack with one of its to ngues
(attack bonus +9) . If the touch attack succeeds , the victim
takes 1 point of Constitution damage and becomes
vulnerable to the rot reaver's animate dead ability.
Creatures immune to ability damage are immune to this
special attack .

Dra in Unlife (Su) Any time a rot reaver damages an undead
creature with one of its cleave r attacks, the rot reaver
heals a number of hit poin ts eq ua l to the dam age dealt.

Animate Dead (Su) As a s ta nda rd action, a rot reaver ca n
animate any dead c reatu re within 60 feet that was
affect ed by its wound rot ab ility with in the las t 24 ho urs .
Creatures ani mated by th ese particula r ro t reavers rise as
St rahd zo mbies (otherwise, reg ular zombies). Normal
rules for animating dead ap ply.

Rebuke Und ead (Su) A rot reaver can reb uke undead as an
evil cleric of 10th level. The creature ca n cont rol any
undead of 5 Hit Dice or less when it successfu lly affects
the undead with its re buke abi lity, and it can command up
to 10 Hit Dice wo rth of undead at anyone time.

Cleave r Mastery (Ex) A ro t reaver's cleavers a re identical in
appearance to + J handaxes-except that in a reaver's
hands, these cleavers deal quadruple damage on a
cr itical hit. .

Skills A rot reaver has a +8 racial bonus on Climb checks
and can always take 10 on Climb checks, even if
threatened .

TELEPORT TRAP
The square in from of the doors to K73 co ntains a tele
port trap (marked with a skull icon on th e map). Ifany
Medium crea ture or smaller steps in to rh is square and
fails 3 DC 20 Reflex save, it is immedia tely releported to
one of the cells in K75. (See page 172 for de tatls.)

UNHALLOW EFFECT
An unltallolt' effect covers the en tire room and the
balconyiK77). Each PC must rnake a succe ssful DC 13
Will save or become the center ofa silence effect (20
foot radius) that moves with him or he r for th ree
minutes.

All turning checks receive a - 4 penalt y (wh ile rebuke
chec ks gain a +4 profane bonus)r

Fina lly, the roo m is treated as i f protected by a magic CI rcle
against good, whi ch grant s all evil cre atu res in the roo m a +2
deflect ion bonus to AC and a +2bonus on saves (bo th figured
in to the monster statis tics).

AFTER THE BATTLE
If the threats are ove rcome in this area, the Necroma ncer

v , prepares her de fenses in K7S.
If the PCs leave thi s area after cleaning it ou t but don't

deal with the Necroma ncer first, in three days' titne, she has
replenished the spect re and the zombies, but replaced the ro t
reavers with boneclaws.
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Encounter Leve l 13

Use tlus tlUOlm ltr wltlt the roo," entries on r l1gt' IJ6

How the player characters interact with this enco unter
depends on how they approach ir.

If the pes enter this area from one of the sta irs in the
nort hern part of th e roo m, the sanc tum initially contains
two bloodhulk giants (marked 3S B on the map) and a
dea th reap ooze (D). Th e .. Iecromancer (X) enters from
K77 1 round after combat hegi ns.

If the pe s first encountered area K76. then they are fol
lowing the Necromancer in orde r ro fini sh the ban Ie. In
th is case, the Necromancer has time to prepare. She acti
vates her ghost hOCKI so that she C3 n see IIIVl5l blt' foes, and
she casts s(}Iutudryon hersel f.The rest of this encounter is
prese nted usi ng th is as th e initial set up of the situation.

MONSTERS
Th e following creatures are ac tive in this area:

THE NECROMANCER CR 11
HP 47 -,--- ---,----,--- _

Female human nec romancer 3/cleric 3/ t rue necromancer 5
NE Medium Humanoid
Init 0; Senses Listen +4, Spot +4
languages Common, Abyssal, Infernal

AC 19, touch 12, flat-footed 17
HD 11; DR 5/s ilver and magic
Fort +8, Ref +5, Will +16

Speed 30 ft. (6 squares)
Melee death touch +4 touch (3d6 hp threshold or foe dies)

l /day
Ranged enervation +5 touch (ld4 negative levels) 2/day
Base Atk +5: Crp +4
Special Actions death touch domain ability, rebuke undead

8/day (+3. 2d6+12. 11th)
Combat Cear potion ofcure serious wounds
Cleric Spells Prepared (Cl 7th):

4th-cure critical wounds, summon monster IV; unh oly
bUgh. (DC 18)

3rd-bfindnessfdeafness (DC 19), dispel magic, invisibilit y
purge, magic circle against good

2nd-bear's endurance, cure m oderate wounds, death
kn.1I (DC 18). hold person (DC 16). sitence (DC 16)

1st-bless, cure light wounds (2), protection from good.
sanctuaryt, shield offaith

O-detect mag ic (2), light (2), read magic (2)
t Already cast

Wizard Spells Prepared (Cl 7th; prohib ited sc hools
abjurat ion and illusion) :
4th -enervation (2)
3rd-fireba/f (DC 16),flY, ray ofexhaustion (+5 ranged

touch; DC 18), vampitic touch

Necromancer: Th e Necrom ancer wear s pale leather
ar mo r sew n from the skins of her vict im s. st udded with
sharp cani ne teeth an d adorned with a volum inous hood.
She never uses mo re words than neces sary.

Bloodhulk Gia n t: This towering, bloated giant looks
as if its ski n is abou t to burst. Thick vein s fork across its
flesh , and its body pulses and shifts as if a great quantity
offluid strains be neath its skin.

Deathreap Ooze: It is not immedia tely clea r that the
liqu id in th e vat is a crea tu re....The pale fluid in the vatocca
sionally manifests a face twisted in tor ment. roiling and
dying, reeking of death and decay. When it attacks with
its amazi ng reach, it exte nds an oozing appendage to slam
agai ns t foes.

TACTICS
The Necromancer takes thes e ac tions in co mbat

Round 1: Fireballat the largest concent rat ion of PCsshe
can target wi tho ut hurting her mi n ions; tri es to stay out
of th e reac h of PC bruiser s.

2nd-com mand undead (DC 17). darkv;sion, ghoul touch
(2) (+4 melee touch; DC 17), spider climb

lst-causefeor (DC 16). charm person (DC 14), detect
undead, magic missile. magic weapon, roy of
enfeeblement (+5 ranged touch)

O- acid splosh, mage hand, open/close, touch offatigue
(2) (+4 melee touch; DC 15)

Abilities Str 8, Dex 10, Con 12, Int 17.Wis 18, Cha 13
SQ necromantic prowess, create undead 2/day, zone of

desecration
Feats Extra Turning, Greater Spell Focus (necromancy) .

Greater Spell Penetration, Scribe Scroll' , Spell Focus
(necromancy), Spell Penetration

Skills Concentration +15, Heal +15, Knowledge (arcana)
+17. Knowledge (religion) +17, Search +12, Spellcraft
+19, Survival +1 (+3 following tracks)

Possessions combat gear plus vampire hide arm or (see
page 210). amu fet of natura l armor +1, ring of protection
+2, periapt ofWisdom +2, headband of intellect +2. cloak
of resistance +2, ring of port ing prevented (see page 211 ),
ghost hood (see page 213). masterwork dagger. 4 keys to
4 doors of K78 .

Create Undead (Sp) The Necromancer can use create
undead twice per day, as the spell of the same name.
Caster level 12th.

Zone of Desecration (Su) The Necromancer is continuously
surrounded by a 20·foot-radius aura of negative energy,
ide ntical to the desecrate spell , which inflicts a - 3
penalty on all attempts to turn undead in the area, while
granting undead in the area a +1 profa ne bon us on
attack rolls , damage rolls, and saving th rows . An
undead creature c reated within or summoned into the
area gains +1 hit point per HD.



BLOODHULK GIANTS (2) CR 6
HP 196 each
NE large undead
Init - 2; Sen ses dark vision 60 ft., low-light vision; listen +0.

Spot +0

AC 13, touch 7. Oat-footed 13
HD 1.
Immune min d-affecti ng. poison, sleep. pa ralysis . s tunning.

disease. death effects. critical hits, nonlet hal dam age.
abilitydra in, ene rgy drain

Fort +4, Ref +2. Will +9
Weakness fragile

Speed 20 ft . (4 squa res)
Melee slam +17 (2d6+16)
Space 10 (1.; Reach 10 ft.
Base Atk +7; Grp +22

Abilities St r 33, Dex 6, Co n - , In t - , Wis 10 , Cha 1
SQ blood bloated
Feats -
Skills -

Frag ile (Ex) A bloodh ulk takes an ext ra l d6 points of damage
whenever it tak es at least 1 point of damage from a
piercing or slash ing weapon.

Blood Bloated (Ex) A bloodhulk always gains the max imum
hit points possible pe r Hit Die. In addition , it gains 2
bonus hit po ints per Hit Die.

Row1l12: Urlholy blight at the largest conce nt ra tion of PCs
she can target ; tr ies to stay o ut of the reach of PC bruisers.

Round 3: Uses either t'n t'rvatiOtl o r her Ilt'tlfJl fouch abilit y
agains t 3ny PC with to hit points or less.

The Necromancer figh ts to the death here, seek ing to tri
umph to preserve he r sanctum and the de athreap ooze she
has been growing.

The bloodhulks emerge and attack the ne are st PCs,
using their great reach to best advantage. Th ey fight to
p rotect the Necromancer and to kill things that aren't the
Necromancer.

Th e dearhreap ooze attac ks any PC with in 15 fee t of its vat
with a slam, tak ing advantage of its 15-foot reach. It never
leaves the vat. If two or more living creatu res ge t with in 10
feer of the vat, it uses its negative energy burst (which heals
the bloodhulks).

o =s fcet

DEATHREAP OOZE CR 7
HP 150 __-:-:;:- -'- _

NE l arge ooze (evil)
Init +1: Senses blindsight 60 Ft .: listen +5, Spot +0

AC 17, touch 10, flat-footed 16
HO 12; Fast healing S
Immune mind-affecting , poison, slee p, pa ralysis, polymorph,

stunning
Resist acid 10, elect ricity 10, fire 5
Fort +13, Ref +5, Will +4

Speed 10 ft. (2 squares]
Melee sla m +12 (l d8+ 10 plus 2d6 negative ene rgy)
Space lS ft.: Reach 15 ft .
Base Atk +9; Grp +20
Atk O ptions Power Attack, ret rieve fallen
Special Actions entrop ic blood , negative burst

Abilities Str 24, Dex 13, Con 24, Int -, Wis 11 , Cha 4
SQ engen de r und ead , ooze traits

Entropic Blood (Ex) A death reap's body is suffused with
negative ene rgy. Any creatu re that strikes or touches a
deathreap ooze with its body, or tha t grap ples a
death reap ooze, automatically takes 2d6 points of
negat ive energy damage. Creatures immune to energy
drain or dea th effects are immune to this damage.

Negative Burst (Su) Once per day a death reap ooze can
activate a negat ive energy burst as a standard action . Any
creat ure with in 10 feet must succeed on a DC 23 Reflex
save or take 6d6 poin ts of negative energy damage. A
successful save res ults in half damage. Creatu res immune
to ene rgy dr ain or death effects are immune to th is
dama ge. Undead are healed 6d6 points .

Retrieve Fallen (Ex) Any time a huma no id living creat ure is
d ropped to negative hit po ints or is killed within the reach
of a death reap ooz e, the ooze automat ically gathe rs it up
as a free act ion, which provo kes attacks of oppo rt unity.
Retri eved creatures are pulled into the ooze. Vict ims (if
s till alive) take 2d6 points of negat ive energy damage
each ro und beginn ing in the ro und afte r they are
retrieved . Those killed or already dead are subject to the
oo ze's engender und ead ability.

Engender Undead (Su) If a death rea p ooze flows over a
co rpse (or a co rpse is dropped or pulled into the vat) , the
ooze's negative-ene rgy-infused tissue produces an
undead creatu re 1 minute late r. The ooze randomly
produces an undead according to the tab le. The
Necromancer can direct the process , however.

d12 Undead d12 Undead
1-4 ghast 10 shadow
5- 7 mummy 11 wra ith
8-9 moh rg 12 spectre

The Necromancer 's Barqain
The pes and the Ne cromancer might negotiate. In suc h a
case , the Necromancer might offer them a dark bargain , as
described on page t 16.



Slaver ing Doom (Su) A ghost ho und 's jaws d rip with
glowing ecto plas mic drool. The ecto plas m dissipates
on contact with non living mate rial, but on co ntact with
living flesh. it deals 1d6 points of negative energy
damage. This is the damage dealt when a ghos t brute
makes an incorporeal touch attack, or that is added to
its bite damage aga inst ethereal foes .

Manifestation (Su) See Prince Aurel entry.
Rejuvena tion (Su) See Prince Aurel entry. If Aurel's ghost is

permanently destroyed , the hound also finally
dissipates .

MONSTERS AND TACTICS
The foll owing creatures are active in this area:

Pri n ce Au rel Plesu, C host: Aurel appears as a hu man
nobleman.ou t fitted wi th heavy armor and a sh in ing shield.
Hi s form hazy and t ranslu cent, Aurel is happy to take his
aggression our on living creatur es using the followin g
plan.

Round 1: All living creat ures rhat see Aurel are automati
cally subject to the ghost'? horrific appearance ability.

Round 2: Aurel gives off a frightful moan, potentially
affecting all PCs .....jrhin 30 feel.

Round J+: Aurel moves in to use h is draining [Ouch ro
d rain a PC's Cons riturion score to O.

Abilit ies Str 15. Dex 15, Con-, Int 2, Wis 12, Cha 15
SQ manifestation. rejuvenation
Feats Alertness. Track
Skills Hide +8, Jump +4, Listen +13, Search +8, Spot +13,

Swim +3, Survival +1 (+9 tracking by scen t)

AC 16, touch 12, flat-footed 14 or
AC 14. touch 14, flat-footed 12 (against etherea l foes)
HD 2
Immune see Prince Aurel ent ry
Resist turn res istance +2
Fort +3, Ref +5, Will +1

When the su rprise round begins, read:

The flaccid mass ofskin and rags res ting atop the
bier begins to shake. Suddenly, the mass rises in a
flapping motion ·and wings toward you.The sound
ofmaniacal laughter rings through thecatacombs,
i tssource uncertain.

Speed ny30 ft. (6 squares) (perfe ct)
Melee incorporeal to uch (bite) +3 (ld6 negative ene rgy) or
Melee bite +3 (ld6+3 plus 1d6 negative ene rgy) (against

ethereal foes)
Base Atk +1 ; Crp +3 against ethereal foes
Atk Options slavering doom

G HOST BRUTE H OUND CR 3
HP 13 ,---_--,-----,---,----__,--_ _ :-:-,----~,---

N Medium unde ad (incor poreal , augmented animal)
lnit +2; Sen ses darkvis ion 60 ft ., low-light vision, scent ;

Listen +13, Spot +13

AC 15, touch 15, flat-footed 11
HD 4
Immune mind-affecting. po ison, sleep. paralysis. stunning,

d isease. deat h effec ts. cr itical hits, nonlethal damage.
ability drai n, energy drain

Resist turn resist ance +2
Fort +1, Ref +5, Will +5

FIRST VIEW
When the crypt is accessed, pes attempt DC 20 Spot
checks.Those that succeed "mice that the rem ains draped
acros s the bier is moving and can take part in th e su rprise
round when the mass of rags and ski n (the skin ki te) moves
toward the nearest PC. Prior to their in itiative actions, the
prince and gh ost bru te do not mater ialize.

Speed fly 40 ft. (8 squares) (average)
Melee touch +8 (1 d4 plus meld)
Base Atk +2; Grp - 4 (+8 when melded)
Atk Options meld
Special Action s steal skin

Th is encounter is triggered if the player characters open or
otherw ise gain entry to Crypt oJ . The crypt is haunted by
th e ghost of Prince Aurel Plesu (marked as A on the map),
hi s faithful dog, now aghas t brute (B),and Aurel's physical
remains which have gained the aerial mobility in undeath
the prince sought in life as a horrid skin kite (K).

US! IIl1S t'ICOllflttY wlln tht' room entries on r11gt' 119.

Encounter Level 8

Abilities Str 10, Dex 19. Con - , Int 4, Wis 12, Cha 6
Feats Aler tn ess. Weapon Finesse
Skills Hide +7, listen +5. Spot +5

Meld (Ex) If a skin kite hits with a to uch attack, it melds
onto the opponent's body. An attached skin kite is
effectively grappling its prey. The skin kite loses its
Dexter ity bonus to AC, but while melded it is ha rd to
remove.

A melded skin kite can be struck with a weapon or
grapple d. To remove a melded skin kite th rough
grappling, the o pponent must achieve a pin against the
skin kite; doi ng so peels off the creat ure but also dea ls
1d6 points of da mage to the attached victim.

Steal Skin (Ex) A skin kite st eals its foe 's skin while
melded, deali ng 1d4 points of Charisma damage each
round . For each point of Cha risma stolen. the skin kite
ga ins 1 rot point . This heals lost points or increases the
skin kite 's maximu m hit po ints (if it is undamaged) .
These extra hit points last for up to 1 hour.

SKIN KITE CR 3
HP 14 --::-----:----: _

NE Small undea d
lnit +4; Senses darkvis ion 60 ft.; li sten +5, Spot +5



PRINCE AUREL PLESU, GHOST CR 7
HP 32 _----;:-;-----;:-- _
Male human fighter 5
NE Medium undead (augmented humanoid, incorporeal)
Init +5; Senses darkvision 60 ft.; Listen +11. Spot +11
Languages Common

AC 21, touch 11, flat-footed 20 or
AC 12, touch 12, nat-footed 11 (against ethereal foes)
HD 5
Immune mind-affecting, poison, sleep , paralysis , stunning,

disease , death effects , critical hits. non lethal damage,
ability dra in, energy drain

Resist turn resistance +4
Fort +4, Ref +2 , Will +2

Speed Fly 30 ft. (6 squares) (perfect)
Mel ee inco rporeal touch +6 (ld4 Con drain) or
Melee mwk bastard sword +10 (ldlO+3/19-20) (against

etherea l foes)
Base Atk +5; C rp +8 (aga inst ethereal foes)
Atk Options dra ining to uch ; Cleave, Power Attack
Special Actions frightful moa n, ho rrific appea rance

Abilities Str 16, Dex 13, Con -, lnt 10, Wis 12, Cha 12
SQ manifestation , rejuvenation
Feats Blind-Fight , Cleave, Exotic Weapon Proficiency (basta rd

sword) , Im proved Initia tive , Powe r Attack , Weapon Focus
(bastard sword)

Skills Climb +1, Hide -l , Listen +11, Ride +9, Sea rch +8,
Spot +11

Possessions masterwork bastard sword, fu ll plate, heavy
shield

Draining Touch (Su) When Aurel hits a living target with his
incorporea l touch attack, he dra ins ld4 points of
Constitution . O n each s uch successfu l attack , the ghost
hea ls 5 po ints of damage. Aga inst ethereal opponent s , he
adds his Strength mo difie r to attack rolls on ly. Against
nonethereal opponen ts, he adds his Dexterity mod ifie r to
attack rolls only.

Frightful Moan (Su) Aurel can emit a frightful moa n as a
standard action. All living creatures with in a 30-foot

Ghos t Brute Hound: This hound growls and slavers , its
jaws d rippi ng wi th glow ing ectoplasm. Its body is hazy and
tra nsluc en t. T h is faith fu l hound ser ved Au rel in life and
now h u ms w it h its maste r th rough the catacombs beneath
Ravenl oft . The ghost hound attacks any crea tu re that attacks
Au reL ~

T ,ICTICIL M Al' DETAILS
Det.lil" on tlh' t<1di~·.ll m.-.p are J~·"crihcJ

b~·ll~W.

Cry p t,;;: A lw.wy stone J~)lH (Slren,;:th
DC20 III open] "l,.ll~ I.'.-.eh crypt.:-'1""tc·rypb

II.we l'pitaph" ill~CrilH"J 011 thl'ir dO'H"'.
' 1~"11 bo f Sl.'r.il· j VUII Z.lrOV iell ( K~5):

The p"rtcll lli" that hlock" the st airs JtlWn

hI thi" hlmb i.. Ill<lJl·of lllltJ.rni"h,·J iron.

I.i (t in~ tlw ~atl.' ur benJ; Il~ thehars rcq u ires

a DC 28 Sl ren~th cht·ck. TIll' b.lr';; rcst r- i..:l
th" mtWl'llll.'n'" .r anv ::::l1la ll Llr 1.1f~t· r
creature. Nll Illeks dr~ appa rent ,111 till'
jwrt,,:ulli,;;. hul a DC 30 Di".lhle De\'i~·t·

dll'ck al~tl 0pC'IIS thl·l1atl.'.

sp read must succeed on a DC 13 Will save o r become
panicked for 2d4 rounds . Th is is a sonic nec romantic
mind-affecting fea r effect. A creature that s uccessfully
saves against the m oan cannot be affected by the same
ghost 's moan for 24 hours .

Horrific Appearance (Su) Any living creatu re with in 60 feet
that views Aurel must succeed on a DC 13 Fortitude save
or immed iately take l d4 points of Strength d rain , l d4
points of Dexterity dr ain, and 1d4 poi nts of Constitution
dra in. On each such successful attack , the ghost heals 5
points of damage to itself. A creatu re that s uccessfu lly
saves agai nst th is effect cannot be affec ted by the same
ghost's ho rrific appea rance for 24 hou rs .

Manifestat ion (Su) Every ghost has this abi lity. A ghost dwe lls
on the Ethereal Plane and , as an e the real creature, it
ca nnot affect or be affected by anything in the mate rial
wo rld . When a ghos t manifests, it partly enters the
Material Plane and becomes visible but incorporeal on the
Material Plane. A man ifested gho st can be har med only by
other incorporeal creatures , magi c weapons , or spells ,
with a 50% chance to igno re any damage from a corpo real
so urce . A ma nife sted ghost ca n pass through solid objects '
at will, an d its own attacks pass through armor. A
manifested ghost always moves s ilently.

A manifested ghost can stri ke with its to uch attack or
with a ghost touch weapon . A manifested ghost remains
pa rtially on the Ethe real Plane , where is it not incorpo rea l.
A manifested ghost can be attacked by opponents on
either the Material Plan e or the Etherea l Plane. The
ghost's incorpo rea l nature he lps protect it fro m foes on
the Material Plane, but not from foes on the Ethe rea l
Plane.

A ghost has two ho me planes, the Material Plane and
the Ethe real Plane . It is not cons ide red extraplanar whe n
on either of these planes .

Rejuvenation (Su) The "destroyed " spirit restores itself in 2d4
days . Even the most powerful s pells are usua lly onl y
tem po ra ry so lutions . A ghost that would otherwise be
dest royed retu rns to it s old haun ts with a successfu l
DC 16 level check (l d2 0 + 5).

Ski n Kite: T h is creature is a knot of flappi ng sk in that
glides th rough the air. The skin k ite seek s to in c rease its
maximu m hit po int total for a limited t im e by feasting on
the sk in of the PCs. It moves from PC to PC, absorbing skin
into itself, until it is destroyed.



Encoun ter Level s

Usc thisencounter IVltll the roomentries 011 page 11 9.

Thi s encounter is tri ggered if the player characters ope n
or otherwise gain ent ry to Crypt 5. or if they attem pt to
open Cryp t 6.

CRYPT 5
If the pe sopen thi s crypt, they are greet ed by a bonec law
(marked as B on the map). At th e same time, two Strahd
zombies (Z) rise up out of the eart h beside the crypt
ent rance. In the following round, the air elemen tal (A)
appears .

CRYPT 6
If the pes approach thi s crypt, they set off the dart trap
(see below).Thi s also aler ts the guard ians-the boneclaw
eme rges from Cryp t 5. the zombies rise ou t of the di rt ,and
the air elemental whirls into existe nce.

Dart Trap
The da n trap is marked bya sku ll icon on the map. When
a PC tries to open the door to Crypt 6, or if a PC fails to
disable the trap or un lock the door, a fusillade of darts
whines through the air. All creatures standing in one of
the marked squares to-feet in front ofthe door are subjec t
to a hail of poisoned darts. At the same time, a loud gong
rings out, aler ting the cryp t guardians.

Fus illa de of Greenblood Oil Darts: CR 7; mechanl
cal; action trigger (attempting to open or unlock Crypt
6, or failing to open Crypt 6 or disarm the trap); manual
reset; Ark +18 ranged (t d4+1 plus poison , dart); poison
(greenblood oil, Fortitude DC 13 resists, t Cco/ i dz Can);
multiple targets (ids darts per target in a to-fr -by-m-Ft, area
as shown);Search DC 25 to find; Disable Device DC'25 to

d isengage the trap.

TACTICS
The monsters set to guard this cry pt have one goal: to
keep anyone from gaining possession of the th ighbone
of the saint.

The air elemen tal appears in a whirlwind, targeting any
creatu res that aren't the boneclaw and zombies. When the
air elementa l appears, it has 311 ent ire round of actions
available to it. It ini tially takes a move action to become
a whirlv...Ind. then another move action to move over the
space where the pe s stand, hoping to spin them aloft.

BONECLAW CR 5
HP 105 _--,----,-- _

CE Large undead
Init +8; Sen ses dar kvis ion 60 ft.; Li sten +15, Spot +15
Languages Common, Abyssa l

AC 16, tou ch 13, flat -footed 12
HO 10; DR Sfbludgeon ing
Immune cold, m ind-affecting, poison , s lee p, paralysis.

stunning , d isease, death effects , critica l hits , nonlethal
dam age, ability dra in, energy d rain

Res ist +2 turn resista nce
Fort +3, Ref +7, Will +9

Speed 40 ft . (8 squares)
Melee 2 piercing claws each +9 (2d6 +5)
Space 10ft.; Reach 20 ft .
Base Atk +5; Crp +14
Ark Options reaching claws ; Comb at Reflexes, Power

Attac k

Abilities Str 21, Dex 18, Can - , Int 14, Wis 14, Cha 19
SQ u nholy toughness
Feats Combat Reflexes , Im proved Init iative, Improved

Natural Attack (claw), Power Attack
Skills Hide +13, Intim ida te +17, Li sten +15, Move Silently

+17, Search +15, Spot +15

Reaching Claws (Ex) A boneclaw can make melee atta cks
with its bone claws , instantly extend ing them as part of
an attack to a distance of up to 20 feet (thereby
allowing the boneclaw to threa ten more squares than
its Large s ize wou ld no rmally allow) .

