Arak and Gwydion

(Some Thoughts on the Shadow €lves' History)
By R. Sweeney

Gwydion isn't a 'real’ demon, but rather a creatdigreat power from the plane of shadow.
Gwydion's evil was his enslavement of the Shadoe&is torment is his betrayal by Arak.
Unlike Vecna, he was not on the prime and coulg bel‘trapped’ because he was trying to
follow the Shadow Elves into RL. (Presumably td them or re-enslave them).

| wonder what Arak was thinking, however. Wouldrithbe anyplace he could take the Shadow
elves into exile where Gwydion could not follow?die think he could hide from such a
powerful creature?

Gwydion must have had an enemy. A sibling perh@jps.Shadow Elves must have acted as
some sort of armed forces for him. Arak must hasleebed that if Gwydion suddenly found
himself without his Slaves, he would have beenrdgst by his rivals.

However, there other.. less satisfying, perhapysweé re-writing ShadowElf history. Gwydion,
the shadow-being, falls 'in love' with an elf framme other world. They mate, bear children.
Woman dies, Gwydion takes his children and theidodn as slaves. Millenia pass.

Arak was Gwydion's favorite. Perhaps, Gwydion haded with one of the Shadow elves of
unsurpassed beauty and begat Arak. Thus, he sebmigbove all the other slaves. Arak,
however, desired more than to be the head of #wesl He managed to betray his father to his
enemies.

Arak had intended patricide. He was going to takayaGwydion's protective armed forces,
leaving him vulnerable to attack by his other erenArak’s true intent being on claiming
Rulership of the Shadow elves when they had escapeadlion.

Arak would have been a tyrant over his peoplet.gsshis father was. His bid to ‘'free’ the
ShadowElves would have only been an ultimate batrag the Elves realized they had simply
fled one master for another. Unfortunately for Ara& fled to Ravenloft.

As he stepped into RL, Arak had expected Gwydien&mies to attack him, giving the
ShadowElves time to escape. This did not mateaaghpwever, and Arak was forced to face
down his own father.

Gwydion found Arak harder to fight, however, as di$ of attempted patricide and intended
betrayal of the Shadow Elves had earned him a doasmsoon as he entered Ravenloft. With the
strength of a domain lord, he was able to fight@ffydion for a time.

However, even as a domain lord, he was not stranggh. To saves his son and daughter, he
gave them the Regala and closed the gate.

Gwydion and Arak have fought in the gateway evecesi Gwydion fears that if he destroys
Arak, the gate would collapse around him, dest@yim. Gwydion can feel Arak's connection
to the Land, but does not understand it.

Thus, when his son thought he ‘heard' his fatloen fthe Gate, he had. However, Gwydion had
merely waited until the gate was open, thrust tkaker Arak aside, and attempted to enter RL.



For an added twist, Arak's daughter, Maeve, knewfdiber lived in the gate but also feared that
Arak would enslave his people as Gwydion had d@@eknew this had been his plan). So, she
thwarts her brother to prevent becoming a slavenagaven thought she knows her father lives
on in the gate.

Synopsis:

We make Arak the lord, and Gwydion just a powefiernd trapped with him in the Obsidian
gate. With the alternate history, we can understaowd Arak's betrayal would have earned him a
doman. And.. how being trapped in the gate wouldibeurse.

Robert Sweeney



Cathedrals of the Church of Ezra

By C.D. Nichols

The cathedrals are grouped by city (if a cathedrabt in a city it is listed under the domainsit i
in). The headquarters of the orders have the ndrie @rder housed there listed after the entry.

Necropolis:
Le Sentier de Sephirot (Yamakites)

Neuvuchar Springs:
La Cathedrale de la Mere Holie Sophia (Sophianstathedrale deux Sablex

Martira Bay:
Le Dom de la Melange
La Tour d'Arrose du Mer (Itians)

Viaki:
Der Sumpfkirche

Karg:
Der Dom du Grau

Neblus:
La Cathedrale de Notre Dame de la Brume

Nartok:
Die Katedral der Umglik
La Cathedrale du St. Zhaver

Falkovnia:
La Bastione du Evangelion (Rachaelians)

Stangengard:
Der Tyrannkirche

Lekar:
Der Dorndom
Die Habichtdom

Silbervas:
Der Folterdom

Dementlieu:
Castle Nigramous (Justines)

Port-a-Lucine:



La Cathedrale de la Pensee Idee

L'Eglise de la Echelle

La Cathedrale de St. Pere du Viln

La Cathedrale du Notre Perditione

Le Ruin de Ste. Mere des Larmes

La Cathedrale de I'Etoile du Nord (Petranes)

Chateaufaux:
La Cathedrale du Hochzeit

Mordent:
La Retraite du Viridian (Halanes)

Mordentshire:
L'Eglise du Gewissen

Invidia:
Le Maison du Coeur (Mishnad)
La Retraite de la Herbes (Judasites)

Karina:
L'Eglise du Notre Peindre Dame

Borca:

La Bague deux Seele (Anchorites)
Lechburg:

La Cathedrale des Juene Filles du Yermo

Levakrest:

La Grande Cathedrale d'Ezra (Ezradim, NumeriangjiBicans)
Le Citee Holie d'Eglise d'Ezra

La Cathedrale du Baiser

La Cathedrale de Notre Guerier

Der Zaubererdom

Richemulot:
Le Repos du Pecheur (Daniellians)

Ste. Ronges:
Le Kirche du Lemkott

Pont-a-Museau:
La Cathedrale de Ste. Shtshure
L'Archivee d'Ezra (Burakim)



Mortigny:
Die Dom Farfoylt

Barovia:
Le Chateau du Neon Genesis (Marians)

Linguistic Note (or: The Hidden Meaning of the Churches’ Names)

Here's the translations of the Ezran cathedraised a mixture of French, German, Yiddish,
Greek/Latin, Spanish, Italian, Swedish, and Hebflticink).