Unholy Toughness (Ex) A boneclaw gains a bonus to its hit
points eq ua l to its Charisma modifier x its Hit Dice.

STRAHO ZOMBIES (2) CR 2
HP 40 each
NE Med ium und ead (humanoid)
Init +0; Sen se s da rkvis ion 60 ft.; Listen +0, Spot +0

AC 16, touch 10, flat-fo ot ed 16
H0 6
Immune mind-affecting, po ison , sleep, paral ysis, st unning,

disease, death effects, crit ica l hit s, non lethal damage,
ability dra in, energy drain

Fort +2, Ref +2, Will +5

Speed 30 ft . (6 squares, can't run)
Melee slam +6 (ld6+4)
Base Ark +3; Grp +6

Abilities Str 17, Dex 10, Can -, Int - , Wis 10, Cha 10
SQ ha rd to kill, plodding
Feat s Toug hness
Skills -

Hard to Kill (Ex) Whenever a Strahd zombie has taken
enough damage to drop it, ro ll a d20. On any roll of 11
or higher, the zombie ignores the damage that would
have dropped it.

Plodd ing (Ex) Zombies can move and attack , but the y
ca nnot move more than their speed (6 squares) on
their action , and they ca nnot charge.



AIR ELEMENTAL, LARGE CR 5
HP 60 ----,__-;-:-.,-_--;-_.,- _
N Large elemental (air, extraplana r)
Init +11; Sen ses darkvision 60 ft. ; li s ten +5 , Spot +6
Langu ages Auran

AC 20, touch 16, flat-footed 13
HD 8; DR 5/-
Immune poison. sleep, paralysis, stun ning, critical hits ,

being flanked
Fort +5. Ref +13, Will +2

Speed fiy 100 ft. (20 squares) [perfec t}
Melee 2 slams each +12 (2d6+2)
Space 10 ft.; Reach 10 ft.
Sase Atk +6; Grp +12
Atk Options air mastery; Combat Reflexes, Dodge. Flyby

Att ack
Special Action s whirlwi nd

Abilities Str 14, Dex 25, Con 16. Int 6, Wis 11, Cha 11
Feats Dodge. Flyby Attack, Improved Initiative", Weapon

Finesse"
Skills listen +5. Spot +5

Air Mast ery (Ex) Airborne creatures take a - 1 pe nalty on
attack an d damage rolls against an air elemental.

Whirlwind (Ex) This elementa l can transform itself into a
whirlwind once every 10 m inutes and remai n so for 4
rou nds as a move action, The whirlwi nd is 10 feet wide ;
t he catacomb ce iling prevents it from getting larger or
wider. Whirlwinds do not provoke attacks of opportun ity,
even ifthe ele me ntal en ters the space another creature
occupies . Another creature m ight be caught in the
whirlwind if it touches or enters the wh irlwind, or if the
elementa l moves into or through the creatu re's space.

A Huge or smaller creatu re takes 2d6 points of
d amage unless it succeeds on a DC 16 Reflex sa ve whe n
it comes into co ntact with the whirlwind . It must also
s ucceed on a second DC 16 Reflex save or be picked up
bo dily an d held suspended in the powerful winds,
automatically taking 2d6 po ints of damage each round . A
creatu re that can fly is allowed a DC 16 Reflex save each
rou nd to escape the whirlwind. The creature still takes
damage but can leave if the sa ve is successfu l. The save
DC is Strength-based .

After 4 rounds, the air elemental loses its ability to main
tain its whi rlwind shape-it fa-l ls back to maki ng melee
attacks.

O nce summoned , th is furious vortex of viole nce fi ght s
anyone on the eastern side of the catacombs (the area
between Cry pt 10 and Crypt 6). It fights un til destroye d.
If the pe s flee the area, it remains for Id 4 rounds before
dissipar! ng.

The boneclaw relies on its size and reach , using both [ 0 its
best advantage. It prefers to stay in one place and arrack by.'. .reach as to avoid gett ing flanked by the PCs.

The zomb ies tr y to charge as often as possible so that they
can move and arrack in th e same roun d. O the rwise, they,
figh t unt il destroyed to protect the conten ts of Cry pt 6.

AFTER THE BATTLE
lf rhe pes defeat the th reat here, the y can search the crypts
for valuables or move on. Crypt 5 contai ns a scroll of daylight.
Saitlt M.trkovia'sThighbone, an arti fact described on page 216,
lies in Crypt 6. . -

T ACTlC\ 1. M Al' D ET AILS
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rcquircs u DC 20 Stren~th chcc], to open.



Encou nter Level s

Use tIllS t'nwuntf TH'ith t lte TOOm ('If Tieson J'ilgr 110.

This encounter begi ns when the pe s bend low to read the
epitaph on the fallen door to Crypt 7, move to enter this
crypt, or attempt to open Crypt 8.

WRAITH S {21 CR 5
HP 32 each _

LE Medium undead (incorporeal)
Init +7; Senses darkvision 60 ft., Listen +12. Spot +12
Aura unnatural aura (30 ft., an imals panic)
languages Common, Infernal

AC 15, touch 15, Flat-footed 12
HD 5
Immune no nmagical attacks, mind-affecting . poison,

sleep. paraly sis , stunn ing . disease. death effe ct s .
critical hits, nonlethal damage, ability dra in, energy
drain , damage to phys ical ability scores, fat igue and
exhaustion

Resist tu rn resistance +2
Fort +1, Ref +4, Wi ll +6
Weakness daylight powerless ness

Speed fiy60 ft. (goo d) (12 squares)
Melee incorporeal to uch +5 (ld4 plus Constitution d rain)
Atk Options Constitution drain (Fort DC 14, 1d6 Con)
Base Atk +2; Grp -
Atk Options Blind-Fight. Comba t Reflexes

Abilities Str - , Dex 16, Con -, Int 14, Wis 14, Cha 15
SQ create spawn
Feats Alertness' , Blind-Fight, Combat Reflexes , Improved

Initiative '
Skills Diplomacy +6, Hide +11 , Int imidate +10, li sten +12,

Search +10, Sen se Mot ive +8. Spot +12

Incorporeal Immune to non magical attacks ; 50% chance
to igno re any damage from corporeal source (except
po s itive energy, force, ghost touch) . Attacks ignore
natural armor, armor, and shield, but deflection bonus
and force effects wor k. See DMG 295 for more
information.

Unnatural Aura (Su) Animal s can sens e the presence of a
wraith at a distance of 30 feet . The y will not willingly
approach nearer than th at , and pan ic of forced to do
so; they remain panicked as lo ng as they are within that
ra nge.

Daylight Powerlessness (Ex) Wraiths are utterly powerless
in natural s unlight (not merely a daylight spell) and flee
from it.

Constitution Drain (Su) Living creatures hit by a wra ith' s
incorporeal touch attack mu st succeed on a DC 14 Fort
save or take 1d6 po ints of Cons titut ion drain . The
wra ith gains 5 temporary hit points if th is attack
succeeds.

GHASTS {21 CR 3
HP 29 each _ .,--,-- _

CE Medium undead
Init +3; Senses dark vision 60 ft .; Listen +2, Spot +8

AC 17, touch 12, Flat-footed 14
HD 4
Immune mind-affecting. poison, sleep, paralysis , stunning,

disease, death effects , crit ical hits, nonlethal damage,
ab ility drain, energy dra in, damage to ph ysical ab ility
scores, fat igue and exhaustion

Res ist +2 tu rn resistance
Fort +1, Ref +4, Will +6

Speed 30 ft. (6 squares)
Melee bite +5 (ld8+3 plus disease plus paralysis) and

2 claws +3 each (ld4+1 plus paralysis)
Base Atk +2; Crp +5
Atk O ptio ns d isease, paralysis , stench

Abilities Str 17, Dex 17, Con -, Int 13, Wis 14, Cha 16
SQ undead trai ts
Feat s Multiattack. To ughness
Skills Balance +8 , Climb +9, Hide +9, Jump +9, Listen +2,

Move Silently +9, Spot +8

Disease (Su) Ghoul fever-bite , For t DC 15, incubation
pe riod 1 day, damage 1d3 Con an d 1d3 Dex. An
infected crea tu re t ha t d ies from ghou l feve r rises as a
ghou l on th e next m idnight . A humanoid with 4 or
mor e Hit Dice rises as a ghast instead.

Paralys is (Ex) 1d4 +1 ro und s; Fort DC 15 negates . (Elves are
not immune.)

Sten ch (Ex) Sickens living creature s within 10 feet for
1d6+4 m inutes ; Fo rt DC 15 negates .

CRYPT 7
Two wraith s (W) lurk in the shadows of Cry pt 7.Th e spectre
Endorovich (5) hides in a secret subcrypt,wait ing to emerge
to dest roy any living crea tures thai d isturb the area.

If the pes dis turb th is crypt first , th e wrai ths eme rge
from the shadows and act in the surprise round. PCs who
make a DC 21 Spot check notice the spec tral forms and
also get to act in the surprise round.

On the seco nd round of combat, Endorovich moves
th rough the wall to att ack the PCs. Read : :..

Thefog swirls and a blast ofgrave-cold air heralp,
thearrival ofsomething terrible from thedepths of
thecrypt. You hear an otherworldly voice call out,
jOSlaves,attend m~!"

Endo rovich waits 1 round so tha t the PCs become fu llv
inves ted in the wrait h attack. O n the second round ~f
combat, he emerges and moves toward any cleric he can
see (first choice) or any other obvious spellcasrer (second
choke). With hi s ene rgy drain , Endorovich can make
enemy spellcasrers lose th eir high est-level spe ll for each
successful negative level he bes tows.

The ghasts join th e battle in the third round.



SPECTRE (UENDOROVICH U) CR 7
HP 4S ::-_--,---,---,-__-;:- _
LE Medium undead (incorpo real)
Init +7; Senses darkvision 60 (1.; Liste n +14, Spot +14
Aura unnatura l aura (30 ft., animals panic)
Languages Common

AC15, touch 15, flat-footed 13
HD 7
Immune mind-affect ing, poison , sleep, paralysis, stunning.

disease, death effects , c ritica l hits , no nlethal damage,
ability dra in, energy drain, damage to physical ability
sco res , fatigue and exhaustion

Resist incorporeal, turn resistance +2
Fort +4, Ref +7, Will +9
Weakn ess sunl ight powerlessness

Speed 40 ft. (8 squares). fiy 40 ft. (pe rfect)
Melee incorporeal touch +6 (ld8 plus energy dra in 2 levels)
Base Atk +3; Grp -
Atk Options Blind -Hght . energy drain

Abilities 5tr -, Dex 16 , Co n - , Int 14, Wis 14 , Cha 15
SQ create spawn .
Feat s Alertness. Blind-Fight. Improved Initiative
Skills Hide +13, Intimidate +12. Knowledge (religion) +12.

Listen +14, Sea rch +12, Spot +14. Survival +2 (+4
following tracks)

Incorporeal Imm une to nonmag ical attacks; 50% chance to
igno re any damage from co rporea l source (except po sitive
energy, force . ghost to uch) . Attacks ignore natu ral armor.
a rmor, and shiel d. but de flec tion bonus and force effects
work. See DMG 295 for mo re information .

Energ y Drain (Su) Liv ing creatu res hit by a spectre's
incorpo real touch attack gain two negative levels . The
DC is 15 for the For titude save to re move a negative level.
The save DC is Charisma-based . For each such negative
level bestowed. the spectre heals 5 points of damage to
itse lf.

Create Spawn (Su) Any hu ma noid sla in by a spectre becomes
a spectre in 1d4 roun ds . Spawn are under the com mand
of the s pectre that created the m and remain ens laved
unti l its death. They do not possess any of the abil ities
the y had in life.

Unnatural Aura (Su) Animals, whethe r wild o r do mest icated.
can se nse the un natural presence of a spectre at a
dis tance of 30 feet. The y do not willingly approach nearer
than that and panic if forced to do SO i

they rema in pan icked as long as they are
with in that range.

Sunligh t Powerlessness (Ex) Spectres are
powerless in natu ral sun light (not
merel y a daylight s pell) and flee from it.
A spectre caught in sunlight ca nnot
attack and can take on ly a single move
action or standard action in a round .

CRYPT8
Two ghasrs (Gj have tu rned thi s crypt
into their lair. They attack anyone who
disturbs [his crypt, and they rush to help
Endorovich if Crypt 7 is disturbed.

If thi s encou nter starts here, the
wraiths come to the aid of the ghasts in
the second round of combat. Endorov
ich arr ives in the th ird round to try to
destroy the player characters.

MONSTERS
The following creatures are active in thi s area:

Wraith: A wraith is an incorporeal creature born of evil
and darkness. It appear s as a spectral figure with glowing
red eyes. robed in dar kness and hovering in the night air.

Ghast: A foul humanoid with maul ed, decaying flesh,
shar p teeth, and burning eyes. PCs can make DC 20 Knowl

.Z. edge (arcana) or Knowledge (religion) checks to recognize
this crea ture as a powerfu l form of ghoul.

Spect re : The spectre Bndorovtch appears as an incorpo
real man in dark clothes, with long dark hair, and a haunted
exp ression. His form is luminous and ghostly, and he floats
more tha n walks th rough any encou nter. A feeling of death
and d read hangs arou nd the spec tre like a cloud of flies.

T ,\CT lc ,\1. 1'1,\ 1' Dur.vu.s
Dl:'lails ~1Il the tadic.lllllap arc Jc~ criht,J bel,\\,.
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Encounter Level 9

Usc thisetlCOlmter tt'ith theentrieson page 120.

The pe s trigger this encounter when they open the door
[0 Crypt 12 (either with the portal key, page 215, or by
forcing the door).

The heavy stone door requires a DC 30 Strength check
to open, a DC 40 Open Lock check to unlock, or the use
of the porta l key.

FIRST VIEW
When the pe s open the door to the crypt, read:

Agreat stone ring stands on ils e>Jd against Ihe
west wall of the crypt. Disturbi>Jg glyphs and
pictograms decorate the stone ring, which frames a
shimmering curtain ofgreen mistfull ofshifting
stars, flashes of light, a>Jd blossoms ofdark clouds.
As one flash oflightbursts Ihrough an expanding
cloud ofdarkness, a terrible crealure steps out of the
ring andfills thecrypl with its hulking form.

V O OR CR4
Hp 37 __.,-;----,-..."..._----,__---:---.,-,----__
N E Large outsider (evil. extr aplanar, yugo loth)
In it +2; Senses blindsense 120 ft.: Listen +11, Spot +11
Langu ages Abyssal, Infernal

AC 17, touch 11, flat-foo ted 1S
HD 5; DR 5fgood
Immu ne fire , gaze attacks , poiso n
Resist cold 5; SR 15
Fort +7, Ref +6, Will +3

Speed 30 ft. (6 squares) ; climb 20 ft.
Melee 4 te nta cles +10 each (l d6+6)

and 2 claws +8 each (ld6+3)
Space 10 Ft .: Reach 10 ft . (ten tacles up to 20 ft.)
Base Atk +5; Crp +15
Atk Option s Combat Reflexes . ren d 2d6+9

Abilities Str 22, Dex 15, Con 17, Int 5, Wis 8, Cha 7
SQ ou tsider traits , scentless, yugoloth traits
Feats Com bat Reflexes, Multiattack
Skills Climb +22. Listen +11, Move Silently +10, Sense

Mot ive +7, Spot +11

Rend (Ex) A voo r tha t hits with both claw attacks latches
onto the opponent 's body and tea rs the flesh . This
attack automat ically dea ls an extra 2d6+9 points of
damage.

Scentless (Ex) A voo r exudes no natural s me ll, and so is
usua lly undetectable by scen t. A voor that has been in
combat withi n the pas t hou r stinks of the blood of its
foes, and so ca n be detected by scent, but only at half
the no rma l range .

IMP CR2
Hp 15 _---,-,,----,--,;__-,---_,----:-;:- _
lE Tiny outside r (evil, ext ra planar, lawful)
Init +3; Senses darkvision 60 ft .; listen +7, Spot +7

AC 20, touch 15, fiat-footed 17
HD 3; Fast healing 2; DR 51good or silve r
Immune po iso n
Res ist fire 5
Fort +3, Ref +6, Will +4

Speed 20 ft. (4 sq ua res)
Melee bite +8 (1d4 plus po iso n)
Space 2 1/2 ft .; Reach 0 ft .
Base Atk +3; Crp -5
Atk Options poison
Special Action s Spe ll-like abil ities
Sp ell-Like Abilities (Cl 6th) :

At will-detect good, detect magic, inv;sibility (self only)
l fday-suggest ion (DC 15)

Abilities Str 10, Dex 17, Can 10, Int 10, Wis 12, (hOI 14
SQ alternate form
Feat s Dodge , Weapon Finesse (bite)
Skills Diplo macy +8 , Hide +17, Knowledge (loca l) +6,

listen +7, Move Silently +9, Sea rch +6, Spel lcraft +6,
Spot +7, Surv ival +1 (+3 followi ng tracks)

Poison (Ex) Injury, For t itude DC 13, initial damage ld4
Dex, secondary damage 2d4 Dex. Save DC Constitution
based (includes +2 racial bonus) .

Alternate Form (Su) Ass ume the form of cat or an imp as a
standard action . Statistics do not change between
forms (except bite attack be comes sting attack) , nor are
hit po int s gained when form is sw itched.

MONSTERS AND TACTICS
The following creatures are act ive in th is area:

Veer: This hul king yugolor h (marked as V on the map}
has an eyeless, armored face, stubby legs, and powerful
clawed arms. Writhing, talon-ripped tentacles whip fromits
fingertips and back ~o lash enemies at a distance. Opening
the crypt door calls fort h this guardian creature. It uses
a move action to step out of [he portal and fill the crypt.
Th en it attacks any PCs it can with its long reach, remain
ing in place for the rest of the battle.

Er inye s: Thi s stunningly beautiful devil (E on the "tip)
lives behind the secret door at the back of the crypr.She
appears as a statuesque woman with flawless sk in, glow
ing eyes, and large, feathery wings.She altern ates between
short trips through the casrle in search of food, sleeping,
and adm iring herself before he r mirror whi le imagining
herse lf taki ng Khyristrix's place in Strahd's castle. After
the voor appears , the erinyes at tempts to dispatch the PCs
using the following plan: >

Round I:The erinyesdelaysunt il the imp opens the secret
door. Then she moves to peer ou r and use her charm mono
ster ability on any PC she can see and com mands that PC
(0 run through the portal thinking of the open air above
Ravenioft, about 1,000 feet up.



ERINYES CR 8
Hp 85 ,--_-,--,-;--:;---,---_ ---:;-__,-----;-----;-;:-
LE Medium outsider [baatezu. evil, extraplanar, lawful)
Init +5; Sen ses darkvisio n 60 ft., see in darkness. true seeing

(constant); Listen +16, Spot +16
Languages Infe rnal, Celes tial, Draco nic; telepathy 100 ft.

AC 23. touch lS, flat-footed 18
HD 9; DR 5/good
Immune fire, po ison
Resist acid 10, cold 10; SR 20
Fort +11, Ref +11,Will +10

Speed 30 ft. (6 squares), fiy 50 ft. (good)
Melee lo ngsword +14/+9 (ld8+Sfl9-20) or
Melee rop e +4 (entangle)
Rang ed +7flaming composite longbow +15/+10 (l d8+6/x3

plus ld6 fire)
Base Atk +9; Grp +14
Atk Options entangle; Dodge, Mobility. Point Blank Shot .

Precise Shot, Rapid Shot , Shot on th e Run
Special Action s summon baatetu
Spell- Like Abi lities (CL 12th):

At will-greater teleport (self plus 50 lb.), charm monster
(DC 10), minor image (DC 17), unholy bligh' DC 19)

Abilities Str 23, Dex 21, Con 17, Int 10, Wis 14, Cha 10
Feats Dodge", Mobility", Point Blank Shot, Precise Shot,

Rapid Shot , Shot on the Run
Skills Concentration +17, Diplomacy +7, Escape Artis t +17,

Hide +17, Knowledge (any two) +14, Lis ten +16, Move
Silently +17, Search +14, Sense Motive +16, Spot +16,
Survival +4 (+6 following tracks) , Use Rope +5 (+7 with
bind ings)

Possessions longsword , ro pe, +1fl am ing compo site longbow
(+5 Str bonus)

Entangle (Ex) Each erinyes car ries a stout rope some 50 feet
lo ng that entangles opponents of any size as an animate
rope spell (cas ter level 16th ). An eri nyes can hurl its rope
30 feet with no range penalty. Typically, an erinyes
entangles a foe , lift s it into the air, and drops it from a
great height .

Summon Baatezu (Sp) Once per day an erinyes ca n attempt
to summon 2dl0 lemu res, or ld4 bearded devi ls with a
50% chance of success . This ability is the eq uivalent of a
Srd-level spell.

True Seein g (Su) Erinyes co ntinuous ly use true seeing, as the
spell (cas ter level 14th).

Rot/tid 2: She us es greata teleport to appear to the east of
Cry pt t 3.

Round 3+: She pee rs around Crypt 13 and fires her longbow
at th e PCs' flan k.

I mp: This tiny h uma no id (I) with leat hery bat-wings, a
barbed tail, and sha rp, tw isted horn s flu tters at eye level,
w inking into and out ofsigh t. The imp leads off bv opening
th e sec re t door, and then foll ows that wi th sugges tio Pl, telling
a fighter-type PC [0 ju mp through the portal wh ile th in king

.~ abo ut the Negat ive Energ y Plane . Then it goes afte r the PC
• \v ith the apparently lowest AC , att empt ing to use its poi son

to bring h im or her down. I f succ essfu l, the imp moves on
to th e next PC , and so o n. The imps fight to the death .

Secret Door
The secret door opens onto a st rangely we ll-appointed bed
room. Adel icate hammock wove n ofhu man hair hangs in the
northwest co rner of the room . A m irror, it s frame composed
of fused human fin gerb ones, han gs on the sout h wall . The
er inyes clai ms th is cha mbe r as her home. When she's no r
foraging, she spe nds her time slee ping, abusing the imp, or
ad m ir ing her image in the mirror.

Portal to Anywhere
Th is tu-foo r-di am erer stone r ing is an in -dungeon mag ical
locat ion that se nds any creature that walks through it to any
desired locat ion - but not wit hout risk. (See pages 120-121
for a full descrip tion of the portal's cap ricious ways.)

AFTER THE BATTLE
If the PCs defeat the th rea t here, they can move on or search
th e c ry pt for valuable s.The m irror framed in fingerbones in
the sec ret cha mber of f Cryp t 12 co n tain" a fin ge rbone that 's
actua lly an ar t ifact. More interest ing by G r· is th e actual
porral , w h ich can be used for travel to far places , with some
attendan t ri sk. See page 215 for det ail s on both items.

TACTI C.\ I. l'L\ I'
D ETA ILS
Dda il ~ on tilt' t'ldic., IIl1<lp are
dt'~nibed bcluw.
Cry pt~ : A hc·iWy stone d'l" r

(S t r....n~th DC 2 0 to open) ~ l'al~

t'ddl crypt. t-. 1"'l~t crypts h,wc all
ep itol l-l b i n~c ri beJ on thrir

Jnon:..

C rr pt 12 Do ur: Thi~ hedvy
stone J '10r rcquircs a DC30
Strt' n~th che·cL Lo or...n, a
DC .+0 0rc·n L )cL check to
unl'Jck, or th... use of the·sik er
p' lrtdl k...·y.



Encounter Level Variable

Use IhiH/lCOUlllfYwith the roo m l.'lIlry Ot1 page 122.

This encounter is triggered ifpCs descend int o the shaft
that completely fills Crypt 14 and en ter the larger vault
below, or ifa PC is tr ansposed with a wigh t through the
actio ns of the t rap in from of KB6.

FIRST VIEW: VAULT
If pe se nter th is vault by way of the shaft from Cry pt 14,
read the following aloud when they reach th e botto m:

Thisdank, drippingvault is awkwardly shaped,
low, and smells ofrotted meal. Adozen or more
stone coffins cover fhe floor of fhe vaulf, each
neatly, somehow ominously, arranged so thaf the
fop ofeach coffin face s north.

Whe n a PC opens a coffin and reveal s one of th e undead
res t ing here, combat ro un ds begin.

SHADOW CR 3
HP 19 ,,---_--,----,--,,---__-;:- _
CE Medium undead (incorporeal)
Init +2; Senses darkvision 60 ft .. listen +7, Spot +7

AC 13, to uch 13, flat -footed 11
HD 3
Immune mind -affecting, poison, sleep, pa ralysis, stunning,

disease , death effects , critica l hits , no nletha l da mage,
ability drain , energy drai n

Resist turn resistance +2
Fort +1, Ref +3, Will +4

Speed fly 40 ft. (8 squares) (good)
Melee incorporeal touc h +3 (1d6 Streng th)
Base Atk +1; Grp -
Atk Options Dodge, Strength drain

Abilities Str -, Dex 14, Con - , Int 6, Wis 12, Cha 13
SQ create spawn, sk ills
Feats Alertness, Dodge
Skills Hide +8*. li s ten +7, Search +4, Spot +7

Strength Dam age (Su) The to uch of a shadow deals 1d6
points of Strength damage to a living foe . A creature
reduced to Stre ngth 0 by a shadow dies . This is a
negative energy effect .

Create Spawn (Su) Any humanoid red uced to Strength 0 by
a shadow becomes a sha dow under the control of its
killer within 1d4 rounds .

Skills Shad ows have a +2 racia l bo nus on listen and Spot
checks and a +4 racial bo nus on Sea rch checks.

*A shadow gains a +4 racia l bonus on Hide checks
in areas of shadowy illumination . In brightl y lit a reas, it
takes a -4 pena lty on Hide checks.

W RAITH CR 5
HP 32 ;:----:-"77,-------;:--- - -
lE Medium undead (incorporeal)
Init +7; Sen ses dar kvis ion 60 ft., listen +12, Spot +12
Aura un natu ral aura (30 ft. , animals panic)
languages Common, Infernal

AC 15, touch 15, flat-footed 12
HD 5
Immune nonmagica l attacks , mind-affecting, po ison,

sleep, pa ralysis , stunning, disease, death effects ,
critica l hits, no nlethal damage, ability drain, energy
dra in, damage to physica l abil ity scores , fatigue and
exhaus tion

Resist turn res istance +2
Fort +1 , Ref +4, Will +6
Weakness daylight powerless ness

Speed fly 60 ft. (good) (12 squares)
Melee inco rpo real touch +5 (l d4 plus Constitut ion dra in)
Atk Options Constitution drain (Fort DC 14, 1d6 Can)
Base Atk +2; Grp -
Atk Options Blind-Fight. Combat Reflexes

Abilities Str - , Dex 16, Con , Int 14, Wis 14, Cha 15
SQ create spawn
Feats Alert ness", Blind-Fight , Combat Reflexes, Improved

Initiative!
Skills Diplo macy +6, Hide +11 , Intimidate +10, listen +12,

Search +10, Sense Motive +8, Spot +12

Incorporeal Immune to nonmagical attacks; 50% chance
to ignore any damage from corporeal sou rce (except
positive energy, force, ghost touch) . Attacks ignore
natura l armor, armor, and sh ield, but deflection bonus
and force effects work .

Unnatural Aura (Su) Animals can sense the pre se nce of a
wra ith at a d istance of 30 feet. They will not willingly
approach nea rer than that , and panic if forced to do
so ; t hey remain pan icked as lo ng as they are with in
that ran ge.

Daylight Powerlessn ess (Ex) Wraiths are utterly powerless
in nat ural sunl ight (not merely a daylight spell) and nee
from it.

Con stitution Drain (Su) li ving creatu res hit by a wraith's
incorporea l touch attack mu st succeed on a DC 14 Fort
save or take 1d6 po ints of Constitution dra in. The wraith
gains 5 temporary hit points if this attack succeeds.

FIRST VIEW: A COLD, DARK PLACE
If a PC releports into a coffin by way of the t rap in 1\86,
read t he following aloud to that pla yer:

A flash of lighf explodes arollnd yOll , and then yOll

are plunged into absolute dark ness. You find
yourselflying in a con6ned 'pace wearing tattered
rags that smell like rofting meat.

The PC's sudden appearance initi ates combat.



WIGHTS (13) CR 3
HP 26 each -...,..--c:;---:-;:---------
NE Medium undead (huma noid)
Init +1; Senses darkvision 60 ft.. Blind-Fight: listen +7,

Spot +7
Languages Com mon

AC 15, touch 11, flat-footed 14
HD4
Immune mi nd-affec ting. poison, sleep, paralysis, stun ni ng,

disease. dea th effec ts, critical hits , non leth al dama ge.
abilitydrain, energy drain

Fort +1, Ref +2, Will +5

Speed 30 ft. (6 sq uares)
Melee slam +3 (ld4+1 plus energy drain)
Base Atk +2; Grp +3
Atk Option s ene rgy drain

Abilities 5t r 12, Dex 12, Con - , Int 11, Wis 13. Cha 15
SQ create spaw n
Feats Aler tness. Bli nd-Fight
Skill s Hide +8, Listen +7, Move Silentl y +16, Spot +7

Create Spawn (Su) Any human o id slai n by a wig ht becomes
a wigh t in l d4 round s . Spaw n are under the co m mand
of the wight that c reated them and remain ens lave d unt il
its deat h. They do not possess any of th e abili t ies they
had in life ,

Energy Drain (Sui Living creatures hit by a wig ht's s lam
at tack gai n one negative level. The DC is 14 for the
For titud e save to remove a negative level. The save DC is
Cha risma-based. For each such negative leve l bestowed.
the wight heals 5 points of damage to its elf.

Skills Wights have a +8 racia l bonus on Move Silently checks.

MONSTERS AND TACTICS: VAULT
Th e monsters in th is cha mber sta rt out in the stone coffi ns
spread OUI across the room . There are one shado w (5), one
wraith (Wr), an d thirteen wigh ts (W) in thi s area,

If the PCs enter the vault by descending from th e shaft,
combat begins wh en a PC ope ns a coffin. The undead in th e
coffin rises and attacks.

In the following round, td4 +1 wights become active, ri sing
from th eir coffins to join in the battle against the PCs, Repeat
thi s every round unt il all thir
teen wights have emerged. Th e
wights chase and attack any PCs
who remain in the vault. They
will not leave the ch amber.

The shadow emerges from
its coffin as soon as it gets to
act. It moves toward the near
est PC and tries to sap that PC's
Stren gth unt il the target drops
or the shadow is des t royed, I f
the shadow succeeds, it moves
on to the nearest PC to repea t
the process.

The wr aith emerges on its
act ion in a spec tral rage, ready
to ext inguish the life from
the intruding pe s, It hunts
down each PC in turn, even
following th em ou t of the
ch amber if the PCs try to

escape. The wraith cont inues to attack and chase the PCs
until it is destroyed.

TACTICS: A COLD, DARK PLACE
If a PC is t ransported into a coffin due to the t rap in K86,
randoml y place that PC in any coffin with a wight.The wight
appears in the PC's place in K86 and immediately attacks the
rest of the party.

Th e sudden arrival ofhfe in the chamber causes the unde ad
·1. to.•arise and swarm. The wig hts become act ive as described

above (td4+1 per round unti l al l thirteen are act ive),moving
toward th e PC's coffin to attack and feast on [he unfortunate
vict im .

Th e shadow and the wraith behave as descr ibed above,
target ing th e n:w ly arrived Pc.

Tle TJCIL I'Ll I' D ETAILS
Ddail~ on tIll' l<ll'ti.:almap are dl·so:rih...J 6l,I" w.

Coffi ll": Thl'~l' "tom' coHim 11<1\'l' h.-av\· lid". A Ji\"in~

crcature that fil1d~ itH·1f ,,;udJ~nlv in-,liJe a cl'~l' ...d coffin I1lll~'1
succveJon a nc 20 :::trl'n~tb ...-h~ck to "I iJ ...• tIlc· lidopen. Th...,
Ilndl'ad ...-an "lltolllatic"lly ,'!WIl lh...·liJ,,; [rtlm dll' inl.liJ e.

Frmll tht' ('ut."idt..', all creatu rcs (PC's anJ unJt.'aJj n....·t..l tl)

m"ke a DC 10 ~trt'Jl~th cht'ck ttl "liJ ...· 11, ...• lid oH a "'t,Hill.
[Tndl'aJ a rv happy to assist a PC in"icl"., ':llffill ,,0 tbat t1ll'y

can more r...·.,Jilv att.,.:k.
A PC wit h j 11',1 l..·l,ffiII w!tu:H::reams loudIy ~iv ... ,: .'l'lllpanion"

(pf6um.,bl y "'tanJilll1 HlIucwhl..·n' nve r "~b) a e1l.tn.·e to IWolf:
01..- 35 Li"tt.·n cbeck to hC.lr tilt.' faint scream s Clllllin!t f rom
"om",w~ll'n' it> 11,..· north.

The two square- l·a..:h ('t,Hin occupies counls as difficult
Icr rai u, which costs 2 ,;qlldrC-,l of movement to enter. PC" c.,n't
run or char£l..· ao,:rllM difficult terrain.

s !J.lft: n., 10-fool "qUMl..' "Ilaft rises ..j.{l f...-ct. Th ...· lop of
till' "h"ft is a holl' in th ...· floor of Crypt I..\..



to fight to the death th an win, but she is commanded to
kill 311 intruders, so fight she must.

Before combat, upon hearing the approach of the pes.
Sasha casts blur and mage armor upon he rself. Then she
slips c ur th e secre t door (0 use a scroll [0 su mmon a celes
t ial dire lion as soo n as (he pe s atte mp t to enter either
Crypt 16 or 20.

The next round, Sasha attempts (0 dominate a male PC
with a high Ch arisma to fight on her side .

In subs equent rounds, she att empts (0 flank one or
more PCs with either her vampire spawn or the dir e lion
to better make use of her claw atta cks. She fights to the
death. If th e PCs ret urn to her bier (where she re-forms)
and stake her , she thanks th em as she turns to dust.

Vampire Spawn : Two vampire spaw n (S) reside in
Crypt 16. They emerge to fight on the fir st round of
co mba t, one opening th e door, the other moving and
att acking. The vampi re spawn work to attac k flat-footed
charac ters first, and they seek to set up flan ks whenever
pos sible. They serve Sash a and figh t (0 th e death to
prot ect her .

Blood Drain (Ex) If a vamp ire pins its foe, it dr a ins blood,
dealing ld4 po ints of Cons tit ution d rain each round. On
each s uch successful drain attack , the vam pire heals 5
po ints of damage to itself.

Do mination (Su) If a vam pire expends a standard action, a
single ta rget must succeed on a DC 14 Will s ave or fall
instantly under the vampire 's influence as if by a
dominate person spell from a Sth-level caster. The ability
has a range of 30 feet.

Energy Drain (Su) Living creatures hit by a vampire's slam
attack gain one nega tive level. For each such negative
level bestowed, th e vam pire hea ls 5 po ints of damage to
itself.

Fast Heal ing (Ex) A vam pire heals 5 po ints of dama ge each
round so long as it has at least 1 hit po int. If reduced to
ohit points in combat , it automatica lly assumes
gaseous form .

Caseous Form (Su) As a s tan dard act ion. a vam pire can
assume gaseous form at will, as the s pe ll (caster level
6th), but it can rema in gaseous indefin ite ly and has a fly
speed of 20 feet .

Spide r Climb (Ex) A vampire can climb sheer surfaces as
though with a spiderclimb spell.

Children of the Night (Su) Once per day, a vam pire can call
for th a pack of 4d 8 d ire rats, a swarm of lOdl Obats, or
a pack of 3d 6 wolves as a s ta ndard ac tion. These
c reat ures a rrive in 2d6 ro unds and se rve the vam pire for
up to one ho ur.

Create Spawn (Su) A huma noid o r mo nstrous hu manoid
slain by a vam pire 's energy dra in rises as a vampire
spawn 1d4 days after burial.

AC 18, touch 12, Oat-footed 16
HD 5; Fast heal ing 5; DR lO/ silver and magic
Immune mind-affecting, poison, sleep. para lysis. stunning,

disease. death effects , critical hits , nonlethal damage.
ability dra in, energy drain

Resist turn res istance +4, cold 10, electricity 10
Fort +4, Ref +6. Will +4
Weakness vampire weaknesses

Speed 30 ft. (6 squares)
Melee claw +6 (ld6+3 plus energy dr ain)
Base Atk +2; Crp +5
Special Actions domination, gaseous form, spider climb
Sorcerer Spells Known (Cl 5th):

2nd (6/d.y)-bfu',J1om;ngsphm (DC 15)
1st (7jday)-couse fear {DC 14}. mage armor, magic

missile, sleep (DC 14)
o (5/d.y; DC B )-doze (DC B ), ghost sound (DC B ),

mage hond, roy offrost, reod magic, touch affatigue
(DC 13)

MONSTERS AND TACTICS
The following cre atures are active in this area:

Sasha lvliskova, Vampire: Cr ypt 20 is the hom e of a
vampire (V) named Sasha. Flawless. porcelain-white skin
and rose-red hair wasn't enough for thi s beautiful woman
ro stir Strahd's lusts for more than a decade. Now this vam
pire,still in thrall to Srrahd ,bur furious, is imprisoned here
until intruders giver her a chance to escape . she'dprefer

Abilities 5tr +16, Dex +14, Con - , Int 11, Wis 13, Cha 16
SQ ch ildren of t he night, create s paw n
Feats Alertness, Bli nd -Fight, Combat Reflexes. Dodge.

Improved Init iat ive, Lightning Refl exes, Mobilit y,
Weapon Focus (claw)

Skill s Blu ff +14, Concentration +7, H ide +6. Listen +5. Move
Silentl y +6. Search +4, Sense Motive +7, Spo t +7,
Spe llcraft +4

This encounter begins when pes prepare to open the door
to thi s crypt, or if they open Crypt 16. Whichever event
triggers the encounter, the vampire residing here summon s
a celesti al dire lion [0 defend her. Read:

A massive gold lion appears beh ind yo 'L It, roar
'ound, , trained and deeply ,ad, b'll it charges
toward you nonetheless_

USt thisencounter 1\'lth lht room entries011 ragfs 123."

En co u n ter Level 9

SASHA IVLlSKOVA, VAMPIRE CR 7
HP 78 _ -,--,- _
Female undead human so rce rer 5
In it +7; Senses d arkvis ion 60 ft .. Blind -Fight; Listen +5.

Spot +7



VAMPIRE SPAWN (2) C R 4
HP 34 each
NE Medium undead
Init +6; Sen ses dark vision 60 ft.. listen +11, Spot +11

AC 15, touch 12, nat-footed 13
HD 4; fast healing 2; DR 5fsilver
Immune mind-affecting. poison, sleep. paralysis . stunning,

disease, death effects, critical hits . nonlethal damage.
ability dra in. energy drain

Res ist turn resi stance +2, cold 10. electricity 10
Foet el , Ref +S. Will +5
Weaknesses see Vamp ire Characteristics. page 8

Speed 30 ft. (6 squares)
Melee slam +5 (ld6+4 plus energy dra in)
Base At k +2; Grp +S
Atk Options blood dra in. energy dra in
Spec ial Action s dominat ion. gaseous form, spider climb.

undead tra its

Abilities Str +16. Dell: +1 4, Con -, Int 13, Wis 13. Cha 14
Feats Alertness', Improved Initiative', ligh tning Reflexes' ,

Toughness (2)
Skills Bluff +6, Climb +8, Craft or Profession (anyone) +4,

Diplomacy +4, Hide +10, Jump +8, Listen +11 . Move
Silently +10, Search +8, Sense Motive +11, Spot +11

Blood Drain (Ex) If a vampi re spawn pins a foe, it drains
blood, dealing ld4 points of Constitution drain each
round . On each such successful drai n attack, the vampi re
spawn heals 5 points of damage to itself.

Domination ISu) If the spawn uses a standard action, a
single target must succeed on a DC 14 Will save or fall
instantly unde r the vampire's influence as if by a
dominate person s pe ll from a Sth -level cas ter. The ab ility
has a range of 30 feet. The save DC is Cha risma-based .

Energy Drain (Su) Living creatures hit by a vam pire s pawn's
slam att ack gain one negat ive level. The DC is 14 for the
Fortitud e save to remove a negative level. The save DC is
Charisma-based . For each such negative level bestowed,
the vam pire s pawn hea ls 5 point s of da mage to itself.

Fast Healing (Ex) A vampire spawn heals 2 po ints of damage
each round so lo ng as it has at least 1 hit po int. If
reduced to 0 hit points in combat , it automatically
assumes gaseous form and attem pts to escape. It m ust
reach its coffin within 2 hou rs or be utterly de stroyed . (It
can travel up to nine miles in 2 ho urs.) On ce at rest in its
coffin , it is helpless . It regains 1 hit point after 1 ho ur,
then is no longer helpless and resumes healing at the rate
of 2 hit points per round. .

Gaseous Form (Su) As a standard action, a vampire spawn
can assume gaseous form at will as the
spell (caster level 6th), but it can remain
gaseous indefinitely and has a fly speed
of 20 feet with perfect maneuverability.

Spider Climb (Ex)A vampire spawn can
climb sheer surfaces as though with a
spider climb spell.

Celes t ia l D ire Lion: Sasha su m mons
this creature (L) to help her destroy th e
int ruders. Despite its good nature. the
crea tu re m us t obey the one who sum
moned it. It fight s the PCs, though its
hear t b reaks wit h every wound it inflicts
upon them. lr po u nces on the nearest
PC and tries its be st to disembowel that
character. It leaves the castle as soon as
Sasha falls.

CE LESTIA L D IR E LION CR 7
HP 60 __..,--;-;--:-..,--_~--:---,---;--:-----;_
NG Large magical beast (augmen ted animal , extraplanar)
Init +2; Senses darkvisicn 60 ft .• low-light vision , scent;

Listen +7, Spot +7

AC 15, to uch 11, flat-footed 13
HD 8; DR 5/ magic
Resist acid 10, cold 10, electricity 10
Fort +9, Ref +8, Will +7

Speed 40 ft. (8 squares)
Melee 2 claws each +13 (ld6+7) and

bite +7 (ld8+J)
Space 10 ft .: Reach 5 ft .
Base Atk +6; Grp +17
Atk Options im proved grab, pounce, rake ld6+3. smite evil

Abilities Str 25, Dex 15, Con 17, Int 2, Wis 12. Cha 10
Fea ts Alertness , Run, Weapon Focus (claw)
Skills Hide +2*, Listen +7, Move Silently +5*, Spot +7

Improved Grab (Ex) To use th is ability, a dire lion must hit
with its bite attack. It can then attempt to start a grapple
as a free action without provoking an attack of ·
opportunity. If it wins the grapple check, it establishes a
hold and can rake .

Pounce (Ex) If a d ire Han charges . it can make a full attack,
including two rake attacks.

Rake (Ex) Attack bo nus +12 melee, damage 1d6+3 .
Skills Dire lions have a +4 racia l bo nus on Hide and Move

Silently checks. *In areas of tall grass or heavy
undergrowth , the Hide bonus improves to +8.

Smite EvillSu) Once pe r day a ce les tial dire lion can make a
nor mal me lee attack to deal an extra 8 points of damage
against an evil foe.

TWnc.IL I'LlI' DET,IILS
Det 'l i l ~ on till: t.ll·tkdlllldP are Jt.'~cribt,J (,clln\·.

Sl'l' ret Duor:Thl' secret door in C rypt 20 rt'411iTl'~ d DC 28
~"ar(''' d1l''':~ to find. Sa"h.t U:'t"1' tho.' secret J.>.'r to quit>t1 y uxit
Iwr crypt if ~h.· b.·licw!' h'mb robbt'T" art' d<lSin~ in 011 her.

LHlllill~ (KS7) : A landin..::' ro.r...·t d01lm a ,;:rolnd st.air i~

bi",·dt.·J by a curtain o f bille li~ht. Tho.' li~ht is "u~p"ndt.'J b.,
twe n two 30-fo<,'I-tolll bronze statues holJinlo1 ~r.'lH'; .•\\••re
,,It''r~ .tre dimly vii'ibl.· bt..yond th.. curtain.

All creatures that pas s the curtain and. are not lao;o,·ful.-:o"J
are leleporlt·J ba,-k to the top of th", i'tair~ west ,.f th .. curtain.

LoIo;o,flll ~ood creatures can dc"ct'nd into th." ".fely l,f
area KSS.



also gain one negative level), ray ofexhaustion (+8
ranged to uch, DC 18)

2nd-blindness/deafness (DC 17),false lijeJog claud,
scorching ray (+8 ranged touch), see invisibility,
spectral hand

1st- chill touch (+9 melee touch , DC 16), expeditious
retreat, mage armor (2), magic missile, ray of
enfeeblement (+8 ranged touch) , true strike

a-detect magic (2), ghost sound (DC 15), message,
touch offatigue (+9 melee touch , DC 15)

Fast Healing (EX) If reduced to 0 hp, Strahd assumes
gaseous form and heads towa rd his crypt (K86).
Additional damage while in this form has no effect.

Energy Drain (Su) Livi ng creatures hit by Strahd's slam
attack gain two negative levels, losing 10 hit po ints and
taking a - 2 penalty on skill checks, ability checks , saving
th rows, and effective level. At the same time, Strahd
ga ins 10 temporary hit points and a +2 bon us on skill
checks , ability checks , attack rolls, and sa ving throws
for 1 hour.

Blood Drain (Ex) Strahd can suck blood from a living victim
with his fangs by mak ing a successful grapple check. If
he pins the foe , he drains blood, dealing ld4 points of
Constitution drain each round the pin is maintained. On
each such successful attack, Strah d gains 5 temporary
hit po ints .

Dom inate (Su) Strahd ca n crush an opponent's will just by
loo king into his or her eyes . This is similar to a gaze
attack with a range of 30 feet , excep t that Strahd must
use a standard action and choose a Single ta rget-those
me rely looking at him are unaffected . Strahd's target
must succeed on a DC ~8 Will save or fall instantly
under Stra hd's influe nce as ifby a dominate person spell
(CL 12th).

question, in sult ,or e ntrea ty causes St rahd to ack nowledge
the PCs in any way.

The encounte r is triggered if the PCs ge t past the iron
bars or attack them in an y way. W he n th is occ u rs, read:

Thefigure raises his head, suddenly staringat you
with intense hatred as heopens hismouth to speak.

Abilities Str 18, Dex 16, Con - , Int 20, Wis 17, Cha 16
SQ create spawn

TACTICS
Srrahd becorn es enraged if ~e is.a rtacked here. He takes
risks he would no rmally ret rea t from, at leas t until th ings
beco me so despera te he's forced to flee .

Ifany player charac ters are sec re tly do minated by Strahd
or one ofStra hd's m inions , Strahd uses a free action to [ell
that cha rac te r, "Serve your M aster now! Kill these who
oppose me!" Otherwise Stra hd uses hi s fret." action to pro
claim, "Guard ian of the Tomb, protect my br other Sergei's

AC27, touch 15, flat-footed 24; Dodge
HD 10; Fas t heal ing 5; DR la/silver and magic
Immune mind-affecting, poiso n, sleep, paralys is , st unning ,

disease, death effects, critica l hits , nonlethal damage,
ability drain , energy dra in, damage to ability sco res,
fat igue , exhaustion

Resist acid 10, cold 10, electricity 10, fire 10, positive
energy 10, so nic 10; turn resistance +4; ring of
coun terspells (dispel magic), non detection

Fort +6, Ref +11, Will +13
Weakness sunlight , run ning water, wooden stake

Use this tactical rurcunter with the roo m entryon page' 125.

Speed 30 ft . (6 squares), spider climb 20 ft.
Melee s lam +9 (1d6+4 plus energy drain 2 levels)
Base Atk +5; Grp +9
Atk Options Combat Reflexes
Special Actions alte rnate form , blood drain (ld4 Can per

roun d), children of the night , dominate (30 ft ., Will
DC 18), gaseous form

Wizard Spells Prepared (CL 10th; pro hibited schools
abju ration and illusion) :
5th-cloudkill (DC 20)Jell draining lightning bolt (DC 18:

creatures that take damage also gain one negative
level), mindfag (DC 20). waves offatigue

4th-dimens ion door, enervation (+8 ranged touch),fear
(DC .19) , enervated scorching ray (+8 ranged touch ,
+50% damage to living creatures, half damage to
unliving), saying (DC 19)

lrd-deep slumber (DC 18). jireball (DC 18). hasteJell
draining magic missile (creatures that take damage

Encounter Level 15

Strahd ignores th e pe s, continuing to mourn for ano ther
hour before using dimclIsion door to travel to area K15. No

Use thi s encou nter if th e Fortunes of Ravenloft ind icate
an encounter with Srrahd occurs in Sergei's lomb. If th is
tomb is used as tact ical encounter, Srrahd (5) is here. O ne
of the stat ues is a "Guardian of the Tomb,"a stone giant (G)
in stasis, ready to awaken at St rahd's comma nd.

When the pes reach th e entryway, provide the read-
aloud from page 125 and then read:

An imposing figure draped in a black cape lined
with red velvet half-sprawls across the white
marble slab. He appears to be weeping.

COUNT STRAHD YON ZAROVICH CR 15
(See page 6 for Strahd's full statistics)
HP 65 _

Male vampi re (human) necromancer 10
LE Medium undead (augmented humanoid)
Init +7; Senses darkvision 60 ft .; Listen +13, Spot +13
Langu ages Common, Draconic, Elven, Giant, Infernal



STONE GIANT CR 8
HP 119 --:---:-:--;-:- _
N Large giant (earth)
Init +2; Senses darkvislon 60 ft ., low-light vision; Listen +1.

Spot +12
languages Common . Giant

AC 25, touch 11. flat-foo ted 23
HD 14
Fort +13, Ref +6, Will +7

Speed 30 ft. (6 squares]
Melee greatcl ub +17/+12 (2d8 +12)
Space 10 ft.; Reach 10 ft .
Base Atk +10; Crp +22
Atk Op tions Com bat Reflexes , Power Attack
Special Actions rock throwing

Abilities St r 27, Dex 15, Con 19, Int 10 , Wis 12, Cha 11
SQ rock catch ing
Feat s Combat Reflexes , Iron Will, Point Blan k Shot, Power

Attack, Precise Shot
Skills Climb +11, Hid e +6*. Ju m p +11, Spot +12

Rock Throwi ng (Ex) The range inc rement is 180 feet fo r a
stone giant's thrown rocks. It uses both hands when
throw ing a rock. There are no rocks to throw here in the
tomb. and it won't pick up the slab on which Sergei 's
coffin rests to throw it .

Rock Catching (Ex) A sto ne giant gains a +4 racial bonus on
its Reflex save when attem pting to catch a thrown rock.

place offina l rest!" The giant awakens from stasis on the fc l
lowing round.

Stra hd then uses a standard action to att empt to dominate
one new Pc. If th e PCs are protected agai ns t evil, he casts
clOlhlkiJI. Th en he moves out ofsight to the east or west side
of th e tomb.

In the second round, th e giant leaves stasis and acts im me
diately. If Strahd didn't summon it forth last rou nd, he uses
hi s free act ion this round to command it into action. Then
he moves into pos ition to cast lightltlg boli.

In the th ird and subse quent roun ds , if St rahd has taken
dam age that equals half or more of h is hit po in ts, he uses
tlimcn5io'l door ro reach area K15. Otherwise he stays here and
fights until such tim e as he has taken that mu ch da mage.

AFTER THE BATTLE
If the PCs de feat Strahd by chasing him away, they are free
to investigate the contents of the coffin. If they defeat Strahd
by ult im ately destroying h im, refer to the conclusion of th is·z. adventure (though pes might stil l be in terested in exploring
ot he r po rt ions of the castle).
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Encou n ter Level 15

UsethIS tachCtJ I encounler uoJlh the room entry on page. 126.

Use th is encounter if the Fortun es of Ravenl ofr in d icate
an enco unter with Strahd occurs in Srrahds tomb, or if
St rahd's corporea l form has been des troyed and his body
is refor mi ng in hi s coffin .

If this locat ion is use d as a tact ical encounter, Strahd ($)
is here . A special guardian keyed to protec t Strahd sta nds
in the central alcove on the south wall- a curse-scribed
gole m (C). l f Strahd is no t here, th e curse-scribed golem
does n't move unless attacked.

THE ENCOUNTER .
To reach St rahd's rom b, the PCs mu st firs t ge t past the
t rap at the top of the stair s. I f a PC steps into any of the

COUNT STRAHD VON ZAROVICH CR 15
(See page 6 for Strahd' s full statistics)
HP65 __--,.... _

Male vamp ire (human) necromance r 10
LE Medium undead (augmented huma noid)
Init +7; Senses darkviston 60 ft.: Listen +13, Spot +13
languages Common, Dracon ic, Elven. Giant, Infernal

AC 27, touch 15, flat-footed 24; Dodge
HD 10; Fast healing 5; OR 10/silver and mag ic
Immune mind -affecting . poison, sleep, paralysis , st unn ing,

disea se, death effects, critical hits , nonlethal damage,
ability dra in, energy dra in, damage to ab ility scores ,
fatigue, exhaustion

Resist acid 10, cold 10, electricity 10, fire 10, positive
energy 10. sonic 10; turn resistance +4; ring of
counters pells (d ispel mag ic), nondetect ion

Fort +6, Ref+11 , Will +13
Weakness sunlight, runn ing water, wooden stake

Speed 30 ft . (6 squares) , sp ider climb 20 ft.
Melee slam +9 (ld6+4 plus energy dra in 2 /evels)
Base Atk +5; Grp +9
Atk Options Combat Reflexes
Special Actions alternat e form. blood drain (ld4 Con per

round). children of the night , dominate (30 ft.. Will
DC 18), gaseous form

Wizard Spells Prepared (CL 10th ; proh ibited schools
abjuration and illusion):
Sth-c1oudk m (DC 20)Jell dro;n;ng IIghtn;ng bolt (DC 18;

creatures that take damage also gain one negati ve
level), m ind fog (DC 20), wcves off atigue

4th-dimension door. enervat ion (+8 ranged tou ch),
f ear (DC 19). enervated scorching ray (+8 ranged
touch, +50% damage to living creatures, half damage
to unliving), scrying (DC 19)

Jrd-deep slumber (DC 18),flreboll (DC 18), hosteJell
draining magic missile (creatures that take damage
also gain one negative level), roy ofexhaustion
(+8 ranged touch, DC 18)

squares mar ked wi t h 3 sku ll icon, that PC immediately
switches places with a wight from area Crypt 14 (pages
188-1 89).

Transposition Trap: CR to; mag ical (St rong conjura
t ion;CL I5 th); location tri gger;automatic reset; DC 20 Will
save avoids; tr an sposes (by teleportatl on) living flesh with
undead flesh in Crypt 14(see fu ll exp lanation on page 122);
multi ple targets (anyone who en ter s the trapped areas},
Search DC 25 to find ; this trap can't be disabled.

If the Fortunes of Ravenloft indicate that the Pes
encounter St rahd in this location , the vampire is resting
in his coffin. He waits un til the PCs open his coffin to
surprise th em and arrack.

If th e pe s reach this location wh ile Srrahd is helpless
and regen erating, the vampire can only offer to make adeal
for his cont inued exis tence. He promises any th ing, offers
everything, to convince the PCs to leave him alone.

2nd-blindness/deafness (DC 17),Ja lse fife, f og cloud,
scorching ray (+8 ranged tou ch), see invisibility.
spectral hand

1st-chill touch (+9 melee touch , DC 16), exped itious
retreat , mage armor (2), magic m issile, ray of
enfeeblement (+8 ranged to uch), true strike

O-detect magic (2), ghost sound (DC 15). m essage,
tou ch offatigue (+9 melee tou ch, DC 15)

Abilities Str 18, Dex 16. Con -. Int 20. Wis 17, Cha 16
SQ create spawn

Fast Healing (Ex) If reduced to 0 hp . Strahd assumes
gase ou s form and head s toward his crypt (K86).
Additional damage while in th is form has no effect.

Energy Drain (Su) Li ving creatures hit by Strahd's slam
att ack gain two negative levels. losing 10 hit points and
tak ing a - 2 pena lty on skill checks, ability checks . saving
thro ws, and effect ive level. At the same time, Strahd
gains 10 temporary hit points and a +2 bonus on skill
check s, ability checks . attack rolls. and saving throws
for 1 hour,

Blood Drain (Ex) Strahd can suck blood from a living victim
with his fangs by making a successful grapple check. If
he pins the foe, he drains blood, dealing 1d4 points of
Constitution drain each round the pin is maintained . On
each suc h success ful attack, Strahd gains 5 tempora ry
hit points .

Dominate (Su) Strahd can crush an opponent 's will just by
looking into his o r her eyes. This is similar to a gaze
attack with a range of 30 feet . except that Strahd must
use a standard act ion and choose a single target-those
merel y looking at him are unaffected. Strahd's target
must succeed on a DC 18 Will save or fall instantly
under Strahd's influence as if by a dominate person spell
(CL 12th ).



AFTER THE BATTLE
If th e PCs defeat St rahd by chasing hi m away, they are free
to invest igate the conte nt s of the coffin. (The curse-scr ibed
gole m must also be defeared.) If they defeat St rahd by
ultimately dest roying h im, refer to the conclusion of thi s
adven ture (though PCs might st ill be in terested in exploring
other portions of the castle).

CURSE-SCR IBED GDLEM CR 11
HP 107 _

N l arge construct
Init ·1; Senses darkvision 60 ft. ,low-light visio n; Listen +0,

Spot +0

AC 26. touch 8, flat-foot ed 26
HD 14; DR lO/adamantine
Immune magic. m ind-affect ing, po ison , sleep. paralys is,

s tunning, d isease, death effects. necromancy effects .
critical hits , nonlethal damage. ability damage , ability
drain, fat igue. exhaustion. energy drain

Fort +4, Ref +3. Will +4
Weakness transmute rock to mud. stone to fles h

Speed 20 ft. (4 squares)
Melee 2 slams +18 (2dlO+9)
Space 10 ft.; Reach 10 ft.
Base Atk +10; Grp +23
Atk Options accursed str ike

Abilities Str 29, Dex 9, Con -, Int - , Wis 11, Cha 1
SQ im muni ty to mag ic
Feats -
Skills -

Accursed Strike (Su) A curse-sc ribed golem ca n use a bestow
curse effect as part of an att ack action once every 2
rounds . The target must succeed on a DC 17 Will save to
negate . Those affected have a 50% chance to act normally
each turn; otherwise, they take no action. The save DC is
Consti tution-based.

Immun ity to Magic (Ex) A curse-scribed golem is immune to
any spell or spell-like ability that allow spell resistance. In
addition, certain spells and effects funct ion differently
against the creature, as noted below.

A transmu te rock to mud spell slows the golem (as the
slow spell) for 2d6 rou nds.

A stone to flesh spell does not actually change the
golem 's structure but negates its damage reduction and
immunity to magic for 1 full round .

FIRST VIEW
Jfpc s open the black coffin and see St rahd, read :

An imposi"g ma" lies lVlthi" the black
coffi", dressed in noblefi"ery, lV.th a
black cal'e lmed i" red velvet. HIS eyes
.mmediately pop open, a"d a hellish
sneer twists hisexpression.

TACTICS
If he can, Stra hd att acks the PCs wi th
everyth ing he has. He shows no mercy. On
the other hand , if the PCs approach whi le
Strahd is helpless, the vampire pleads for
his existence, offering wealth, secret s,
his service for a year - any th ing. He can
renege later.

Th e golem emerges to defend Strahd
as soon as th e PCs ope n the coffin. O th
erwise, it rem ains inactive un t il the PCs
attac k it.

.,
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Abilities Str 25, Dex 15, Con -, Int 20, Wis 17, Cha 16
SQ create spawn
Feats Alertness" Combat Casti ng (or Touch ofTaint),

Combat Reflexes", Dodge", Enervate Spell't", Fell
Draint B, Improved Energy Drain'], Improved Init iative",
Lightning Reflexes". Positive Energy Resistance'],
Scribe Scroll", Spe ll Drain'].

Skills Bluff +17, Co ncen tratio n +16, Diplomacy +7. Disguise
+3 (+13 to disguise as dire wolf), Hide +8, Int imidate
+11, Knowledge (arcana) +18, Knowledge (religion) +18,
Listen +13, Move Silently +16, Searc h +13, Sense Motive
+17, Spellcraft +20, Spot +13

Altern ate Form In his dire wolfform, Strahd ca nno t cast
spells , and he loses access to his dominate and blood
drain abilities,

AC 20, touch 11 , flat-foote d 18; Dodge
HD 10; Fast healing 5; DR 10/silver and magic
Immune mind-affecti ng. poison, sleep , paralys is ,

stunning, disease , death effec ts, crit ical hits , non lethal
damage , ability d rain, energy drain, damage to ab ility
sco res, fatigue-exha ustion

Resist acid 10, co ld 10, elect ricity 10, fire 10, positive
energy 10, sonic 10; tu rn resistance +4; nondetection

Fort +3, Ref+7, Will+10
Weakness sun light , run ning water, wooden stake
Speed 50 ft. (8 squares), spider climb 20 ft.
Melee bite +11 (1d8+10 plus trip, energy drain 2 levels)
Base Atk +5; Grp +12
Atk Options Combat Reflexes
Special Act ions alternate form , children of the night,

gaseous form

Round 4: Strahd uses dimensioll door to teleport to Kt5
and ou t of th e conflic t.

Th e vam pire spawn become corporeal and attack the
pe s. Their first Vtiodt" is to Vtotect Srrahd. Thus , they
int ercede in attacks meant for St rahd an d block the ?Cs
wh o atte mpt to chase Strahd in his dire wolffarm if Stri hd
runs. They follo w th e PCs and attack th em until th ey'are
dest royed .

The wr aith ri ses fro m th e floor to attack [he PCs. It isn't
necessarily helping Stra hd so much as it is attacking any
living crea tures th at have ente red th e rorn b. It does not
chase th e PCs if th ey leave th e area.

COUNT STRAHD (DIRE WOLF FORM) CR 15
(See page 6 for Strahd's full statistics)

HP 65 --,----:;----:-- - -----:c-::-- - -
Male vam pire (huma n) necroma ncer 10
LE Med ium undead (augmented humanoid)
Init +7; Sen ses darkvis lon 60 ft.: Listen +13, Spot +13

Encounter Level 15

Use titis tactical t't ICOutltcr with tIlt' room entry O ~ll'agc' 127.

Use this encoun ter if the Fortunes of Ravenloft indica te
an encounter wi th Strahd occurs in this lomb.

If this lomb is used as tactical encounter, Strahd (8)
is here in the form of a dire wolf. He is accompanied by
a contingent composed of two vampire spawn (V) and
a wraith (W). (Statistics for the wraith can be found on
page 188.) The spawn have followed St rahd into th e tomb
in gaseous form,and remai n discree tly incorporeal whi le
Stra hd rages. Likewise, the wraith is submerged in the
floor.

Read:

The 20-footwide, to-foot deep grand stair opens on
a tomb. A great slavering wolflike beast, as large as
a horse, howling andclaWing at thefloor, rages
here as if in the depths ofdespair. Great stained
glass windows filter dim light across the monstrous
beast, as well as across twoornate stonecoffins on
each side ofthe tomb.

TACTICS
Srrahd in his dire wolffo rm attacks the pe s according to
th e following plan.

Round 1:St rahd im media tely charges th e closest PC and
bit es.

Round 2: Strahd decides to separate th e fools from th e
chaff- he ru ns at h is full movemen t fro m th e tomb as
if afraid, tak ing advantage of th e blue cur tain transp ort
ing him an ext ra 10 feet up th e last set of stairs in to the
cataco mbs. He moves [0 th e north western portion,of.the
cataco mbs and wai ts, hoping to d raw at least one PC after
him and separat ing h im fro m th e ot he rs. •

Round 3:St rahd returns to h is normal form (see th e statis
tics on page 194) and waits for a lone PC. If presented with
a lone PC, he atte mpts to domina te th at PC if th e PC is not
vrotec.ted a~.\.nst evilro therwise he casts a cloudkill sVelL



VAMP IRE SPAW N (2) CR 4
HP 29 each
CE Medium undead
Init +6; Senses dark vision 60 ft., listen +11. Spot +11
Lan guag es Common

AC 15, touch 12, flat-footed 13
HD 4; Fast heal ing 2; DR 5fsi lver
Immune min d-affecting, poiso n, sleep, pa ralysis. s tunni ng,

disease. death effec ts. c rit ica l hits , non lethal damage ,
ab ility d rain. ene rgy dr a in, dama ge to physical a bility
scores, fatigue an d exha us tion

Res ist cold 10. elec tricity 10; turn res is tance +2
Fort +1. Ref +5, Will +5
Wea knesses see Vampire Cha racte ristics , page 8

Speed 30 ft . (6 squares), spider climb 20 Ft.
Melee slam +5 (ld6+4 plus energy drain 1 negative level)
Sase Atk +2; Crp +5
Atk Option s
Special Actions blood dr ain (ld4 Con per round). domination

(30 ft ., Will DC 14), gaseous form

Abilities St r 16, Dex 14, Con - , lnt 13, Wis 13, Ch a 14
Feats Alertness, Im proved Energy Dra in" , Improved Initiative ,

Lightni ng Reflexes . To ugh ness
*Feat descr ibed in Libris Mortis, Its effec ts are descr ibed
in the Energy Drain entry be low.

Skills Bluff +6. Climb +8. Diplom acy +4, Hide +10. Jump +8,
Listen +11 . Move Silen tly +10, Search +8, Sense Motive
+11. Spot +11

Fast Heal ing (Ex) If reduced to 0 hp in combat , a vampire
spawn automatically and immediately assumes gaseous
form and makes its way toward the catacombs (K84),
which it must reach withi n 2 hours o r be utterly
destroyed . Any additiona l damage it takes in gaseous
form has no effec t,
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Sp ider Climb (Ex) A vampire spawn can climb sheer surfaces
as though with a spiderclimb spell.

Energy Drain (Su) Living creatures hit bya vampire spawn's
slam attack gain two negative levels. losing 10 hit points
and taking a -2 penalty on skill checks. abil ity checks,
saving th rows, and effective level. At the same time. the
spawn gains 10 temporary hit points and a +2 bonus on
skill checks, abi lity checks . attack rolls . and saving throws
for 1 hour. (This bonus derives fro m its Improved Energy
Dra in feat, whic h is descr ibed in Libris Mortis.) lf the
victim is a spellcaster, she loses access to two spells as if
she had cas t her two hig hest. level. currently ava ilable
spells . See DMG 293 for more info rmation about energy
drain an d negative levels.

Blood Dra in (Ex) A vampire spawn can suck blood from a
living vict im with its fangs by making a successful grapple
check. Ifit pins the foe . it drains blood. dealing 1d4 points
of Constitution dra in each round the pin is maintained.
On each such successful attack. the spawn gains 5
temporary hit points that last for up to 1 hour. This ability
does not affect elementals. plants. or creatu res that lack a
Co ns titutio n score.

Dom inatio n (Su) A vam pire spawn ca n crush an o ppo nent's
will just by looking into his or he r eyes. This is simi lar to a
gaze at tack with a range of 30 feet. exce pt tha t th e spawn
m us t use a standard action and choose a single ta rget
those merely looking at him are unaffected. The vampire's
target must succeed on a DC 14 Will save or fall instantly
under the spawn 's influence as though by a dominate
person spell (CL 12th).

Caseous Form (Su) As a standard action, a vampire spawn
can assume gaseous form at will as the spell (CL 5th) , but
it can remain gaseous indefinitely and has a fly speed of
20 feet with perfect maneuverability, Its Armor Class in
gaseous form is 12, touch 12, fla t-footed 10.
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Encounter Level Variable

UseIIlI s tactical £'neowlfer Witll til£' room entry 011 pagt:' 127.

Use this encounter if the pes en ter the ancient sub
catacomb, a primitive temple infested bya colony ofgi ant
ants.

ENCOUNTER
When the en counter begins, seven giant soldi er ants (As)
and two giant worker ants (Aw) scurry throughout the
ruins of the primitive temple. These numbers can change
as more ants enter th e cha mbe r.The chamber also conta ins
a guardian idol, called a rogue eidolon (E), near the slab
and th e megalith . .

If the player characters set foot on the flooraf th e cavern,
read:

The placidly movinggiant ants jerk,and as if
suddenly electrified, and all simultaneously entera
mllrderolls,sumrmingfrcnzy.

TACTICS
Th e ants att ack th e pe s on th e firs t roun d in wh ich a PC
steps into the cha mber. On the following round, an addt
rtona l td-t-r so ld ier ants eme rge from th e hole in the floor
(southwest corner) to joi n th e attack. This co ntinues each
round until a total of20 soldier ants (including the orig inal
seven) have appeared.

Th e worker ants defend th em selves if attacked, but their
goa l is to esca pe down to the ne st under th e floor of th is
cha mber.

The rogue eidolon stands as if a statu e, unt il such time
as any ant or PC wanders acr oss th e slab it stands adjacen t
to. If this occurs, it begins atta cking all creatures in the
cave, start ing with creatu res (ant or PC) closes t to (rand
working outwa rd.

STONE SLAB
Th e SlabofSacrifice is ato-foor c-ube ofblack granite, partly
bur ied in the surrounding roc k. Th e po rti on emerging
from th e rock crea tes a daislike platform that ri ses 3 feet
above th e floor of [he chamber. Pictogram s run around
[he visible lip of th e slab.

ROGUE EIDOLON CR 9
HP85 _

CN Large construct
Init ; Sen ses dar kvis ion 60 ft.; Listen +1, Spot +1

AC 21, touch 9, na t-footed 21
HD 10; DR 5/magic a nd bludgeoni ng
Immune magic, mind-affecting, poison, sleep, paralysis,

stunning, disease, death effec ts, necromancy effects,
critical hits , non lethal damage, ability damage, ability
dr ain, fatigue, exhaus tion, e nergy dr ain

SR 19
Fort +3, Ref +3, Will +1

Speed 30 ft. (6 squares, can' t run)
Melee 2 slams +13 (2d8+7 plus confusion)
Space 10 ft .; Reach 10 ft .
Base Atk +7; Grp +18
Atk Options confusio n
Special Actions blood sp ray

Abilities 5tr 24, Dex 11, Con - , Int -, Wis 6, Cha 13

Confusion (Sp) Any creature st ruck by a rogue eidolo n
must make a DC 16 Will save or beco me confused for
10 rounds. The effect is ide ntical to that of the
confusion spell (PH 212). Caster level 10th. The save
DC is Charisma- based.

Blood Spray (Su) As a free action it can use once every 1d4
rounds, a rogue eidolon can spew a gout of th ick blood
from the seeping symbol at a single target within 30
feet. Any creature struck by the bloo d must make a
DC 15 Will save or be afflicted with a te rrible madness
tha t causes it to see all its friends as hated enemies.
An affected creatu re imme diately att acks its closest
ally, us ing the best tac tics and items at its disp osal,
including the use of spells. The blood mad ness lasts
2d4 rounds. Once a creature is affected, it cannot be
affected by the sa me rogue eidolon 's blood spray for
24 hours. The save DC is Charis ma-based.

Ifmagical ly tr anslated (no living creature uses th e language
of the picrogram s), the pic rogra ms read:

"Spill your life to the Blood God. The Blood God
repays total sacrifice."

This magical locati on is des cribed on page 220. ' ''.

AFTER THE BATTLE
If the PCs defeat or drive off the giant ants, and if they
defeat [he rogu e eido lon, th ey can freely experime nt with
the SlabofSacrifice if th ey so de sire .



GIANT ANTS, SOLDIER (7) CR 2
HPll
N Medium Ve rmin
Init +0; Senses dar kvision 60 ft.. scent; li sten +0. Spot +0

AC 17, tou ch 10. flat-footed 17
HD2
Immune mind -affecting
Fort +4, Ref +0. Will +1

Speed SO ft. (10 squares] . climb 20 ft.
Melee bite +3 (2d4+3)
Base Atk +1; Grp +3
Atk Options improved grab
Special Actions acid st ing
Abiliti es St r 14, Dex 10, Co n 13, Int -, Wis 13, Cha 11
Feats Track'
Skills Clim b +10

Acid Sting (Ex) A gian t soldie r ant has a sti nger and an acid
producing gland in its abdomen. If it successfu lly grabs an
o ppo nent . it can attempt to sting each round us ing its full
attack bonus. A hit with the sting attack deals l d4 +1
po ints of piercing damage and ld4 po ints of ac id damage.

Improved Grab (Ex) To use th is abilit y. a giant ant must hit
with its bite attack . A giant so ld ie r ant that wins the
en su ing grapple check establishes a hold and can sting.

Skills Giant ants have a ..4 racial bonus on Surv ival checks
when tracking by scent .
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GIANT ANTS, WORKER (2) CR 1
HP 9
N Medium vermi n
Init +0; Sen ses darkvision 60 ft ., scent; Listen +0, Spot +0

AC 17, touch 10, Flat-footed 17
HD 2
Immune mind-affecting
Fort +3, Ref +0. Will +0

Speed SO ft. (10 sq ua res), climb 20 ft.
Melee bite +1 (ld6)
Base Atk +1; Crp +1
Atk Options imp roved grab
Abilities Str 10, Dex 10, Can 10 , Int - , Wis 11, Cha 9
Feats Track'
Skills Climb +8

Improved Grab (Ex) To use th is ability, a giant ant must hit
with its bite attack .

Skills Giant ants have a +4 racia l bon us on Survival checks
when tracking by scent .

.". ..

a" ..·cnJ" all"t1wr 70 fe·e·t p."t
Crypt 2-1- to the "..cret room

"H area 1\:61.
Tunm, l in H unr: The =

f{wl-Ji.1m....t,,·r tunne·1 i .....,,
H-nti.lll" veet i..al. but i, -o

r"ll.:bl~: burro1l'<eJ throu:h
th ... st onc that a Dl- to
Climb .:h.....1 is ,"uf(ki"nl
to .l~.:eIlJ "r d",·.c"nJ tht."

tunn..·I. The tunn...1Jr"p" 30 fl'd
into a ctlmple-x of 3-f,.{.t-Ji,lflldt·r tunnt·l .. lI'o1t I...·ad e\l'ry

whi.:h WilY .1IHI arc fill d with a htl"tlt.· "f ~iJ.1l1 worker ant-

(100+) .wJ, ""JflWWhl·r , tb...· quee n an l .
If .1 dd""rlll i tll'J PC w..-re to llIap ,HIt d II tilt' tun n el, "Vl'r lh"

c ..iursc of ,1 .:ou"I...· of 1'1II~ Jay,;, I,l' or ,,; Iw W"llIJ ""n-ntllally dis~

cover an on I r.lncv tolh...· out"iJ c· worlJ, ".1I1W .500 f""d n••rth uf

the bM...· o] th ...· pill.H~tom·, cmons d junJ)I...· of b"uld ...'r" in lh~

t rve s ,

Ro",,"uc Ei(lol,,": Th i" 12-follt tdIIhuma IwiJ "tdt II,' i....·,)nl'J
,If purrli~h "ton... , but il~ hand" arc black d~ pitt.-h. \\"""o1thercJ
remnant. .,f h,.rn~ and \t.·"ti!Ziallimb" remain po1rtly vi"ibl ...·.ln
pla.:e of a fa.:e i" a primit ive pjc toceam tho1t i~ ,tained, a" if in
the pa..t it Icak e·J .001," redJish f1uiJ.

Thi, sf at ue 1I'<'a. "'·llIlhlwere-J millcnniol p.Ht by w'lf"hip"'r, of
the -81'>oJ God: o1nJ it y....t "its \'i~il owr thi":' 1.1":'t ...a.:reJ pia.:....
to the f,'r':l,Hell pnlt,,-Jt.·ity_



Ko/;'an Indirouicb,
Burgomaster of Barouia

LETTER F
Hail to tbee of migbt and valor:

I, a 100V!;' servant of the t01vnship of Berovia, send
honor 10 tbee. W e pleadfo r Ib)' sodesperately needed
assistance 1vitbi11 our com m unity.

The love of m)' lift, Ireena Ko!;'ana, has been
afflicted b)' all evil sodead/;' Ihal eve» tbe good people
of our toton cannot protect her. She languisbesfrom
her 1volwd al1d [ would have her saved from this
menace.

Tbere is much 1vealth in this com munity. I offtr
ali that migbl be bad 10 tbee and Ib)' ftl107Vs if thou
sbalt but answer my desperate plea.

Come quickl)',for her time is at hand.'All that I
bace sball be thine.'

LETTER G
Hail to thee of migbt and valor,'

I, the Burgomaster of Barocia, send you honor
witb despair.

},!) ' adopted da ugbter, tbefair Ireena, has been
these past l1igbts bitten by a creature calling its race
"1.,'amp)'r." Overfour centuries and more, he bas
drained Ibis la1/d oftbe lift-blood ofits people. N 07V,
my dear Ireena mffertfrom an unbo/;' 1VOll11d caused
by this vile beast. Tet [fear, too, tbat tbe creature has
some more cunning plal1 in mind. He bas become too
p07verfitl 10 be follgbl all)' IOI/ger.

So 1 sa)' to)'ou, gi'l.'e US upfo r dead and encircle

tbis land witb the 1varding s)'mbols of holiness. Let the
boiy ones call up on their power tbat tbe 7)e'Vil in our
land ma)' be contained 1vithin tbe 1valls of 1veeping
Barooia . Leave our sorrows to our gra't'es, and sa·ve
tbe w orldfrom Ibis evil f ate ofours.

T here is much w ealth entrapped in this com
munity Return fo r )'our rNvard after we are all
departed for a better lift.

Kol)'an Indirouicb,
Burgomaster of Baroei«

Kol)'an Indirouicb,
Burgomaster of Barovia

LETTER 0
Hail to tbee of might and valor:

I, a 100Viy servant of the tou/nship of Barouia, sefid

honor ta tbee. We plead for Ih)' sodesperately lleeded
assistance within our community.

Tbe legions of Hell itself are at our gatesl The
dead rise upfrom their grO'L'es and seek to drag us
d011111 1vitb tbeml N ot content to slaugbter /IS ;11 our
homes, they spread tbe taint of their horrible curse, so
that those the)' kill jo in their numbers!

There is milch 1veallh in Ibis community. I offer
all ihal mighl be bad 10 Ibee and Ih)' ftll07VS if tbou
shalt but asmeer m)' desperate plea.

Come quickJ;, for our tim e is at bOlld/ Alllbat I
have sbn" be tbinel

LETTER E
Hail 10 tbee ofmigbl and valor:

I, a /o'ru!y servant of the t071/1I5hip of Barooia, send
honor 10 tbee. W e pleadfor tby so desperatety needed
assistance 7vi/hin our com munity.

Our village is nestled in the STlal;, /) Woods, an
ancientfo rest tbat bas long la)' quiet 1vith the 1veight
of ages on its shoulders. But recent nigbts bave brougbt
the howls of -u/ohses to our ears, and tbe nigbt of tbe
lastf ull moon brougbt f ar worse out of thefo rest.
Enormous woh.:es attacked 1vitb unnatural Sa'l.'agery,
killing many ofus and leaving many more -u/ounded.

The love ofm)' lift, lreena KO/;'alla, was one of
those 1voll11ded, and [fearfor ber. Her inj ur)' refuses
our bealing remedies, and sbe languisbes abed.

There is mucb 1vealth in tbis community. [ offer
ali that migbl be bad 10 tbee and Ib)' ftll07VS if thou
shalt but answer my desperate plea.

Come quick!;·, for [ dread the rising of the next
full moon/ A ll tbat [ bave sball be thine.'

Kolyan Indirovicb,
Burgomaster of Barouia



he material in this appendix, in contrast
to the rest of the advent ure, is intended for
player consumption. As Dungeon Master,

you are encouraged to make feats, spells.and
prestige classes available to your players when
the y meet the prerequisites. This appendix

also contains new magic items, a new player organization
(the Ligh tbringers), and handouts for the different letters
that invoke the PCs in the adventure.

--.---:..,.,...-_....,.....-_..,.,...---,EEAIS
The following two feats originally appeared in Lthis
Mort is: Tlrr B(lok of Ul1Jeati. They are included here
because the knig ht of the raven prestige class gran ts
them as bonus feats, but they could be usefu l for
any characters adventur ing in Barovia and Castle
Ravenlofr.

ENDURING LIFE
You can ignore the effect of negative levels for a short
rime.
Benefit: Whenever you would gain a negative level,
youcan ignore the penalties and other ill effects asso-

ciated with that negative level for a number of minutes
equa l to your Cons titu tion bonus (if any). For example,

i f Tordek (Con 15) is struck by a wight. he gains one
negative level. However, he can ignore .the - I pen-

alty on attack rolls, saves, abili ty checks, and skill checks
associated with tha t negative level for 2 minutes, since his
Constitut ion bonus is +2. (If Tordek were a spell casrer. he
wou ld also avoid losing a spell slot for 2 minures.)

You also gain a +4 bonus on Fortitude saves to remove
negative levels.

LASTING LIFE
Youcan shed negative levels with an act ofwill .

Prerequisites: Endurance, Enduring Life.
Benefit: Once per round as a standard action , you can

attempt to remove a negative level from yourselfby attempl'
ing a Will save (DC 10 + 1/2 attacker's HD + attacker's Cha
modifier). [f the saving throw succeeds, the negative level
goesaway.You make a separate saving throw for each negative
level you have gained. If the savefails,you retain the negative
level. but you can try again next round to remove it.

"Th e nn'rtt IS"ot agod-it's a symbol. A symbolofVirtue, oflrght
In tIl l'11l1rhh'SS, of life alld1'Itaillym tht'f.ICf oftleat"'''

-Lady Vey Rallen. Knigh t of the Raven

Beforeevil descended on the land of Barovla. it was home to
an order of virtuous champions, the Knights of the Raven.
United un der the symbol of the raven, they set aside differ
ences of religion and political allegiance in their quest to



Class Skills (2 + Int modifier per level): Concentration, Gathe r Information, Knowledge (local), Knowledge (religion), Spot,
Survival.

TABLE A-l : THE KNIGHT OF THE RAVEN HIT DIE: 08
Base

Attack Fort Ref Will
level Bonus Save Save Save Special
1st +1 +2 +0 +2 Raven harr ier (harry), speak with ravens
2nd +2 +3 +0 +3 Smite undead 1/day
3rd +3 +3 +1 +3 Turn undead, Sun domain, raven harrier

(baffle)
4th +4 +4 +1 +4 Ligh t focus, smite undead 2/day
5th +5 +4 +1 +4 Raven harr ier (falte r), Enduring Life*
6th +6 +5 +2 +5 Smite undead 3/day
7th +7 +5 +2 +5 Raven harr ier (channel spell)
8th +8 +6 +2 +6 Lasting Life*, smite undead 4/day
9th +9 +6 +3 +6 Raven harr ier (sight link)
10th +10 +7 +3 +7 Burst of vitality, smite undead S/day
*New feats described on page 200.

+1 level of existing divine spellcas ting class
+1 level of existing divine spellcas ting class

+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class
+1 level of existing divine spellcasting class

Spellcasting

Spe llcasting:At each level above t st, you gain new spells
per day and an increase in caster level (and spells k nown, if
applicab le) as if you had also gained a level in a div ine spell
casting class to which you belonged before adding the prest ige
class level. You do not , however, gain any other benefit a
character of th at class would have gained. If you had more
than one divine spellcasting class before becoming a k night
of the raven, you must deci de ro which class to add each level
for th e purpose of de ter min ing spells per day, caster level.
and spells known.

Raven H arrier (Ex): At tst level, you call a celes tial raven
into your service. This crea ture aids you in combat by dis
tract ing foes, and it gai ns addit iona l abilities as you advance
in level. Irs statis tics are norm al for a raven (MAl 278) with
th e celest ial tem plate (MM 31), except as noted here . Your
raven 's h it poi nt total equals one-ha lf of your fu ll normal
hit point s. For the purpose of effec ts related to number of
Hi t Dice (including the benefits of th e celestial template),
use your HD total. The raven uses your base saving throw
bonuses plus its ability score mod ifiers (Fort +0, Ref +2,Will
+2). 1r has an Intell igence score of3.

The raven is incred ibly agile. It never provokes attacks of
opport unity for moving into an opponent's square or for leav
ing a th reatened area. If it is killed, a replacement appears at
th e next daw n. You suffer no specia l pen alties shou ld your
raven fall in bat tle.

Your raven harrier has the followi ng special abilities .
Hl1rry (Ex):As a swift act ion, you can command your raven

harri er to dist ract a single opponent within 30 feet of you.
The raven enters that opponent'sspace.The target must then
make a Will save (DC 10 + 1/2 your class level + your Cha
modi fier). If th e save fails, th at opponent takes a - 2 pena lty
to its AC for 1 rou nd .

Baffle (511): When you reach jrd level, you can command
your raven harr ier to prevent an opponent from taking
advantage of lapses in your defen ses. If ar the star r of your
opponent's turn the raven is in its space , th e opponent must
make a Will save (DC 10 + 1/2 your class level + your c ha
modifier). If the save fails, that oppo nent cannot make at tacks
of opportunity for 1 rou nd .

Faltcr (Su): At 5th level, you can command your raven har
rier to keep an opponent offba lance against enemies. If your

BECOMING A
KNIGHT OF THE RAVEN

Meeti ng the pre requisites to beco me a kn igh t of the raven
is no t difficu lt for a cleric, paladi n, or other divine spell 
caster. (Druid knigh ts are rare, though , because the features
of the prestige class do no t complement those of the druid
class.) However, in orde r to join the rem nants of the order, a
candidate must first learn of its existence and find another
member. Then he or she must pray overnight in the chape l
of RavenIoft within the castle (area K15), wherein still rests
the ancie nt IconofRavcnloft (see page 214). Dur ing the order's
heyday, the only dange rofthis vigil was that the kn ight might
fall asleep rather than prayi ng th roug h the nig ht. Now, there
are far more sign ificant dangers to body and soul wit hin the
walls of Castle Ravenlofr.

In the course of this adventure, PCscan encounter Sir Ur ik
(tactical encounter F on page 74) or the ghost of Lady Vey
Rallen (tactical encou nter K45 on page 146), bot h of whom
can induct interested cha racters into rhe pres tige class.

fight evil wherever ir appea red.They prospered for centuries
before the appearance ofStrahd in their land , bu t now th ey
are prac tically ext inc t. Despite th e order's fierce opposition
to the undead,one knigh t of the raven yet lingers as a beni gn
spirit in the halls of Casde Ravenlofr, wh ile rumors persist
in the village of Barovia tha t at least one knigh t still hides
in the Svalich Woods or the steep slopes of the Balinok
Mountains.

ENTRY REQUIREMENTS
Alignment : Any good.
Base Attack Bonus: +4.
Spellcast ing: Abi lity to cast l st-level divine spe lls.
Special: Must meet an existing knight on friendly terms
and then spend an overnight prayer vigil in the chapel of
Ravenloft.

CLASS FEATURES
Knights of the Raven are devote d to bat tli ng the un dead ,
and they gain a number of abilities [0 he lp them in th at
quest. They also have a u nique sort of ani mal compa nio n, a
celest ial raven tra ined to harry foes and interfere in comba t
to the knight's advantage.



raven occupies irs space, tha t opponem provokes attacks of
opportunity from threa tening foes even when it takes a 5
foot step. Your raven harrier automatically follows a target
that makes a c-foor step.

Chamltl Spill (Su):When you reach 7th level, you can chan
nel spells through your raven harrier,as long as you have line
of sight to it. Channeling a spell requires you to lengthen
its casting time: A spell that normally requires a free, move,
swift, or immediate action now takes a standard action , while
one that requires a standard action takes a full-round action.
Other spells remain unchanged. Achanneled spell is treated
as though the raven were the caster for the purpose of range .
Thus , you can channel a spell with a range of [Ouch through
the raven to cast the spell on a creature the raven touches.
If the target is not willing, the raven must hit with a melee
touch attack using its own attack bonus to successfully deliver
•he spell .

Sighl Litlk (Su):At 9th level,yougain the ability to see briefly
through your raven's eyes. Using this ability is a full -round
action, and you can see through the raven's eyes only for
the round in which you perform this action. At the end of
the round, you are fatigued . Youcan use this ability at will,
although if you use it while you are already fatigued , you
become exhausted. While seeing th rough your raven's eyes,
you can not see through your own eyes. Your raven can be at
any distance from you, but it must be on the same plane of
existence as you are.

Speak with Ravens (Su): You have the ability ro speak
with ravens, including raven familiars and your own raven
harrier. If a raven has an Intell igence above 2, you can com
municate with it as you would with a (rather st upid) human,
using a language you bo th share. If the raven has ani mal
int elligence (Jnt l or 2), you can communicate wit h it if you
were using the spt'ak witll Iltlirnals spe ll, though this abili ty
does not have a dur ation .

Sm ite Undead (Su): When you reach 2nd level, you gain
the ability to channel holy radiance into a sing le melee attack
against an undead creature. You add your Charisma bonus
(if any) to your attack roll and add your knight of the raven
class level to your damage roll. If you roll a natural 20 on
your smite attack, your bonus damage is doubled. This is not
a critical hit, and no confirmation roll is necessary.

You must declare that you are using your smite undead
ability before you make your attack roll ; if the attack misses
(or you attack a creature tha t is not actually undead), your
smi te is used for the day. If you use this ability against an
incorporeal undead creature but your attack fails due to its
incorporeality, you can reroll the miss chance once , raking
the bener result .

Forevery two levelsyou advance beyond znd . you gain one
additional daily use of this abili ty (2/day at 4th level, 3/day at
6th level, and so on).

Tu rn Undead (Su): At jrd level, you gain the ability to
turn undead as a cleric oftwo levels lower. If you can already
rum undead, add your effective cleric level from this class
for the purpose of turning to that from other classes.

Su n Dom ain: At Srd level, you gain access to the Sun
domain. If you have cleric levels and do not already have
access to the Sun domai n, you gain the domain's granted
power (greater turning once per day) and can choose domain

spells from the Sun spe ll list as well as from those of your
other domains. If you already have access to the Sun domain,
you can use its granted power twice per day.

Ifyou do not havecleric levels, then youcan use the granted
pmverof the Sun domain normally.Add the Sun domain'sspells
to your class'sspell list. Ifyou are a spontaneous caster such asa
favoredsoul or sorcerer, then youcan select a Sun domain spell
whenever you have the option to choose a new known spell.
Once you know the domain spell, you can cast it freely.

Light Focus: When you reach 4th level.you become adept
at casting spells with [he light descriptor. Any time you cast
such a spell, you can choose one of the following effects to
enhance the spell.

Double the radius of illumination, and treat the spell as
one level higher for the purpose of countering or dispel 
ling a spell with the darkness descriptor.
Increase its saving throv..• DC by 2.
Increase your effec tive caster level by one ; for example.a
daylight spell lasts an additional round. or a SIltlbt'am spell
deals an extra Id6 of damage to undead.
Endu ri ng Life: At 5th level, you gain Enduring Life (see

page 200) as a bonus feat.
Lasting Life:At8th level,yougain LastingLife(see page200)

as a bonus feat, even ifyou do not meet the prerequisites.
Burst of Vitality (Su): At 10th level, you gain the ability

to remove negative levels by cha nneli ng posi tive energy, As
a standard action, spend a turning attempt and make a turn
ing check. You can remove a number of negative levels from
yourse lf and allies within 30 feet equal to the maximum
Hit Dice of undead you could affect (PH 159). For example,
if you are a cleric 6/kn ight of the raven to (effective cleric
level 14th) and roll an 18 on your turn ing check. you could
affect undead with up to 16 Hit Dice. Thus, you can remove
up to sixteen negative levels from yourself and your allies,
distributed however you choose.

PLAYING A KNIGHT OF THE RAVEN
The knigh ts of the raven are a righ teous remnant-a tiny
number of holy champions in a land ruled by evil. The gift
of membe rship in the order is a great honor, and you should
treat it as one . You. Sir Urik .. and any companion who adopts
this class are all tha t remain of an order that once bravely
fought any evil tha t arose in Barovia. If you can survive long
enough to rid the land of Strahd forever, then you will have
that much more cause for pride . Don't hesitate to express that
pride,but never let itget in the way of your larger purpcse-c-tc
stay vigilant agains t evil .. and particularly against the undead,
wherever they might plague the land again .

Combat
Your raven harrier is a great asset in a fight , distracting your
foes and (at higher levels) channeling your power through
its Tiny form . You are primarily a melee combatant. armed
with smites as well as spells . Don't hesitate to wade right into
the front lines ofbattle.. sending your raven ahead ofyou to
disrupt your enemies' concentration.

Advancement
To become a knight of the raven, you had to meet one of the
two knights-one living.. one deathless-that still inhabit



the valleyofBarovia. Only after learning about the order from
them , then keeping a harrowing vigil in the chapel ofCasde
Ravenloft, did you become a full-fledged knig ht.

Asa result , you have lit tle access (0 train ing but must find
your own wayin the order. You might be responsible for forg
ing new traditions and growing its membership, particularly
if you wish (0 help Barovia recover from its centuries of
oppression unde r the vampire Strahd.

Resources
The Knights of the Raven have no resources you can draw
on,other than whatever members survive.Sir Urik gives you
all the help he possibly can, but he's jus t one man with his
own responsibilities- and not much wealth . You are on your
own, but with time and ingenuity, perhaps you can rebuild
the knights into an organization that does have resources to
share among its members.

T~ re ...·c"
s)"mbolius IIx lir.hl
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KNIGHTS OF
THE RAVEN
INTHE WORLD

"There is a crazy man who
tries to fig'" tfltm, you know.
Somt kitld of 'migllt, he SllYS.

Wtll, ht 's still alwt-that cer
lailllycounts for somethmg."

- Ismark the Lesser, acting
burgomaster of Barovia

As champions against evil
and the undead, the Knights
of the Raven have a clear role in
the world- or at least in Baro
via. PCs who adopt thi s pres tige
class have a solid reason to remain
in Barovia even after the death of Strahd: (0

help the valley rebuild and recover from centu-
ries under his iron-fisted rule. Count less spies and agents
of Strahd still survive , jockeyi ng for power in his absence.
Ismark, the old burgomas ter's son, might not be a strong
enough leader to usher the village into a new age of peace
and prosperity. In the days after Strahd, Barcvia needs the
Knights of the Raven as never before.

NPC React ion s
Most Barovians th ink that Sir Urik is crazy for daring to

fight against the evil th at is so prom inent in their lives.Still,
they admire the fact that he has been doing it for so long,
and that he is still alive. A PC who adopts the knight of the
raven prestige class is likely to have the same reaction-at
least unt il she manages to destroy Strahd.

At that poin t, all of Barovia's inhabitants con nect any
knight of the raven to that earth-shaki ng event. They regard
the knights as heroes,gree ting them with helpful atti tudes.
Meanwhile, the former servants of Strahd have marked the
knights as dangerous foes who threaten their rise to power.
Any evil creature in Barovia is automatically hostile to a
knight of the raven after Strahd's death .

Beyond Barovia, the order still has a vaguely positive repu
tation. Most people in the immediately surrounding area
are friendly to PCs who introduce themselves as knights
of the raven and explain that the order has emerged from
obscurity.

KNIGHTS OF THE RAVEN LO RE
Charac ters with ranks in Knowledge (nobility and royalty)
can research the knight s of the raven to learn more about
them. When a character makes asuccessful skill chec k, read
or paraphrase the following, including the information from
lower DCs.

DC 10: The Knights of the Raven were an ancient holy
orde r of knight protectors, but they're long gone now.

DC 15:The knights were dedicated to fighting the undead.
and they had celestia l ravens as companions.

DC 20: The Knights of the Raven were somethi ng like
paladins or clerics , devoted to the ideal of good itself as
symbolized by the raven. They believed that good could
flourish only in the face of great evil, when it stood against

that evil and fough t it.



DC 30: Sir Urik claims to be a knigh t of the raven , per
haps the last survivor, You can often find him around the
crossroads.

KNIGHTS OF THE RAVEN
IN THE GAME

The mecha nical prerequisites for this prestige class are inten
tionally easy to meet, to encourage one or more pes (0 adopt
the class over the course of this adventu re. Induction into the
orde r makes a good reward for a player who is immersed in
the setting an d invested in the party's success. The req uire
ment of keeping a vigil in th e castle's chape l provides further
advent ure opport unity for all the players.

Th e pres tige class is best suited to a cler ic or paladin. Play
ers who enjoy the role of th e noble knight an d ded icated
champion will enjoy this class . Its new take on an animal
companion (the raven harr ier) might inte rest those who often
play druids or rangers , or player s who don't normally have
the opportunity to enjoy the benefits ofsuch a crea tu re.

Sample Encounters
Two knights of the raven appear in th is adventure.The spirit
of lady Vey Rallen haunts the Hall of Heroes (K45) in Cast le
Ravenloft. whi le the sti ll-livi ng Sir Urtk might be encoun
tered near the crossroads southwest of the vil lage of Barovia
(area F). See those encounter ent ries for further information,
including these charac ters ' ga me statis tics .

Th e Ligh rbnngcrs are an expansive guild of undead hunter s
that readi ly hand s ou t charte r membersh ips (0 anyone wh o
want s to stamp ou t undead,Th e Lightbringers have no cen tra l
headqua rte rs. Genera lly affi liated good-aligned temples in
large cities set aside meeting rooms for th ose who sign the
guild's cha rter. Pelor's temples are bes t known for hosting
Llghrbringers-c-believers and nonbel ievers alike.

For more about guilds, see page 223 of DutT,geon ..\faster's
Guide II.

Sym bol: The Lighrbringers' symbol is a styli zed half-sun,
half-moon disc,

Cred o: "Suffer no false life ."

L1GHTBRINGERS
ENTRY REQUIREMENTS

Asa guild. the Lightbrl ngers organization requires a prospec
tive member to have at least ... ran ks in an associa ted skill.The
gui ld accepts all classes, so no minimum level require me nt
exis ts. Ent ry and an nua l dues are required, and the gu ild
imposes mini mum service,

Associated Cla sses: Any.
Associated Skills: Conce nt ration, Gathe r Inform ation,

Heal, Knowledge (h istory), Knowledge (local), Knowledge
(religion).

Dues: The ini tia tion fee is a one- time payment of 100 gp ,
donated to the affiliated temple housing the local Lighrbring
ers chapter. Annual dues are also 100 gp, but the real cos t of
membership is acommitme nt to destroy a min imum number
of undead each year. Each member sets his or her own limit,
and is accou ntable only to the local chapter .

L1GHTBRINGERS BENEFITS
All gui lds provide basic services to their members, including
food and lodgi ng, a 10%subsidy on the COSt ofbasic suppl ies
and guild-related services , emergency loans, and othe r aid,
Guild members gain a contact within the organization who
can help with specific tasks. For more about guild benefits,
see Guild Benefi ts on page 225 of Dungrou Master's Gludt' [L

In addition, the Ligh tbti ngers guild provide the following
benefns to members.

A guild member gains acces s to alte rnative class abilities
associated with the guild (see below). On join ing the Light
bringer s, a cha racter can choose to ret roac tively apply
Ligh rbr ing er alte rna t ive abilit ies to class levels he or she
has already gai ned. Th e gu ild doesn't requ ire th at the
member take any alte rna tive abili ties ; it merely offers the
optio n.
A guild member is guaranteed one free cast ing of restore
lion per week at an affiliated temple, as long as the condi
t ion requiring the spell was caused by undead.
Lighrbrtngers respect each other. A guild member receives
a +2 circumstance bonus on Diplomacy or Gather Informa
tion checks made while talking to a fellow Lightbringer.
A guild member who finds an undead enclave too tough
to handle alone can t ravel to the nearest affiliated temple
and pe tition the Lighrbringers for aid. Such a requ est
requires a DC 20 Diplomacy check , with a cumulative - 2
penalty for eac h previous call for aid that member has
made , O n a successfu l check, the member gai ns the aid of
one guild member wh ose level is equal to the petit ioner's
- 2 (minimu m 1St); determine the class ran domly.
Every gu ild member gains a useful con tact (see the example
below).
Guild members qua lify for the Acti ve Guild Member feat
described in th e sidebar and qu ali fy for its associa ted ben
efit. The guild doesn 't require that the member take the
feat; it merely offers th e op tion.
Favo re d in Guild Benefit: The guild further subsid izes

a member's purchase of equipment useful in combating
undead , including stakes, holy water, alchemical flares,
alchemical stakes, alchemical vampire repellent, silvered
weapons, and so on, This subsidy redu ces the usual cos t of
supplies by an additional 5% (maximu m 1,000 gp/year).

Sam ple Con tac t: Ashly n, sth-level paladin . As a co ntact
within the guild, Ashlyn is generally helpful. One time only,
she will accompa ny th e member on an adventure whose pri
mary purpose is hunti ng undead.

THE L1GHTBRINGERS IN THE WORLD
Th e Lightbri ngers provid e a ready-made oppo rtu n ity for
advent ure, Undead plague every light less corner of the world,
an d PC gui ld me mbers can always find rum ors ofsuch mon
sters to hunt down. (Having an annual quo ta also prov ides an
ongoing incent ive.) Alte rnat ively, th e gui ld mig ht hi re out
me mbers for specific missions to exte rminate undead. A PC
might even be the "backup" requested by another member
to fight a challenge too great to handle alone.

Structure: The Lightbrtngers are no t st rictly organized
and have no central offices. Rather, they exist as numerous
rovi ng groups. Each individual chapter has its "headquarters
at the temple offering the membership charter,consisting of
basic livi ng qua rters. The affilia ted temple can also prov ide



heali ng and othe r spellcasting services, as derailed in the
membership benefits.

Leadership: The diffu se nature of the organization means
that no central leadership exists. An ind ividual or group who
has signed the membership charter has complete authority
to manage its own respon sibil ities. Ind ividual members are
answerable only to themselves, th ough they report [0 th e
local chapter on progress toward their yearly goals.

Some Lightbringers, seeki ng a figu re ofauthority, t racked
down the original elf family that initiated the gui ld. The
orga niza tion accords the honorar y title "Lead ing Light" to
Merquo Lighrbringer. the great-grandfather of Auro's older
brother. Thi s title is purely a sign of respect. Merquo is an
active member of the guild, and certai nly inspires the othe rs,
though he'd never presume to give orders.

L1GHTBRINGERS LORE
Most people generally know somethi ng about the Light 
bringers or can guess , though few can claim comple te
knowledge,

Characters with ranks in Gathe r In formation , Knowledge
(h istory), Knowledge (local), or Knowledge (religion) can
research the Lightbtingers guild to learn more abou t them .
When a character makes a ski ll check, th e following lore
is revealed. includi ng the information from lower DCs. A
character wit h at least 5 ranks in one ofthe guild'sassociated
skills gets a +2 synergy bonus on thi s check.

DC Result
10 The Lightbringers are pledged to fight undead

wherever they exist, and to track it down if necessary.
15 Most largecities have temp les affiliated with the Light

bringers,
25 The Lightbringers Guild, as it was originally called,

was started in memoryof an elf child named Auro
Lightbringer. At the age of on ly fourteen years. she
was stolen away by ghouls and consumed. Her
siblings and others founded the lightbringers in an
oath ofvengeance.

35 Slight evidence exist s that Auro wasn't consumed by
the ghouls that stole her, but rather emb raced. The
slightest imtimation that the "patron saint" of the
l ightbringers might be a ghoul would rock the guild
to its core. Thus the leadership suppress this knowl
edge and hotly deny any such claim,

L1GHTBRINGER ALTERNATIVE CLASS
FEATURES

Alternative class features replace class featu res found in the
or iginal class description. If you have already reached or
passed the level at whic h you can take the feature , you can

NEW FEAT: FAVORED IN GUILD
You are an active and valued mem ber of your guild.

Prerequisites: Membership in a guild (including 2 ranks in
two of the guild's associated skills, and at least 1 rank in another
two of the guild's associated skills),

Benefit: As an act ive and necessary member of your guild,
select one of your guild's asso ciated skills. As long as you

use the retraining option described below to gain an alter
nat ive class feature in place of th e normal feature gained at
that level.

Lightbrtnger altern ative class abilities help members
improve in their quest to destroy all undead. However, any
charac ter interested in slaying und ead cou ld qualify forthese
alternative abili ties. even if the Light br ingers guild does not
exis t in your campaign. (In that case, rename them "hunter
alternative class abilities .")

Each set ofalterna tive class abilities present s variants for
selected standa rd classed based on th e concept of hunting
undead,The OM can add more Lightbringer alternativeclass
abilities (such as for a barbaria n or a figh ter) as desired. using
the ones presented here as guidelines.

A cha racter need not take all the alterna tive class abilities
provided for a class. For instance, a lighrbr inger paladin might
decide to take on ly the detect undead alternative classability
at tst level, ignoring those available at other levels.

The format for alterna tive class featu res is summarized
below.

Alternative Class Feature Name
A gen eral description of rhe ability and why you might want
to consider it.

Level: You can select the alterna tive class feature on ly at
th is level (un less you are using the retraining op tion).

Replaces: This line identifies the ability that you must
sacri fice to gain the alterna tive class feature.

Benefit: This sectio n describes the mech anical effects of
the new ability.

Class Feature Retraining
Retrain ing is adjusting a decision you made earlier in your
charac ter's career by selecti ng a d ifferent legal op tion . This
technique represents the charac ter's pract icing new talents
in lieu of hon ing older ones. In a way, the process is simi
lar to at taini ng a new level. In keepi ng with that concept,
the retrai ni ng option can be chosen only duri ng level
advance ment.

Each time your ch aracter attains a new level, you can
choose to retrain. Thi s decision must be implemented before
any bene fits of the newly attained level are applied. For
example, if a srb-level rogue wants to trade he r trap sense
feature for the penetra ting strike alterna tive class feature
(see page 20B), she can do so immedia tely upo n attaining 6th
level, before she gain s any of the benefits for that level (such
as addi tional hit points , skill poi nts, and so on).

Class feature retra ining allows you to swap out one charac
ter op tion at a given level for another.The character remain s

remain a mem berofthe guild, you gain a +2compe tence bonus
on all checks made with that skill.

An act ive guild member in the Ughtbringers also gains an
additional fringe benefit , as noted in the ligh tbringers organiza
tion descr iption .

Normal: In orde r to receive benefit s from a guild, you must
payyearly dues . You do not gain any guild fringe benefits.



basically the same, since his class levels haven't changed, but
he's now highlighting a different aspect of his class. Such
retrain ing also allows a character to adopt an alternative class
feature , such as those presented in this section .

To choose an alterna tive class feature, substitute it for one
class feature available at that level. The new feature must
represent a choice that you could have made at the same
level as you made the original choice. Also, the new ch oice
can't make any ofyour later choices illegal-though it might
automaticallychange class features acquired later if they are
based on the initial choice.

L1GHTBRINGER BARD
Bards who are most excited by the music of the dirge, the
fune ral march, or the requ iem are those most stronglydrawn
to be lighrbringers. The ligh tbringer bard brings hope and
courage to those oppressed by the depredationsof unltfe, and
he uses tricks, music, and magic to thwart the conspiracies
of undead masterminds.

Undead Bardie Knowledge
A lighrbrtnger bard has special interest in events , item s, and
persons that are important to undead. Your focused , careful
studies allow you to iden tify such creatures and effects com
monl y associated with them .

Level : ts t.
Replaces: If you select this class feature, you do no t gain

bard ic knowledge.
Benefit: You can tap into some of you r specialized knowl

edge of the undead, You make a check just as though using the
standard bardic knowledge ability, but your insights concern
on ly the undead. You gain a +5 circu mstance bonu s on this
check. You can attempt this check in addition to a Knowledge
(religion) check to learn about an undead creatu re or some
other bit of un dead lore, such as an item used to destroy a
legendary undead or a plague caused by undead.

Inspire Turning
You use your knowledge ofreligious hymns and div ine song
to lend greater energy to an ally's turn undead attempt.

Level : tsr .

VARIANT RULE: SUBSTITUTING
SUBSTITUTION LEVELS
Substitution levels are presented such that only characters
rolling up new characters or characters making the transit ion
to the required level are capable of taking a substitut ion level.
However, this restriction might only serve to ensure that the
useful class features in a given substitution level never see the
lightof day.

Optionally,the OM might decide to allow the character to pick
up a substitution level even after a character has already leveled
up beyond the requisite level. The OM can accomplish this in a
number of different ways. The guiding principle should be that
it not seem too Simple, lest it's value seem diminished to the
player.

One method is to require the player to undergo a class-ape
ciflc rite whose cost is equa l to the level to be substituted times
100, which lasts a numbe r of hours equal to the level to be sub-

Replaces: If you select th is class feature , you do not gain
the ins pire competence bardic music abilit y.

Benefit: You can expend one daily use of your bard tc
music to help an ally who attempts to turn unde ad (or destroy
undead, if a ligh tbringer cleric). The ally must be within 30
feet and able to see and hear you. You must also be able to see
the ally.The ally is treated as being two levels higher than his
actual level for the purpose of turning undead as long as he
or she continues to hear your performance.The effect lasts as
long as you concentrate, up to a maximum of 2 minutes. You
can't use inspire turning on yourself. Thi s is a supernatural.
mind-affect ing abili ty.

Repel Domination
Your stud y of the undead allows you to fort ify your mind
against their attacks.

Level : 6th .
Replaces: If you select this class feature, you do not gain

the suggestion bardic music ability.
Benefit: You gain a +2 bonus on saving throws against

mind-affecting spells or abilities from und ead creatu res.
Furthermore, whenever you succeed on such a saving throw,
the undead creature that produced the effect is shaken for
the remainder of the encounter,

L1GHTBRINGER CLERIC
Lightbr inger clerics are those clerics who focus first and
foremost on thei r ability to turn undead.They know that the
positiveene rgy they bring to bear against undead is the single
most importan t aspec t of their class.The negative energy of
undcath mus t be oppose d everywhere and always with the
positive energy of ligh t.

Destroy Undead
You can cha nne l positive energy to des troy undead
creatures.

Level: 1st.
Replaces: Turn undead.
Benefit: Instead of the cleric 's norm al abilit y to turn or

rebuke undead, a Iighrbringer cleric can channel positive
energy to destroy undead. Thus , a ligh tbringer cleri c con-

st ituted . For instance. if a bard wished to substitute his regular
3rd level class features for the inspire turn ing class features of
a lightbringer bard. she would pay 300 gold pieces and spend
3 hours undergoing a music-filled rite. Ifhe had more than one
substitution level he wanted to exchange at the same time, the
costs and time would be added together.

Alternatively, characters who join the lightbringers can
choose at the time of their acceptance into the organization to
retroact ively apply the effect of any lightbringer substitution
levels for class levels he or she has already gained.

Substitut ing back to the original class features shou ldn't be so
easy. or even possible at all. Ifthe OM does allowit, the charac
ter must at least wait until they've gained a new level, at which
point they can do a reverse rite to regain their original class
features (or substitute the features of some other substitution
level for 3rd level) .



Pos it ive Hea ling
By im part ing a port ion of the
d ivine energ ies he commands
in to an ally, th e lighrbringer
cleric sus tains his friend against
injuries.

Level: t st.
Repl ace s : One domain

gra nted power.
Benefit: A lightbringer cleric

can use one of his turn undead
uses for the day to internalize
the influx of positive energy
and so gai ns fast heali ng 2 for
5 rounds.This is a supernatural
abili ty.

True Daylight
Lightbringerclerics,

as befi ts their name,
are capable of chan

neling divine energy

~
in the form of pure
su nligh t.

Level : tst .
Repl ac es : One

)
dom ain granted power.
Benefit : A Iighrbrtnger

I cleric ca n use up one of his
turn un dead uses for theday

to empower adllylightspellhe
casts wi th pos itive energy.The

result ing daylight effect has a
sma ller radi ance radius and a

shorter, inconstant duratio n;
however, the daylight created

is the equivalent of daylight
for the purpose of its effect on
creatures that are damaged or
desrroyed by bright light (such
as vampi res).

The effec t created bythis abili
ty sheds tr ue dayligh t in a to-fox
rad ius and has a duration of Id4
rounds (roll to de termine each
time this abi lity is used).This is
an extrao rd inary ability.

Li,btb,.i",.".,. clerics ere . ",0"(, tIN
f.,.~aUSI frws of1« u"d~ad

tributes to th e destruct ion of
undead in a fashion that in
teracrs well with the other
characters in the party such
as the figh ter and wizard .
Lightbrlnger clerics want to
destroy u ndead; thus, they
despise seeing turned un
dead run away never seen
again. At ot he r rim es.
3 standard turn ing
effec r has no effec t
whatsoever, much to
the chagrin of th e ligh t-
br inge r cle ric. f1

Destroyi ng undead is 3: I ~
sta ndard actio n that deals
Id6 poi nts of da mage
pe r cleric level to
all undead wi th
in 30 feet of the
cleric. The affect
ed undead get a
Will save (DC 10+
cleric level+Cha mod
ifier) for half damage.

Undead wi th tu rn re
sistance can subt ract
t hat number from
the damagethat they
take from each turn
at tempt. Forexa mple,
a vampi re with turn
resis tance +4 ta kes 4
fewer poinrs of damage
each rime he rakes tu rning
damage.

When using this ability
against incorporeal creatures,
the ltghtbrtnger cleric does
not have ro roll a 50% miss
chance; tu rning hits them
automatically.

Destroy undead still
counts as turn undead for
rhe purpose of mee t ing
prerequis ites for feats, pres
tige classes, an d so for th. A
Itghrbrtnger cle ric ca n use
this ability the same number
of times per day tha t he could
rurn undea d. If a feat requ ires
the expe ndi ture ofone or more
uses of turn undead, it ins tead
consumes uses of th is ability.
Any ability that grants a bonus
to turning checks instead
grants an equal bonus to
this ability's save DC. This
is a supernatural ability.



UGHTBRI NGER PALADI N
Lightb ringer paladins are litt le di fferent fro m standa rd pala
dins. and share the same compassion to pursue good. the
will to uphold law, and the power to defeat evil. However,
the lightbrtnger paladin has made it her specia lization to
seek ou r and destroy undead, seeing them as the penult imate
manifesta tion ofevil in the world.

Detect Undead
Level: ts r.
Replaces: Detect evil.
Benefit : A ligh rbringer paladin can use this ability at will.

This is a divination effect similar to a defat tVII spell. except
that it finds undead on ly (of any alignment). Unlike with Jd«f
tvil, the ligh rbringer paladin doesn't need to concentrate to
know all relevant info rmation. At the moment the paladin
uses the ability, she knows if there are any undead within a
chosen eo-degree arc, knows the exact numbe r , and knows
their exact location. This abi lity is the equivalent of a znd
level spell. It is a spell-like ability.

Pelor's Blessing
A lighrbrtnger paladin exce ls at slaying the undead. When
he channe ls ene rgy to smite his foes, the powe r he summons
proves do ubly effect ive against the livi ng dead.

Level: 3rd .
Replaces: Divine health.
Benefit: A lighrb rtnger palad in who uses his smite evil

abili ty against undead gains an addit iona l +2 bonu s to the
attack roll and deals an ext ra 1 point of damage per two
paladin levels. For example, a t Srh-level llghrbrin ger paladi n
armed with a longsword wou ld deal 1ds +19 poi nts of dam age
when using her smite evil ability against an undead, plus an y
addi tiona l bonuses for high St reng th or magical effec ts tha t
would normally apply. This is an ext raordinary ability.

Wa rded Special Mount
The ligh rbringer paladin is a specia l, favored warrior oflight.
The gods pro tec t his specia l mount so th at the powers of
darkness cannot easi ly defeat him.

Level : 6th .
Replaces: One weekly use of remove Jistase.
Benefit : In addition to the standard qua lities of a special

mount, a ligh tbringer paladm's mount is immune to all dea th
spells, magical dea th effec ts, energy drain, and any negative
energy effects (such as fro m mflict spells or ,hill fOll(h).

L1GHTBRINGER ROGUE
While most rogues are loners from day one, the ligh tbringer
rogue has decided to throw in with others who share her fun
damental disgust and rancor toward undead.The lightbringer
rogue has taken extra trouble to research dusty tomes and
tombs to learn about undead habits, undead physiology, and
most importantly, undead weaknesses.The lightbringer rogue
desires to bring all undead to their pe nu ltimate ends.

Penetrating Strike
Creatures immune to sneak arrack reduction are a ba ne [0

rogues everywhere. Particularly in ancient tombs where
undead are common, rogues mu st rely on their wits to

su rvive. You have spe nt significant time studying this
problem and have learned ways to st rike ha rm even these
resilient oppone nts.

Level: 3rd.
Replaces: If you selec t this class feature, you do no t gain

trap sense.
Benefit : Whenever you flank a creature that is immune to

sneak attack damage, you still gain halfofyour sneak attack
dice as bonus damage. Note tha t this benefit does not extend
to creatures that ignore your sneak attack damage because you
canno t flank them. In addi tion, you still cannot gain sneak
attack damage against such foes if they are flat-footed . You
must flank a creature that is immune to sneak attack damage
in order to use this ability.

Undead hunters can choose from a number of alchemical
substances and tools [0 defend against their prey. Undead
creatures and their masters also have access to substances
that enhance their abilities.

Alchemical Flar e Bolt: The head of th is alchemically
prepared crossbow bolt contains a blend of phosphorus,
silver particles, garlic , and other alchemical substances
to ig ni te desiccated flesh . An alchemica l flare bo lt that
h its a corporea l u ndea d dea ls an ex tra Id6 points of fire
damage.

A livin g creature struck by a flare bolt lakes normal bolt
dam age wi th no ext ra fire damage.

Crafl (,t1, hemy) ch"k DC: 20.
Weighl: t lb. (10bolts).
Price: 150 gp (10 bol rs).
Alch emical Fla re Stakes: Treat th is alche mica lly pre

pared woode n stake as a dagger for th e pur pose ofprofic iency
with such a weapon. However, it is destroyed after one suc
cessfu l attack.

Like alche mica l flare bolts, alchemica l flare stakes con
rain a blend of phosphorus, silver pa rticles, garlic, and other
alchem ical subs tances to igni te desiccated flesh . An alchemi
cal flare stake that h its a corporeal undead deals an addi tional
1d6 points of fire damage and lodges within the crea ture's
body. Each embedded stake deals 1d6 points of fire damage
per round to the undead creature, which can remove all
embedded stakes as a standard action that provokes an attack
ofopportunity.

A living creature struck by a flare stake takes normal dagger
damage wit h no additional fire damage.

Craft (alchemy)ch"k DC: 20.
'X'"ghl: I lb. (10stakes).
Prue: 150 gp (10 stakes).
Alchemical Sun Fla sh: This sealed flask contains a blend

of alchemical ingredients tha t mimics sunlight when set
aflame, as well as phosphorus to ignite the mixture when
the flask is broken.

A flask ofalchemical sun flash can be thrown as a splash
weapon (PH 158). Treat this attack as a ranged touch attack
with a range increment of10feet. A direct hit deals Id6 points
of fire damage, and 1 point of splash damage to creatures in
adjace nt squares. In addition, the ignited mixture releases
a flash of bri lliance ak in to pure dayligh t for I second. The



This item isa modified version ofghostoll.which originally
appea red in Lrhns .Mortis.

Craft (tllchcmy) Check DC: 25.
Wtlght: 1 lb.
Price:500 gpo
Ip ecac: This syrupy alchemical concoc tion is derived

from the ipecacuanha plant . Ipecac is a powerful emetic that
can counter the effects of ingested poisons. The substance
is also useful for expell ing other unwanted objects from the
drinker's stomach.

Drinking a dose of ipecac induces immediate vomit
ing- the dr inker is nauseated for Id4 rounds. A character
who drinks a dose of ipecac within 1 minute of ingesting a
poison gets a +5 bonus on the second saving th row against
the effects of the poison.

A vial con tains 10 doses .
Craft (a lcllfnlY) c'lfck DC: 25.
Weight: - .
Price:50 gpo
l ich ba ne: Lichbane is a bone-white unguent dist illed

from holy water and laced wit h posi tive energy. It affects
only undead creatures.

Lichba ne is applied to a weapon like contact poison. An
undead creatu re struck by a treated weapon must succeed
on a DC 17 Forti tude saving throw or rake 1 point each of
permanent Intelligence drain, Wisdom drain, and Charisma
dra in.One minu te later, the undead creature must succeed on
a second DC 17 Fort itude saving throw er rake an additional
Id4 points each of Int elligence damage, Wisdom damage,and
Charis ma damage . This damage can not reduce any ability
score below 1.

Applying lichbane to a weapon of any size is a full-roun d
action th at provokes attacks ofopportu n ity.One flask oflich
bane contains enough of the substance to coat one weapon of
Medium size or smaller.A large weapon requires two flasks,
a Huge creature four flasks, aGargantuan weapon eight flasks,
and a Colossal weapon sixteen flasks.

Cmft (alchemy)Check DC: 25.
Weight: I lb.
Price:650 gpo
l iquid Night:This dark, sticky fluid provides a daylight

sensitive undead creatu re with temporary protec tion from
the sun's dead ly rays. It allows the creature to ignore any
vulnerabili ty to sunlight for a full hour. If subjected to a
spell or magical effect that would cause extra damage to an
undead crea ture that is vulnerable to sunlight, the creature
is treated as not having that vul nerability (hocvever, this also
burns away the liquid night , ending the protection agains t
either mundane or magical sun light). Liquid nigh t has a
di stinct musky odor of moon flower (one of its ingredient s).

Spreading liquid night over a creatu re'sbody requiresa full
round action. A single flask of the substance is suffic ient for
a single creature of Med ium size or smaller. A Largecreatu re
requires two flasks,a Huge creature four flasks, a Gargantuan
creature eigh t flasks, and a Colossal creature sixteen flasks.

Craft(alchemy)Check DC: 25 .
Weight: 1/ 2 lb.
Price: 150 gpo

flash illuminates a to-foot radius around the point of impact ;
it provides bright light to a distance of tOO feet.

Creatures wit h ligh t sens itivity, aversion to daylight , or
light blindness within the area of thc flash are dazzled for 1

round . Va mpires and creatu res that are powerless in sunlight
can take only single move actions or standard actions on their
next turn if they are caught in the flash.

Multiple flashes over subsequent rounds can prolong
these effects described. However, two successive flashes do
not destroy vampires as natural sunlight would, but merely
hold the m to sing le actions for 2 rounds.

Craft(alchemy)Check DC: 25 .
Wtlglll: 1 lb.
Price: 50 gpo
Alchemical Vampire Repellent: This vial resembles a

bottleof premiumcologne;however,it contains an alchemical
distillation of garlic essence, silver particles, and holy water.
As a standard action , a user sprays the contents of a vial over
himselfas though applying perfume. Ordinary vampires and
vampire spawn recoil from the user, exactly as they would
from a mirror or holy symboL Vampires must stay at least
5 feet away from th e user and cannot touch or make melee
attacks against him. The effect lasts to rounds.

If alchemical repellent is applied to an object, a vampire
cannot touch or handle that object for to rounds. The sub
stance can be sprayed into the air and is sufficient to repel a
vampire from a 5-foot-cube volume for 10 rounds.

A user can instead spray the con ten ts of a vial on a vam
pire as a standard action . The affected vampire takes a -2
circumstance penalty on attac k rolls and saving th rows for
10 round s.

Craft (alchemy)Check DC: 25.
Weight: - .
Price: 125gpo
Em balming Fi re: This bitter-smelling liquid must be

poured over a corpse and allowed to soak for ar least 1 minute
before the corpse is animated as a zombie . Once anima ted ,
if the zombie takes even a single point of damage, it bursts
into blue flame for 1 minute. Th is fire deals no damage to it,
but the zombie'satt acks during that tim e each deal an extra
Id6 point s of fire damage.

Spreading embalming fire over a creature's body requires
a full-round action . A sing le flask of the substance is suffi
cient for a single creature of Medium size or smaller. A Large
creatu re requires two flasks, a Huge creature [our flasks, a
Gargantuan creature eight flasks, and a Colossal crea ture
sixteen flasks.

Craft (alchemy)Check DC: 20.
Weigllt: 8 oz.
Price: 20 gpo
Ghost Touc h Oil:Thisclear oil has a slight tint ofgray,and

strange, wispy forms seem to swirl through it. When applied
to a weapon, ghost touch oil allows it to affect incorporeal
creatures normally for the next 1 minute.

Applying ghos t touch oil to a weapon ofany size is a full 
round action that provokes attacks of opportunity. One
flask of ghost touch oil con tains enough liquid to coat one
weapon of Medium size or smaller. A Large weapon requires
two flasks, a Huge creature four flasks, a Gargantuan weapon
eight flasks, and a Colossal weapon sixteen flasks.



______illW SeElL
DAMNING DARKNESS

Evocation [Darkness, Evil)
Level: Cleric 4, Darkness 4, sorcerer/wiza rd 4
Co m ponen ts: V, M/DF
Cast ing Time: I standard action
Range:Touch
Target : Object touched
Duration: to minutes/level (D)
Savin g Throw: None
Spe ll Resistance: 1':0

light dliS, andfVII blossoms in the tenehrons 'Ifllrl ofrlOthing.

This spell is similar to Jarb1fss (PH 217), except that those
within its area also take damage. Creatures ofgood alignment
take 2d6 points ofdamage per round while in the spell's area,
and creatures that are neither good nor evil take ids poi nts of
damage per round . Likedarkntss. the areaof dammngllarblfss
has a radius 0£20 feet. If the spell is cast on a small object , its
effect (including damage) can be blocked byconcealing the
object within a lightproofcoveri ng.

Damning Ilarbuss cou nters or dispels any ligh t spell of
equa l or lower spell level.

ArmITr Mllirria! Component: A dollop of pitch with a tiny
needle hidden inside it.

c haracters migh t obtain a suit of unusual armor by van
quishing the Necro mancer (see tactical encou nte r K78 on
page 178).

VAMPIRE HIDE
Vampire hidr gra nts its wearer the physical pro tection of
magic studded leather as \....ell as the damage resistance pos
sessed by vampires.

Description: Prepared from a single layer of tan ned vam
pire skin, this looks like studded leather armor whose st uds
resemble sharp incisor teeth. Necromantic residue remaining
in the vamplTf' Ilitii keeps the armor pliant and responsive.

Lore:Characters can learn the following information about
Vilmplrr hidi by making Knowledge (arcana) or Knowledge
(religion) checks at the appropriate DCs, as listed below.

DC 18 (arcana): Vampirt Illdi is a form ofcorporeal undead
armor (Llbm A·fortis 76), which is magically crafted from the
essence of various types of undead. Such armor possesst>s
special qualities, such as damage reduc tion or more exotic
abilities, depending on the type of undead creature from
which it was crafted.

DC IS (rtl ,glDn); Necromantic residue of the undead from
which the armor was crafted remains present in the armor.
Hov..'ever, not enough residue remains for the armor to be
treated as an actual undead creature (so, for ins tance , undead
armor can 't be turned).

Act ivation: The armor continually grams its benefi ts
to its wearer while worn. Anyone can wear undead armor,
although those with the appropriate armor proficiency gain
the most benefit .

Effect: In addition to providi ng the protective quali ties
of +3 stutldrJ leallur, a suit of ViHuplre luJt' gra nts the wearer
damage reduc tion 5/silver and magic.

Aura/ Caster Level: Strong necromancy; CL i zrh .
Con struct ion: Craft Magic Arms and Armor. caster level

12th, Knowledge (religion) 5 ranks, 'rrale U'IJilhl, 8,000 gpo
64-0 XP, 16days.

We igh.: 20 lb.
Price: 63,325 gpo

One of the legendary items that can defeat Strahd. the Sun
suord ltes hidden somewhere in Barovia.

SUNSWORD
This legendary blade. when whole , is (he bane of undead
especially vampires.

Description: The SunsH'ord is a magic bastard sword
whose blade is a crystalline form ofglassteel, while the hilt
and guard are forged of platinum. The blade glows with a
dim blue light un til ir is brought wtrhtn 30 feet of undead,
increasing its radiance to a brilliant sapphire.

The weapon's blade and hilt were sundered long ago. While
separa ted from its hilt, the blade of the Sunsll'orJ resembles
;10 ord inary longsword.

Lore: Characters can learn the following informa tion about
th e Sunswcrdby making Gathe r Information or Knowledge
(history) checks at the appropriate DCs, as listed below.

DC 15 (lnstory): The SlHlSH'Orti is a unique form of the sun
hlad,' whose powers are un locked th rough a specia l bond ing
ritual. In later cent uries, more costly and powerful SIItl blades
were created tha t need nor be bonded to the wielder.

DC 18 (lristory) or Gather Infon ulllion: Ages ago, Strahd
employed a powerful wizard to des troy the SutlSll'onl. The
process involved separating th e hi lr and th e blade, which
were to be destroyed simu ltaneously. However, before rhe
second step cou ld be completed, the wizard 's assistant stole
the blade and attempted to flee from Barovia.The assistant's
body was later found in the woods , bu t nor the blade.

DC10 (history): Since the assistan t's treachery, Strahd
has lived in fear that the blade might be found. A special
ceremony is needed to fashion a new hilt . A character can
undertake the bonding ritual only after succeeding on this
check (and thus, those of lower DCs).

Activation: The effects of the unbonded weapon apply
whenever the blade is wielded. Its full benefits are available
only to a wielder who successfully completes the bonding
ritual.

Effect: The Sutlsword is a +1 btHtard sword that can be
wielded by someone who has proficiency with the short
sword . It appears to be a bastard sword . and deals damage
appropriate to (hat weapon . but can bewielded by a character
proficient with either a bastard sword or short sword .

Aura/ Caster Level: Moderate transmutation; CL 8th .
Construction: Craft Magic Arms and Armor, Profession

(weaponsrnirh ing) 8 ranks, 1.500 gp , 120 XP, 3 days.
Weigh.: 6 lb.
Pri ce: 3,000 gpo



Zaroviches were disp laced from their hereditary lands, it
was through Tenambulum's timely aid that the royal family
survived. (Knowledge [history] DC 30)

Activat ion: The wearer can spend a swift action once per
day immediately prior to casting a spell to gain the ring 's
effect.

Ef fect : Wh en activated, the rin g enhances the next spell
you cast, making it more di fficu lt for targets to resist. The
next spell you cast thi s round is cast at +2caster level and its
save DC increases by 1.

Aura/ Caster Level: Moderate transmuta tion. CL 7th.
Construction : Craft Wondrous Item, Rary's nUlimomc

OIIIi1ttctr, 5.050 gpo404 XP, t 1 days.
Weighr: - .
Price: 10,080gpo

MOONFRIEND
Moonfnitld is a ring th at boosts the turning ability of its
wearer.

Description:This ring is a silver band onlyslightlythicker
than hair, but th ick eno ugh to hold the small inscript ion on
the in terior of the band in Elven tha t reads "Moonfriend."

When activated, the ring sparks as if discharging an elec
trical charge.

Acti vation: If you wear the ring . it automatically activates
each time you attempt to turn undead .

Effect : If you attempt to turn undead whi le wearing the
ring, you are treated as if three levels higher than your actual
level for the purpose of the turn ing.This effect is nor granted
on rebuke atte mpts.

Aura/Caster Level: Moderate necromancy. Cf. torb .
Cons t ruct ion: Forge Ring, class ability to rum un dead,

4,500 gp, 360 XP, 9 days.
Wei ght: - .
Price: 9,000 gpo

RING OF PARTING PREVENTED
This ring keeps the wearer safe from death effects once per
day for a limi ted period.

Descrip tion: This band is carved of bone . Inscr ibed on
the interior of the band in Infern al are the words "Flish's last
bullvllrk ." The exterior of the band is carved to resemble a
swarm of hum anoid skeletons int erlocked in a circle.

O n the round the ring is activated, horrifying screams
peal forth, as if each of the dozen or so tiny skeletons on the
band have utt ered thei r final death shriek.

Activat ion: If the ring is worn, it automatically activates
the first time in any given 24 hour period that the wearer
is subject to a death effect. energy drain, or any negative
energy effect. The ring activates quickly enough that the
wearer enjoys the ring 's effect (an immediate action that
counts against the wearer 's free actions for the round). The
ring activates only t/day.

Effec t : As th e dt'a th ward spell , when a ring of part
ing prct'ttltctl is activated, th e wearer enjoys 7 minutes of
immunity to all death effec ts, energy dr ain , and negative
energy effec ts (such as from i~lfllct spe lls or chill toudt).
The 7 minutes of immuni ty cannot be used in smaller
chunks-once the ring is activated, its protection runs
through to the effect 's duration.

Aura /Caste r Leve l: Moderate necromancy. CL 7th.

BAND OF SPELL ENHANCEMENT
This ring gives one spell cast per day a boost in caster level
and DC.

Desc ri ption: This green band is an iron ring coated with
brilliant green enamel. through which a delicate tracery of
red lines run.

When activated. the red lines flare with magical light .
which insinua te themselves into the visual display of the
boosted spell cast next. if any, then fade.

Lore: The wizard Tenambulum, renow ned as a demon
catcher in his day, was also something of a spell smith. He
delighted in utilizing various itemsand implements designed
to leverage his already impressive spel lcasttng abilities.
(Knowledge [arcana) DC 20)

Tenambulum wasn't so much a court wizard to the dis
placed Zarovich nobility as a wizardly advisor. When the

SUNSWORD BONDINC RITUAL

When you perform th is ritual. you forge a bond with the SIUI

sword, allowing you to channel its more powerful abilities.
Prerequisi te : Cha racter level 9th, expenditure of

1l,000 gpo
Task: The mundane -looking blade of the separated Supt·

sword must be found.
Ceremony: You must spend 8 hours praying ro a good deity

with the blade of the Sunsword in one hand, and the prereq·
uisite amount ofprecious items (preferably in platinum) also
at hand. When the ceremony ends . the blade jumps onto a
newly fashioned plati num guard and hilt, and the Sunsword
is born anew. bonded to you.

Benefit: Performing this ritual grants you additional
powerswhile wielding the Sut1SU'ord, but also inflicts personal
costs on you. First, the blade is treated as a +2bastard sword
that can bewielded as a short sword.

Against evil creatu res the weapon is a +4 bastard sword that
can be wielded as a short sword. Against Negative Energy
Plane creatures or undead creatures, the sword is treated as
if silvered and dea ls double damage (and X3 on a hit instead
of the normal x z),

Once per day youcan swing the SUPlSU'ord vigorously above
you head while speaking the command words "Feel the
fires ofday!" The Stmsword the n begins shining in a to-foot
radius around you and extends outward at 4 feet per round
for to rounds thereafter, to create a globe of light with a 60
foot radius equal to natural sunlight (similar to the daylight
effect). When you Stop swinging, the radiance fades to a d im
glow that persis ts for another minute before disappearing
ent irely.

The SlltlSworlf is good-aligned, and any evil creature
atte mpting to wield it gains one negative level. The negative
level remains so long as the sword is in hand and disappea rs
once the sword is dropped.

Personal Costs: On any day the bonded wielder draws
the Sut1Stl'ord, you forfeit Bhit points and accrue a skill check
penalty of - 2 for that day. These costs fade 2+ hours later,
unless you again draw the SUrlSu'or,l.

--::;-.,.....-----:---.--:-:-:---,illW RINGS
The four items described below confer ongoing benefits to
their wearers.



Construct ion: Forge Ring. deafh ward. 5.040 gp, 404 XP,
11 days.

Weight: - .
Price: 10,080 gpo

RING OFTHE RIGHTEOUS
This ring suffuses the wearer with posi tive energy.

Description: This wide band is completely whi te, as if
forged of snow as hard as iron.

While activated. the ring glows with a golden, reddish
radiance , which extends to the wearer in a halo-like aura.

Acti vation: If you spend a standard action, the ring 'seffect
becomes active once per day for a period of 5 minutes.

Effec t: Once activated, you charge yoursel f with positive
energy.This gives you 25 temporary h it points and a +4sacred
bonus to Strength. The temporary hit poi nts (or what remain
of them) fade along with the sacred bonus to Strength .

Aura/Caster Level : Faint transmutation. CL yrh.
Construction: Forge Ring, riglllrous P'lngllt, 2,700 gp, 216

XP,6 days.
Weight:-.
Price: 5,400 gpo

Some of the magic items described below playa significant
pan in the Expedition 10Castlr RavfPlloft adventure.

CODEX ADVOCARE
Codex Advomre is a tome that gives benefits to warlocks who
can use invocations.

Description:The book, t foot by 1 foot and about 1 inch
thick, is bound in red leather. The title is stamped in silver
foil in In fernal on the cover, and the interior is scribed wi th
the descriptions for all manner of invoca tions, also written
in infernal.

The book doesn't look any different when it is providing
its benefit to whoever claims it.

Lore: Evidence about the book's creation is sparse, but sto
ries trace it to the mad warlock Ricardus Bakari, the famed
"First Warlock." (Knowledge [h istory] DC 25)

Act ivatio n: The book must be formally claimed in order
to gain its benefit. Instr uct ions for clai ming the book are
printed clearly on the flyleaf in Trina's spidery hand. The
book can only have one claimant at anyone time-the most
recent claimant becomes the sole claimant. Toclaim the book,
you must read the invoca tion descriptions from beginning
to end (a task of some 8 hours ) and then verbally claim the
book. Once it is claimed, the book always provides its ben
efit to its owner, as long as the book is pan of the owner's
equipment.

Effect: You know one more least invocation than normal
(you must be able to use least invocations in order to be able
to utilize this ability).

Aura/Caster Level : Moderate necromancy. CL 11th.
Construc tion: Craft Wondrous Item, class ability to use

invocations , 10,000 gp, 800 XP,20 days.
Weight: - ,
Pr ice: 20,000 gpo

DAYHEART
The Dayhear t is a singular in-dungeon feature that grants
vamp ires linked to it imm unity to the effects of sunlight.

Description: This item appears as a nearly to-foot-dtam
ete r heart carved of crystal.

When any living creature moves to within 20 feet of it, it
flares ruby red, then begins to pu lse redly like the last, flut
tering beats ofa heart spiked with some hellish drug.

The Dayheartpossessesa magicallyenhanced hardness of 30
as long as the hellIleart locket remains whole (the hellhrarflocket
is in Khyristrix'spossession)and 200hit points. If the luI/heart
locket is destroyed, the Dayheart's hardness drops to 5.

Activation: Th e main effect of the Dayheart is always
active,

Effec t: The Dayhea rt provides im mu nity to linked vam
pires from dayligh t .

Linked vampires currently include: Strahd, one vampire
spawn from room K60B, four vampire spawn in K60A, Rafail
in K60A,Sasha lvliskova in crypt 20ofK86, the two vampire
spawn in crypt 16of K86, plus any other vampi res or spawn
Strahd converts during the cou rse of the adven ture .

Note th at the Dayheart relies on the hel/hl'art locket to
channels energy from the Devil'sGarde n (K57). If the locket
is smashe d, the Dayhear t's ability to pass on th is im munity
to lin ked vampires fades in I month's time. If the Devil's
Garden is completely hacked down, the immunity offered
by the Dayheart fades immediately.

Au ra/Cas te r Leve l: Strong conjuration. CL 20th.
Co ns truc tion: Unique,
Weight: Im movable.
Pr ice: Priceless.

FANG OF INHABITATION
Afang ofInhabltalionserves asa specia l replacement focus for
those capable of casting or using magic jar. Ifa fang ofltIhablta
I,on is used as the focus of the effect , the chance ofsuccess is
enhanced, but the effects of the inhabitation are different.

Description: This fang-shaped ruby is affixed to an iron
chain.

The flUlg radiates a strong aura ofevil if it is the target of a
detect magic spell.

Activat ion:Thefangofinhabilationautomatically activates
whenever it is used in conjunction with a magic jareffect. A
fallg of inhabitation can only be used twice before it loses all
efficacy.

Effect: The fang of mllab,Iafion does not function against
creatures whose HD is equal to or higher than the possessor 's
H D. If hopeful possessor uses a fmlg of mllablfallon in con
junction with magic jar in orde r to take control of a victim,
the DC the victim must resist agains t is +2and the possessor
gets a +2 bonus to penetrate spell resistance, if any.

Unlike a standa rd magic jllr effect , the possessor success
fully leaps from the fang of Inhabltlthon to the body of the
victim, the victim's soul doesn't enter the fang-it remains
in its body, but is completely suppressed and subjuga ted to

the possessor. This means that the possessed victim (the
"body") retain s all the attributes of the victi m, physical and
mental, class abi lities and supe rna tural powers, if any, On
the other hand, the possessor loses access to all its abili ties,
includi ng purely men tal abilities, spell-like abilit ies, and
supe rnat ural abilities. However, the possessor can make



Activation: If the wearer spe nds a standard action, the
heart's effec ts become act ive once per day for a period of 7
minu tes.

Effect: O nce acti vated , the ow ne r gains immunity (0 fire
and takes halfagain as much (+50%)da mage from cold for 7
minutes. In truth, the wearer is treated as tfhe had temporar
ily gained the fire subtype.

Aura/ Caster Level: Moderate transmu tation . CL 7th.
Const r uct ion :Cra ft Wondrous hem,polyttl orf1h, 5,050gp,

404 XP, I I days .
Weight: - .
Price: 10,080 gpo

HELLHEART LOCKET
The hdlh eart locket channels energy to the Dayhearr

fro m Khyrist rtx's devtl's garden. If smashed, it
releases a devi l who briefly answe rs your biddi ng.

Description: Th e locke t is a blood ret locket
in the shape of heart , on a gold chain. If

opened. the locket reveals the picture of
a bearded devil.

If the locket is smashed (dest roy
ing it),a bearded devil springs up in
a nash of hellfire.

Activation: The main effect of
the locket (t ransforming energy
from the devil's garde n to the

Dayheart) is always active as long
as a single devtl's tree and the locket
exists. If the locket is smashed, the
secondary effec t is act ivated.
Effect: The IIdlhearl '",ket, forged

specially by Khyristrix in Hell , invisibly
but cons tantly transforms the ambient

sou l-anguish of the transformed devtl's
trees (that were once people) into fuel utilized
by Strahd's Dayhean.

However, if the locket is smashed. the Day
heart loses its abili ty to pro tect those linked

wi th it against the effec ts of daylight. Simu ltaneo usly, a
bearded devil is summoned as ifby a conjuration spell, and
serves you for 11 rounds before returning to Hell. This per
manently destroys the locket.

Note tha t an enchantment on the Deyheart that links it to
the locket provides the Dayhearr with grea t resistan ce versus
harm. If the locket is smashed. that conjoined resistance is
lost.

Aura/ Caster Level: Moderate conjura tion. CL t nh.
Co n st r uc t ion :Craft Wondrous Item, you must be a baar

ezu, 1,125 gp, 90 XP, 3 days .
Weight: -.
Price: 2,500 gpo

HOLY SYMBOL OF RAVENKIND
Originally the holy symbol ofthe High Priest in Barovia. this
platinum holy symbol is a powerful icon ofgood.

Descript ion: The HolySymbol of Ravt'tlkmd is a platinum
amulet shaped like th e su n, wi th a large crys tal embedde d in
its center. Arou nd the crystal are inscribed symbols of ltghr
and truth.

attacks, skill checks, and use all the special abi lities of its
victim as it chooses.

Finally, the duration of a magic jar enabled by a fang of
m'1I1b ltatioliis per manent (unless the possessor freely returns
to the fang), and can 't be dispelled by dispel magIC, disE,r/ eVIl,
or other dispelli ng met hods, nor can it be suppressed by
prolrction fronl evil or similar means. The on ly way to expel
the possessor is [0 kill the vic tim's body.

If the fang of itlhabitation moves ou t of magic jar range of
fused possessor and victim, the possessor is expelled and
its spirit dies , while the victim regains control
of itself. Otherwise, the rules for determining
what happens under various circu mstances are
as described in the magic j(lr spell text on page
250 of the Play",' Hand book.

Aura/ Caster Level: Mod era te necromancy
(evil). CL 9th.

Con st r uct ion :Craft Wond rous Item, magic
jar, pt'rmaneflCY, 9,000 gp, 720 XP, 18
days.

Weight : - .
Price: 18,000 gp o

GHOST HOOD
Thi s de tachable hood. allov..·s its
wearer to see invisible and ethe
real crea tures once pe r day.

Description: This black,
voluminous hood fully covers
the head,and casts deep shadows
on the wearer's feature s.

W hen activated , the shadows
are partly dispelled as the wearer's
eyes beg in to shine with a discerning,
ghostly lum inance, though the rest of
the face remain s di fficult to discern in
anything but fu ll daylight.

Activat ion: If the wearer spends
a standard acti on , the hood's effects
become active once pe r day for a pe riod of 30 minutes.

Effect:Once activated, the wearer enjoys the effects ofa set'

U1vISlbilityspell, allowing her to see any objects or beings invis
ible within her range of visions,as well as any that are ethereal,
as if normally visible. The wearer can discern the difference
between visible, invisible, and ethereal creatures she sees.

Au ra/ Caster Level : Faint divina tion. CL Srd.
Con st r uct io n: Craft Wondrous Item, see inviSibilil y,

1,080 gp, 87 XP. 3 days.
Weight:-.
Price: 2,160gp o

HEART TALISMAN OF THE
RED DRAGON

Th is pe trified heart of the red dragon br iefly lends its wearer
the fire subtype.

Description: This blackened, fibrous mass of hardened
tissue looks organic, but is as hard as stone. It resembles a
shriveled, shrunken heart , which has been affixed to a silver
chain, allow ing it 10 be worn as an am ulet.

When activated, the heart talisman burns as if with fire (no
heat is produced ),producing ligh t equivalent to a torch .



Lore:The Holy Symbol ofRal'fnkind is a unique holy symbol
sacred (0 th e good-hea rted faithful of Barovia. It possesses
powers th at can only be accessed after the item is specially
bonded to its wielder. (Knowledge [religion] DC 15)

The HofySymbol of Ravrnki'ld actually predates the estab
lishment of any church in Barovia. and its exis tence is
thought (0 bea reason for the prevalence of th e raven symbo l
in th at land . It was first used by a paladin named Lugdana,
who wasamong the earliest settlers of th e valley. (Knowledge
[history or religion] DC 18; thi scheck and the previouscheck
are necessary to un dert ake th e bond ing ritual)

According to legend, a giant celestial raven-or an angel
in the form of a raven-delivered the HolySymbol to Lugdana
so she could use it to root out a nest of vampires.To this day,
vampires have a powerful loathing for the symbol and all
it represent s. (Knowledge [religion] or bard tc kn owledge
DC 20)

Activation: The benefits of th e holy symbol apply when
ever it is worn by a good character.

Effect: When worn by a good character, th e HolySymbol of
Ravrrtkind acts as a pltyfactrryof[allltfulnrss.When the wearer
of the HolySymbol attempts (0 turn undead, th e crys tal at its
center flares with a br ight light, illuminating the area as a
light spell for I full rou nd .

Aura/ Caster l evel : Faint divi nation; Cl t st.
Construct ion: Craft Wondrous Item, tldect evri, 1,000 gp.

-10 XP, 2 days .
Weight: - .
Price: 1,500 gpo

Holq Symbol of Rave nkind Bo nding Ritual
When you perform th is rit ual, you forge a bond wit h the
Holy Symbol of Ravt'tlki"d, allowing you to channel its more
powerfu l abilities to combat th e undead.

Prerequisite: Cha racte r level s rh, ex pe ndi tu re of
1,500 gpo

Task:You must utterlydestroy a vampire or vampire spawn
while wearing the Holy Symbol of RtWfI1kind.

Cere mony: You must spend 8 hours praying ro a good deity
(or to a raven intercessor) while holdi ng the Holy Symbol. You
must make offeri ngs wort h at least 1,500 gpo

Upon completing the ceremony, the character immedia tely
loses ... hit poin ts.This loss reduces the charac ter's maximum
hit point total as long as the Holy Symbol remains bound to
him. In addition. the character takes a-2 penaltyon Fort itude
saves and a - 1 pena lty on attack rolls unti l the Holy Symbol
leaves his possession permanently.

Benefit: Performi ng thi s ritual grants you th ree additional
powers you can use whi le you are wearing th e I-Ioly Symbol
of Ravcnkind. First, you can use dltncing lights. fl'lre, or light at
will as the spells, by speaking a command word . The save
DC is tO, or 10+your Cha modifier, whichever is higher.The
caster level of this ability is 5th.

Second, whi le wearing the Holy Symbol of Raw'lkmd, you
can detect undea d creatures within 60 feet by concentrating
as a standa rd action. In addi tion, you r attacks bypass any
damage reduction of undead creatu res as long as you wear the
Holy Symbol. The caster level of this ability is Sth.

Finally. two times per day. you can use halt undt'all as the
spell. When you do so, the Holy Symbol flares with bright
whi te light equivalent to a daylight spell cen tered on you.The

ligh t persists only for th e duration of th e halt tw dead effect.
The caster level of th is abili ty is 10th, and th e save DC is
either 14, or 13 + yourCha modi fier, which ever is hig her.

ICON OF RAVENLQFT
A fixtu re in the chapel of Castle Ravenloft, the Icon of Raven
loft retain s its holy power des pite the pollution of the Devil
Stra hd.

Description: The Icon of Ravenloftis a small carv ing of a
raven made from the pu rest silver. It stands about 12 inches
tall, 6 inches wide, and 1/4 inch thick.

Lore: Th e faith ful of Barovia have long revered the raven
as a symbol of all tha t is good , and of good struggling against
evil. The prefects of the church crafted this icon to aid in that
strugg le. (Knowledge [relig ion] DC 22)

Activation:The Icon can be used as a holy symbol to turn
und ead. in wh ich case its power is use-act ivated. Act ivating
its healing power requires spea king a command word (a
standard action), dolosJl vinya.

Effect: Wh en used as a holy symbol, th e Icon of Ral'fnfoft
allows the wielder to turn undead as if his class level were
four levels higher th an it actua lly is. (It does not gra nt the
abili ty to tu rn un dead to a character who does not already
have th at abi lity.)

In addi tion. once per day, a good cha racter capable ofcast
ing divine spells can use th e Iron to cast cure serious wounds,
healing 3d8+tOhit poi nts to th e creatu re touch ed.

Aura/Caster Level: Moderate necrom ancy and conj ura
tion (good); Cl lOth.

Construction: Craft Wond rous Item ,cure serious WO IHlds,
tu rh-level cleric, 9,000 gp, 720 XP.

Weighr: 5 lb.
Price: 18,000 gpo

U BER BLASPHE0,E FRAGMENT
(NECROMANCER S FRAGMENT)

Thi s fragment of the tome LibcrBfasplICme provides instruc
tions on the creation of a flesh golem .

Description: Th is tome is tattered and missing major
por tions of its conte nt. It is writt en in In fernal. and contai ns
many detailed drawings of humanoid anato my.

Activation: Reading the info rmation and followi ng the
directions provided gran ts the effect .

Effect:This fragment of the L ber Blaspheme is func tionally
equivalent to th e flesh golem manila!described on page 258of
th e DIHIgroPl Masters Guide. The book contains animatedead,
bull's stre'tgtlt, gt'as/quest, and limilt,d wish which can be used
towards a flesh golem's creation. The reader amy treat her
caster level as one level h igher than norma l for the purpose
of creating a flesh golem. The book supplies 780 XP for the
creation of a flesh golem. If the instruct ions in the book are
followed, they grant a +5 competence bonu on skill checks
made to craft th e golem's body.

Aura/ Caster Level: Moderate enchantmen t, necromancy
(evil), and tr ansmutation . Cl s rh.

Construct io n: Craft Construct, crea ter must be caster
level s th . a'limatedead, bull's strength, gt'as/qufst, l.mlled Wish ,
-1,000 gp, 320 XP, S days .

Weight: 5 lb.
Price: 8,000 gpo



Activation: The beneficial protective effect is activated
wit h the mundane effect, \vhen the key is used in the lock
ofvault 12 in room KS4.

Effect: In addi tion to unlocking vault 12, the key improves
your odds by +25%of avoiding a bad ou tcome when th e porta l
moves you to a new location. See vau lt 12 in room K84 for
addi tional information.

Aura/Caster Level: Moderate divination . CL 7th.
Construction: Craft Wondrous Item ,Jivi'latio'l, 5,040 gp,

404 XP, I I days.
Weight: - .
Price: 10,080 gpo

PREFECT'S VESTMENTS
Formerly worn by the head of the church in Barovia, prefect's
vestments are ecclesiast ical garb th at enable clerics to turn
undead more frequently.

Description: Preffd 's wstmentsconsist of a long white cha
suble-a circular outer robe with a hole in the center for the
head, designed to be worn over clothing, armor, or another
robe . The fro nt of the garment is embroidered with white
thread, forming holy symbols of good deities interspersed
with whi te ravens .

Lore: Pre/aI's vestments were a common badge offaith for
the spiritual leaders of the knights of the raven . (Knowledge
[religion] DC 20)

Activation: Pre/fct'svestmentsare use-act ivated .
Effect: When a character who can turn undead wears

prefect's vestmt'11ts, he can turn undead I/day wi th out count
ing against his maximum allowed turn attempts that day.

When a cha racter who can smite evi l wear s the vesftneflts,
he can use h is sm ite abili ty 1once pe r day without counting
agains t his maxi mum allowed smite attempts that day.

Aura/ Caster Level: Moderate conju ra t ion (good);
C L 41h.

Construction:Craft Wondrous Item , holysmile,3.000 gp,
240 XP.

Weight: 1 lb.
Price: 6,000 gpo

SAINT ECATERINA'S BURIAL SHROUD
(ARTIFACT)

This shroud was laid across Ecaterina when she was laid
to rest . Ecarerina's holy deeds in life passed partly into her
shroud as her body decomposed and it thu s became an artifact
capable of healing disease in good-hearted folks .

Description: This fine linen cloth still bears the image
of a woman faintly li mned on its surface.

W hen the effec t is activated, th e en tire clot h glows wi th
a wh ite, clea ns ing light for a mom en t.

Lore: When Ecaterlna was seven teen, she sought to mar tyr
herselfin a hopeless figh t against orc barbarians 50 she could
see Pelot ,but she triumphed instead. Victorious,she founded
several Ecatertne co nvents. (Knowled ge [history] DC 25 or
Knowledge [religion ] DC 15)

When she was thirty-seven , Ecaterine decided to estab
lish one ofher convents near Barovia . Despite being nightly
accos ted by vicious wolves , haunts, and the occasional
u ndead avenge r, Ecaterine managed to acco mp lish her goal.
After making certa in that the convent , located in a well 
defended tower, was secure against the kind of threats she

PORTAL KEY
The Portal Keyopens a specific c rypt (crypt 12) in the cata
combs below Ravenloft (area K84). In addition to its mundane
usage, it improves the odds for those who use the key to access
the vault to safely come out the other side.

Description: When first found, th e key is in two parts.
If joined, the key becom es a fused whole. The key is large ,
untarnished, and the words "Port al Key" are etched into the
metal along the side when the key is whole. (When the key is
in two halves, one half reads "Portal," the other half "Key.)

PENDANT OF GOOD HEALTH
A pt'ndallt ofgood l1ealth preserves you against disease , even
supernatural disease (such as the necromantic infection).

Description:The pen dant is a silve r cha rm in the shape
ofa maple leaf, on a thi n silver cha in.

When activa ted , a silvery sheen spreads from the amu let
over the wearer's skin, then dissipates an ins tant later .

Activation: Th e pendant function s up to one time per
day, automatically rem oving an y disease you would other
wise contract. If you suffer from a pre -existing di sease, the
pendant removes it (or randomly removes one, if suffering
form more than one).

Effect: You are cured of up to one disease per day if you
are wearing the pen dant (and if no one else has benefited
from it's effect on the same day).

Aura/Caster Level: Faint conjuration (Hea ling).
C L Slh.

Con struc t ion: Craft Wondrous Item , remove dlSfase,
3.000 gp. 240 XP. 6 days.

Weight: 
Price: 6,000 gpo

OATHSTONE ( NICORAMUS)
Each oatl15 lo" ( is keyed to a particular troll stalker (of which
on ly a few remain), and serves as the physical man ifestat ion
of the obedience the t roll sta lker mus t give to an authorized
bearer of the oathstont'.

Description: A 3·inc h cube ofonyx holds an inset t rans
lucent white stone. Inscribed below the translucent circular
stone is the name Niccramus in Abyssal.

Activation: The main effect of the stone is always active
as long as the stone exist s. If the stone is smashed. the troll
stalker Nicoramus, if still alive , might agree to fake up one
task for the des troyer out of gra titude; see K6 1 on page 162,

though it is not in any way com pelled to do so.
Effect: The oatllSlone, forge d special ly by lon g-dead mages

for a war noone remembers,binds the du lyauthorized holder
of the stone to the troll stalker Niccramus. The authori zed
holder of the stone can expect perfect obedience from
Nicoramus.

However, no one left alive has the authority to transfer
authori zation to hold the stone. Thus, Lucian will be the last
one capable of wielding Nicoramus as a weapon.

Aura/Caster Level: Moderate conj urat ion . CL t i tb.
Construction: Unique.
Weight: - .
Price: 500 gp (Priced as a curiosity, since authori zation

can't be transferred.)



had come [0 expec t, she left to report her success. When
she returned a month later, she fou nd the tower a burnt
out shell with nothing inhabiting it but the ghosts of slai n
sisters. Ecareri ne is said to have gone mad, and none ever
saw here alive again, though it was whispe red she was cap
tu red and buried alive in a prison below Castle Ravenloft.
(Gather Information DC 30,or Knowledge [religion] DC 20,
or Knowledge [loca l] DC 20)

Act ivat ion:The shroud is activated whene ver it is touched
or laid upon a crea tu re.

Effect: Agood character touched by the shroud is instantly
healed ofall diseases. An evil creature who touches it must
make a successful DC 14 Fortitude save or con tract a supe r
natural disease called eternal torpor. Eternal torpor has an
incubation period of 1day and deals Id6 points of Dexterity
damage on each day the victi m fails a DC 14 Fort itude save.
Whi le afflicted with eternal torpor,crea tures cannot charge
or run .

Aura/ Caster Level: Moderate conju rat ion (healing).
CLl lt h.

Co nst r uc t io n: Unique.
Weighr: - .
Market Equivalent: 3,000 gpo

SAI NT MARKOVlA'S THIGHBONE
(ARTIFACT)

Markovic'sexalted deeds in life passed partly into her bones
as the rest of her decomposed. Her remaini ng thighbone is
an artifact whose touch inflicts great harm on vampires.

Descri pt ion: This th ick th ighbone is scri bed lightly with
holy symbo ls of various faiths,

Lore:As a youth, Mark ovia followed her heart and became
a pr iest in the church soon after her eig htee nth birthday.
She proved a charismatic prosely tizer and consequently rose
quickly in repuation. By her late twent ies she had was had
priest, and had gai ned a repu tation that no evil could stand
before her. (Gather Information DC 25, or Knowledge [reli
gion] DC 15, or Knowledge [local] DC 15)

One day, the vampire Strahd heard townspeople make
the boasts that Markovia could probably defeat even the
Master of the Castle himself, she was so holy. Enraged by
th is comparison and besmirchment of his powe r, he sent a
passel of vampire spawn the churc h that very mid night. They
confro nted lvtarkovta in her sanctu m and were destroyed [0

a one. (Gather Information DC 27, or Knowledge [religion]
DC 17, or Knowledge [local] DC 17)

Suffused with righteous victory after defeating a force of
vampire spawn, Markovia advanced on Castle Raven loft that
very night. Agreat battle raged from the highest catacomb to
the lowest parapet, but in the end, Markovia never returned
to Barovia, and the Master of the Castle long walked with a
limp and a gri mace ofpain. It is said he trapped Markovia in
a crypt beneath his castle, and her remains linger there yet.
(Gather In formation DC 30, or Knowledge [religion] DC 20,
or Knowledge [local] DC 20)

Activation:The thi ghbone activates if it is used in melee
(as ifa light mace) against any vamp ire or vampiric creature.
Once used in a fight against a vampire where the th ighbone
scored at least one hit in the melee, the thighbone crumbles
into so much shining dus t after the ligh t concludes.

Effe ct: Th is powe rful artifac t acts as a +3 holy disruption
light mace when used against a vampi re or vampiric creature
for the duration ofa single combat.

Aura/ Caster Level : Mod erat e abjuration. CL 11th .
Construction : Uniq ue,
Weight: - .
Market Eq u ivale n t: 2,000 gpo

SAINT BOGDAN'S FINGE RBONE
(ARTIFACT)

Bogdan's exalted dee ds in life passed partly into his bones
as the rest of him decomposed. His remaining fingerbone
beca me an artifact capable of offering pro tection to those
who carry it.

Descr ip tion : This fingerbone's three segments are con
nected at each joint with threads ofpale silver, and the joint
is wrapped with hammered gold.

Lore: Before he was born, St. Bodgan was consecrated to
Pelor because it seemed his moth er might die of disease before
he could be born.Th e consecrat ion seeme d to do th e tr ick
his mother recovered, and he was born healthy.Thro ughout
his long life, his very prese nce seemed to bring good luck
to h is friends and ill luck to his foes. In the end, St. Bogdan
died of natural causes at the ripe old age of 104. (Knowledge
[history] DC 25 or Knowledge [religion] DC 15)

Activation: The fingerbone's effec t is active whenever it
is car ried .

Effect: This fingerbone charm grants the character car-
ryi ng it a + 1 resistance bonus on all saving throws.

Aura/Caster Level : Moderate abjuration. CL lith.
Co nst r uct io n: Unique.
Weight: - .
Market Equ iva len t : 2,000 gpo

STIFLED SKULL
This skull can muffle sound, until it is asked to scream its
deadly scream....

Descri ption:Th is skull is ofa female elf.The name "Dysa
nia' is burned into its crown. Affixed arou nd the skull's lower
face is an iro n gag-like a bandana excep t made of rus ting
iron, and holding an iron box secu rely in the sk ull's mouth.
A tiny hole pierces th e box and th e mask in front.

Wh en its sllct1ce effect is activated , the sku ll's eyes glim
mer as with poi nts of hell lire. Wh en the skull's last screa m
is un sttffed. th e sound emi t ted is a dirgelike roar so potent
it snuffs ali t life.

Lore: The skull belonged to an elf called Dysania who
led a group of undead killers against Strahd. Dysania and
her band were finally and full y defea ted , and the unlucky
adventurers were put to death th rough torture. The skull
was infused with the malignancy of those last dark, silent
nig hts in the crypt. (Knowledge [local], DC 25 or ask Cyrus
[see encounter area K62, page 162])

Act ivat ion: Ifyou spend a standard action and hold your
linger in fro nt of the small hole in the front of the mask, the
sku ll's Sl ImeI.' effect is activated once per day.

If you spend a standard action removi ng the iron gag, the
sku ll's scream effec t is act ivated , an effec t usable bu t once;
when the screa m effec t is activated, the skull crumbles and
all magic fades.



Effec t: When the silenrr effect is activated, silrmr (PH 279)
descends in the selected 20-foot-radius area up to 520 feet
away, and lasts for 3 minutes.

When the scream effect is activated, the skull unleashes a
wadofthebanshre, which kills up to 171iving creatures within
75 feet of the skull that fail a DC 23 Fortitude save;creatures
closest to the skull are affected first. When this effect is used,
the skull falls into dust.

Aura/ Cas te r Level: Strong necromancy and faint illusion .
CL 17th.

Cons truct ion : Craft Wondrous Item, silence, IVt1Il of Ole
biUlSIICr, 5,000 gp, 400 XP, to days.

Weight: 3 lb.
Pr ice : 10,000 gpo

-:::--:--~~-:--,L£GACY ITEMS
The Sl4l1Sword and the Holy Symbol ofRawnklndare presented
in this adventure as magic items that gain additional power if
the pes complete rituals related to them. Ifyou are familiar
with the W'eapom ofltgary sourcebook, you might recognize
these rituals as similar to the legacy rituals presented in that
book. This section presents full statistics for these two items
as legacy items , allowing PCs who acquire them to continue
to improve their powers as they gain levels beyond the scope
of this adventure.

HOLY SYMBOL OF RAVENKIND
The Holy Symbol ofRat'ftlkindis a platinum amu ler shaped like
the sun, with a large crysta l embedded in its cen ter. Arou nd
the crystal are inscribed symbols of ligh t and truth .

Nonlegacy Game Sta t is tics: Platinum holy symbol;Cost
1,500 gpoWhen worn by a good charac ter, the HolySymholof
Ravl'tlkitltl acts as a pllyladrry offiuthfuhuss.

Omen: When the wearer of the Holy Symbol attempts to
turn undead, the crystal at its center flares with a bright ligh t,
illuminating the area as a light spell for I full round.

Historu
The H01ySymbol ofRal1et1kltlll is a unique holy symbol sacred
to the good-hearted faithful of Barovia. It possesses powers
that can only be accessed after the item is specially bonded
to its wielder. (Knowledge [religion) DC 15)

The Holy Symbol of RIWt't1kmJactually predates the estab
lishment of any church in Barovia, and its existence is
thought to be a reason for the prevalence of the raven symbol
in that land. It was first used by a paladi n named Lugdana,
who wasamong rhe earlies t set tlers of the valley.(Knowledge
Ihistory or religion] DC 18; Rit ual of Bonding)

According to legend, a giant celestial raven-or an ange l
in the form ofa raven-delivered the JlolySymbol to Lugdana
so she could use it to root out a nest ofvampires. To this day,
vampires have a powerfu l loath ing for the symbol and all it
represents. (Knowledge (religion]or bardic knowledge DC 20;
Ritual of the Pilgrim)

Lugdana finally met her end when she came into conflic t
with a band of witches at Lysaga HilL The demon prince
these witches worshiped, a fiend named Chemovog, stepped
through a portal and battled the paladin for days, ranging all
through the valley.Lugdana fell,but drove Chernovog back to
the Abyss before dying.The HolySymool was lost for decades

after that. (Knowledge [religion or the planes] DC 31;Ritual
of the Raven)

Legacy Rituals
Three rituals are required to unlock all the abilities of the
Holy Symool ofRat'frlkUld.

Ritual of Bondi ng: Youmust spend 8 hours praying to a
good dei ty (or to a raven intercessor) while holding the Holy
Symbol. Cosl: 1,500 gpoFeat Granted: Least Legacy (HolySymbol
of Ravenkmd).

Rit ual ofthe Pilgr im: Youmust travel to a new country
whe re you have never been, discover a great evil that the
people there face, and help to overcome that evil.Whe n that
is done,you must repeat the ritual of bonding,with more pre.
cious offerings. Cost: 13,000 gp. Frat Granted: Lesser l egacy
(Holy Symbol of Ravt'tlkind).

Ritual of the Raven: You must defeat a demon whose
Challenge Raring is at least 2 higher than your level, although
you need not do so alone. Youmust feed the demon's heart to
the ravens, after preparing and anoin ting it with a mixrure of
very expensive oils and spices. Cost: 40,000 gp. ftat Granted:
Greater Legacy (floly Symool ofRawt1kirld).

Wielder Requirements
Only good clerics and paladins can use the Holy Symbol of
RawnkUld to full effect.

HoLY S YM BO L OF RAVEN ICIND WIELDER REQUIREMENTS
Ability to turn undead
Any good alignme nt
Knowledge (religion) 4 ranks

Legacy Item Abilities
All of the followi ng are legacy item abilities of the Holy
Symbol of Ravrllkind.

Perso nal Costs : Beginning at sth level, a character who
has performed the least legacy ritual for the Holy Syrnool must
pay some personal costs, in the form ofpermanent penalties
to her attack rolls, Fortitude saves, and hit points .These costs
are shown on the accompanying table. The hit point loss
shown is cumulative-a character loses 2 hit points at 7th
level.and then 2 more at 8th level.for example.The attack and
save penalties are not cumulative: ar 12th level,the character
has a -2 penalty on both .

If a character reaches rzrh level and has not performed
the lesser legacy ri tual, he does not pay the personal cost for
12th level or any subsequent levels unt il he does perform the
lesser legacy rit ual.ofcou rse, he also does not gain any ofthe
abilit ies granted bv the Jloly Symbol for 11th level and above.
Th e same applies when the cha racter reaches 17th level.

Lightbringer (Su): If you are at least 5th level and have
performed th e least legacy ritual for the Holy Symbol of
RawnkiPTII, you can use dmlring lights, flare, or light at will as
the spells, by speaking a command word. The save DC is 10,
or 10 + your Cha modifier, whichever is higher. The caster
level of this ability is 5th .

Un dead De tection (Su): At 6th level, while wearing the
Holy Symbol of RavrtlkinJ, you can detect undead creatures
within 60 feet by concentrating as a standard action. In addi
tion , your attacks bypass any damage reduction of undead



HoLY SYMBOL OF RAVEN KIND SUNSWORD

---Personal Costs--- --- Personal Costs- - -
Wielder Attack Fort Save Hit Point Wielder Sk;1I Check HP
Level Penalty Penalty loss Abilities Level Penalty Loss Abilities
5th lightbringer 5th +2 bastard sword
6th - 1 Undead detec tion 6th 2 Cood-aligned
7th -1 2 7th -1 Silvered
8th 2 8th 2
9th -2 Halt undead 9th 2 Fires of day
10th 2 Cure light wounds 10th Undeath 's Bane
11th Improved turning 11th 2 +3 bastard sword
12th -2 Daylight 12th 2
13th 13th -2 +4 bastard sword
14th 2 Death ward 14th 2
15th -3 15th Death ward
16th 2 Break enchan tment 16t h 2 Fires of day, improved
17th Wisdom 17th -3 2 +5 keen bastard sword

enhancement 18t h
18th - 3 19th 2 Banish undead
19th 20th 2 Undeath to death
20th - 4 Moss heat

creatu res as long as you wear the HolySymbol. The caster level
of th is ability is 5th.

Halt Undead (Sp): Two tim es per day, if you are at least
9th level. you can use halt undeadas the spell. When you do
so, the HolySymbol flares with bright white ligh t equ ivalent
to a daylightspell centered on you. The light persists only for
the dura tion of the haltundfail effect. The caster level of this
ability is 10th, and the save DC is either 14or 13 + your Cha
modifie r,whichever is h igher.

Cure Ligh t Wou nds (Sp):Th ree times per day, ifyou are
at least io rh level, you can use curl' light wounds as the spell
(caster level 5th) by touching the HolySymbol to the creature
to be healed and speaki ng a command word.This ability can
ins tead deal damage [0 undead creatu res. The save DC is
eithe r II . or 11 + your Cha modifier. whichever is higher.

I mproved Tu rn ing (Su): When you reach t t th level, if
you have perfo rmed the lesser legacy ritu al. you can use the
Holy Symbol to turn undead as if your effec tive cleric level
were four levels h igher than it actually is. The Holy Symbol
does not gra nt you the ability to tu rn undead if you don 't
already possess it.

Dayligh t (Sp): When you reach 12th level. you can cause
the Holy Symbolto shed dllyhght as the spell, at will on corn
mand. The caster level of this ability is tcrh.

Death Ward (Sp): When you reach 14th level. you can
bestow a Ileath H'iml on a creatu re you touch with the Holy
Symbol once per day (caster level 1tth).

Break Enchan tment (Sp): At 16th level. once per day
when you issue the command word and gesture with the ' Iofy
Symbol,you can free subjects from enchantments, rransrnuta
tions, and curses, as with the breakrnduHl tmCII! spell (caster
level t n h).

Wi sdom Enhancement (Su): When you reach 17th level
and perform the greater legacy ritual , the flolySymbolgrants
you a +6 enhancement bonu s to your Wisdom score wh ile
you wear it.

Mass Heal (Sp): When you reach zorh level. you can use
masshfalas the spell, three times per day on comma nd (caster
level zorh), Thi s ability can in stead deal damage ro undead
creat ures. The save DC is either 23, or 19 + your Cba modi
fier, whichever is higher.

SUNSWORD
The SlItlSH'ord is a bastard sword whose blade is formed
of crystal glassteel, whil e the hilt and guard are forged of
platinum.

Nonlegacy Game Sta tis tics: +1 bastllrd nvord; Cost
3.000 gpoWh en wielded by a good character, (he blade can
be wielded as ifa short sword with respect to weight and ease
ofuse. (In other words, the weapon appears to all viewers to
be a bastard sword. and deals bastard sword damage. but an
indivi dual proficient with either the bastard sword or the
short sword can use the SUrlSword with e-qual proficiency.).

Omen-The blade glows with a dim blue light ,unless within
30 feet of undead, in which case its radiance swells to a bril
lian t sapphire,

History
The SIUlsword is a unique blade that once opposed.Strahd-its
power was the power of light ,and Strahd feare-d it, though its
whereabouts have long since passed from general knowledge.
(Knowledge [history] DC 15)

The SwtsU'ord is a unique blade- tha t possesses powe-rs
accessible th rough a special bonding ritual. Once-the powers
were awakene-d, only the wielder bonded to the blade could
call upon the abilities inherent to the weapon, abilities most
su ited to destroy ing und ead. (Knowledge [history]or Gather
Information DC 18; Sunsword Bonding Ritual)

Fearing the blade's power, Strahd emp loyed a powerful
magician to destroy the $urlSlt'orJ.The first part of the process
required the hilt and the blade be separated, then destroyed
simultaneously.When the blade was separated from the hilt ,
the blade rook on the appearance of a normal long sword.
However,before the hilt and bladewere destroyed, the wizard's
assistant Gabriela stole the blade and fled Barovia.(Knowledge
[history] or Gather Information DC 20;Trial by Flight)

Gabrie la'snoble flight was successful in th at she saved the
un attach ed blade from destruction; however, she didn't suc
ceed in fleeing Barovia before some nameless menace beneath
the dark bough s claimed her. Thoug h Gabriela's body was
later fou nd in the woods, not so the hi lt or the blade of the
SUIISWOYtI. (Knowledge [religion] or bardic know ledge DC 31;
Tria l by Death)



the abilities granted by th e Sltnswordfor t t rh level and above.
The same applies when the character reaches 17th level.

Cood-Altgned (Su): At 6th level, the SutlSU'ord awakes to
good ness ; any evil crea tu re an empnng to wield it gain s one
negative level. The negative level remains as long as the sword
is in hand and disappears once the sword is dropped.

Silvered (Su): Again st Negative Energy Plane creatures or
undead, the Sutlswoni is treated as if silvered.

::--.::;;:;;;:;;:--- fires of Day (Su): At 9th level, once per
day you can swi ng the Stmsword vigor

ously above you head wh ile speaking
the command words "Feel the fires of
day!" The SUrlsword then begi ns shin
ing in a tu-foor radius arou nd you and
extends outward at 4- feet per rou nd for
10 rou nds th ereafter, to crea te a globe
of light with a so-foo t radiu s equal to
natural sunlig ht (similar to a daylight

effect). When you stop swing ing,
the rad ian ce fades to a dim

glow th at persists for another
minute before disappear ing
en tirely.

Undeath's Bane (Su):
Against Nega tive Energy
Plane crea tu res or undead

crea tures, the sword deals
double damage (and X3on acri n

cal hit instead of th e normal X2)
Death Ward (Sp): When you

reach 14th level, you can bestow
a lirath ward on a creature you

[Ouch with the SunstVo rd once per
day (caster level Itth).

Fires of Day, Improved (Su):
As fires of day, exce pt you can use

the abili ty an unlimited number of
times per day.

Banish Un de ad (Sp): O nce per day,
when you yell out, "Return to the Dark"

while holding the SutlsU'ord,you can affect
undead similarly a ba'lishmr'lt spell affects
extraplanar creatu res. This effect treats all
undead as extraplanar whose home plane is
the Negative Energy Plane.The undead's save
DC is 20 or 17 +yourCha modi fier, whichever
is high er.

Undea t h to Death (Sp): When you teach
20th level, you can use utldtath todfalh as the

spell once per day on com mand (caster level zorh),This abili ty
ca n instead dea l damage to undead crea tures.The save DC is
20 or 17 +yourCha modi fier, whic hever is hig her.

T« SlI1Intl'Qrd

Legacy Item Abilities
All of the followi ng are legacy
item abilities of the SunsU'orJ.

Persona l Costs : Begin ni ng
at stb level, a character who
has performed the least legacy
ritua l for th e SlIflSU'ord must pay
some personal costs, in th e form of
permanent penalties to his ski ll
chec ks and hit point s. These costs
are shown on the table below.The
hit point loss show n is cu mula
tive. The skill check penalties
are not cumulative.

If a charac ter reaches 12th
level and has not performed
the lesser legacy ritual , he does
not pay the personal cost for
12th level or any subsequent levels unt il he does perform the
lesser legacy ritual. Of course, he also does not gain any of

Legacy Rituals
Three rituals are required [0 unlock all th e abili ties of the
Sunswonl.

Sunsword Bondi ng Ritual:Youmustspend8hourspraying
toagood deiryforanysungodjwhileholding the SIH1sword.Cosl:
2,000 gpoFrat Grantl.'tl: Least Legacy (Sunsu'crd).

Tria l By Flight: You must defeat an evil not
by di rect force of arms, but through w it,
craft, or other stra tage m. When th at is
done, you must repeat the bonding
ritual, with more precious offer
ings. Cost:13,500 gpofrat Granted:
Lesser Legacy (Sunsword).

Tria l by Dea t h : You mus t
defea t an undead whose Cha llenge
Rati ng is at least 2 highe r th an
your level,although you need n OI

do so alone. When that is done,
you must repeat th e bondi ng
rit ual , wit h more preciou s offer
ings. Cost: 38 .000 gpoFeat Gra ll tcd:
Greater l egacy (Suuswc rd).

Wielder Requirements
Any good-aligne-d creature
tha t can use a sword would
be interested in usi ng the
Sultsword.

SUNSWORD WiElDER

REQU IREMENTS

Base attack bonus +2
Any good align ment



The Slab ofS/Icnfiu is a un ique magical location imbued with
the cen turies of presenrien r blood wors hip to a pro ro-deitv
ofslaughter. To the ancients, blood was life and death. Thus,
the slab holds the power to grant new life to those sacrificed
upon its face, and with that new life, a temporary vigor and
fast healing abili ty. The Slab of Sacnfiu lies benea th Castle
Ravenloft, in the founda tion pillarsrone on which the castle
was later built . The bu ilders of the castle had no knowledge
of the ancient temple beneath it.

Lore:The SlabofSacnfiuis a magical location imbued with
the power of life and death. (Knowledge [arcana] DC 30 or
Knowledge [history] DC 30)

Creatures sacrificed on the slab return to life with a tern
porary vigor and healing ability unmatched by mortals.
(Knowledge [arcana] DC 33 or Knowledge [nature] DC 33)

It is possible that the reason Strahd's pac t with death
turned him into a vampire was partly due to the influence
of the nearby Slab ofSacrrfice. (Knowledge [arcana] DC 25 or
Knowledge [religion] DC 25)

Descrip tion :The slab is locate d in a subterranean cavern
that is partially overrun with gian t an ts. Tht> slab is flanked
by a megali th and a sometimes animate crudely carved stone
idol (a rogue eidolon). The Slab of SaCrifice is a lO-foot-by
tu-foot-by-ta-foor chu nk of black gra ni te, par tly bu ried in
surrounding rock (creat ing a daislike platform 3 Ieer above
the regular floor). Pictograms run around th e visible lip of
the slab. If magically tran slated (no living crea ture uses the
"alphabet" of the plcrograms), th ey read , "Spill your life to
the Blood God. The Blood God repays total sacr ifice."

Prerequisite: In order to be affected by the Slabofsacrificc,
a living creature must stand or lie upo n th e slab.

Location Activation and Effec t: The SllJb of sacrifiu
grants its speci al abi lity to one crea ture in each 24-ho ur
period. That creat ure must die upon the altar.

Special Ability Act ivation and Effec t (Sp): A crea ture
that dies upon th e slab re tu rns to life in th e followi ng round
with no level loss, no Cons titution loss, no loss of spells,
and at full hit poi nts. Furt he rmore, the crea ture possesses
unnatural hea lth, in the form of fast healing 5 for a period
of24 hours.

A creature can gain th is ability only once. If a creature
attempts to activate the effect a second rime, it is not returned
ro life upon the altar, but simply dead.

If multiple crea tures attempt to gain the effect simultane
ously, only one of those on the slab is affected; the rest are
simply dead .

The slab grants its benefit [ 0 a total of three different crea
tures each year.

Aura: Strong necromancy.
Abili ry Value: 4.000 gpo

LETTER A
Hail to tbee ofmigbt and valor:

I, a lowly ser-vantof ttse t01vnsbip ofBarouia, send
honor to thee. We plead fir thy sodesperately lleeded
assistance within our community .

T he 10000e ofmy lift, Ireena Ko/;·alla, has been
cursed by the w itches ofLysaga H ill, alld evell the
good people ofour town are poioerless tofree her from
tbis enchantment. Sbe wastes aw a)' under tbe 7uitcJ;et
curse and I 7uould have her saved from tbis m enace.

There is much w eattb in tbis com munity. 1 offir
all that might be had to thee and th)·ftll07VS if tbou
sbalt but ansteer m)' desperate plea.

Come quicklJ',for ber time is at band.' All tbat 1
bave sball be tbine.'

KolJ'an lndironich,
Bu rgomaster of Barouia

LETTER B
Barouia. T be w orms creep beneatb our floors and

our streets, tbe)'feas: on tbe flesi:ofour dead. Higb in
tbe castle, tbe once lord is ItOlonger, tbe ne7V lord is not
y et, witbout firm, void. All is void and vanity.

Ireena, Ireena, lreenat Long bave 1 kept )'ou at m)'
side, long 'luill 1 keep )'ou close to my beart.' Save my
Ireenat

I am tbe Burgomaster. The Master.' KolJ'att am I I
S oon tbe toarms 'luill feast on me.

Come.' 1)0 not tarry /

LETTER C
Hail to tbee ofmigbt altd valor:

I , a 101vlJ' servant oftbe t01vnsbip ofBarocia, send
honor to thee. W e plead fi r thy so desperately needed
assistance 'lvitJ;in our community.

T he love ofmy life, Ireena Kol),atta, bas been
afflicted by an evil sodead/;, that even tbe good
people ofour t01vn cannot protect ber. S be lattguisbes
from ber w otmd and 1 1uould ha"ve her saved from
tbis menace. But I fia r tbe onl)' cure lies witbin the
dreaded 'lvalls oftbe castle, wbere none ma)' enter
witbout risking their lives.

Tbere is mucb 'luealtb in tbis com munity. 1 offir
all that might be had to thee and thy ftll07VS if thou
sbalt but anneer m)' desperate plea.

Come quickl)',for ber time is at band.' All tbat I
bave sball be tbine.'

Kol)'alt Indirouicb,
Burgomaster ofBaroxia
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