Some of these names are references to secreta WithChurch of Ezra or the domain they
reside in. Others just sounded good.

Necropolis:

Le Sentier de Sephirot (YamakiteR)é Path of Sephirot

Neuvuchar Springs:

La Cathedrale de la Mere Holie Sophia (Sophidig)Cathedral of the Holy Mother Sophia
La Cathedrale du Sabl&tie Cathedral of the Sands

Martira Bay:

Le Dom de la Melangé&he Cathedral of the Blend

La Tour d'Arrose du Mer (Itiang)he Tower of Seaspray

Viaki:

Die Sumpfkirchelhe Mire Church

Karg:

Der Dom des Grailihe Cathedral of the Grey

Neblus:

La Cathedrale de Notre Dame de la Bruthe/Cathedral of Our Lady of the Mists
Nartok:

Die Katedral der Umgliklhe Cathedral of Misfortune

La Cathedrale du St. Zhavéhe Cathedral of Saint Rust

Falkovnia:

La Bastione du Evangelion (Rachaeliaiibg/Bastion of the Messenger
Stangengard:

Die TyrannkircheTlhe Tyrant Church

Lekar:

Der Dorndomrhe Thorn Cathedral

Der Habichtdomrhe Hawk Cathedral

Silbervas:

Der Folterdomrhe Torture Cathedral

Dementlieu:

Castle Nigramous (Justinefspm MCS map

Port-a-Lucine:

La Cathedrale de la Pensee Idée/Cathedral of the Contemplative Thought
L'Eglise de la Echell@he Church of the Balances

La Cathedrale de St. Pere du Vilhé Cathedral of the Sainted Father of Will

La Cathedrale du Notre Perditiombé Cathedral of Our Perdition

Le Ruin de Ste. Mere des LarmB$ Ruin of the Sainted Mother of Tears



La Cathedrale de I'Etoile du Nord (PetranBs)/Cathedral of the North Star
Chateaufaux:

La Cathedrale du Hochzéitie Cathedral of Weddings

Mordent:

La Retraite du Viridian (Halane3}ie Retreat of Viridian
Mordentshire:

L'Eglise du Gewisseiihe Church of Conscience

Invidia:

Le Maison du Coeur (Mishnad}ie House of the Heart

La Retraite de I'Herbes (Judasitéby Retreat of the Herbs

Karina:

L'Eglise du Notre Peindre DanTék Church of Our Painted Lady
Borca:

La Bague du Seele (AnchoriteB)é Ring of Souls

Lechburg:

La Cathedrale des Juene Filles du Yeithe/Cathedral of the Young Girls of the Wilderness
Levakrest:

La Grande Cathedrale d'Ezra (Ezradim, NumeriangjiBicans)The Great Cathedral of Ezra
La Cité Holie d'Eglise d'Ezr@lhe Holy City of the Church of Ezra

La Cathedrale du Bais@tie Cathedral of the Kiss

La Cathedrale de Notre Guerigné Cathedral of Our Healer

Der Zaubererdonihe Sorceror Cathedral

Richemulot:

Le Repos du Pecheur (Danielliai$) Rest of Snners

Ste. Ronges:

Le Kirche du Lemkotihe Church of Limb-flesh

Pont-a-Museau:

La Cathedrale de Ste. Shtshilited Cathedral of Saint Rat

L'Archivee d'Ezra (BurakimJhe Archive of Ezra

Mortigny:

Die Dom FarfoyltThe Cathedral Rotten

Barovia:

Le Chateau du Neon Genesis (Mariafisg/House of New Beginnings

Chris D. Nichols



DARKLORDS’ & NPCs” AGE

By JW.Mangrum & A. Ray
In the year 750 BC (Barovian Calendar):

Abu al Miris 25 years old.

Adamis 67, but he hasn't aged a day since he was."ddust be the exercise.

Alexi Shadowboris 142 years old.

Alfred Timothyis 41 but his lycanthropic heritage makes him Igoknger.

Andres DuvalltheBardic Lich) is 165 years old.

Azalinis 348 years old, but he’s been a lichdaty 272 years.

Daglan Daegoris approx. 597 years old (if still alive).

Diamabelis 182 years old and became a Darklord 160 yegrs a

Dominic d'Honaire(the "baby" among the original darklords) is nddv 5

Draga Salt-Biteris 47 years old but contracted lycanthropy atape of 35.

Eowin Timothyoldest member of the Timothy clan, is still siniff around Mordent at 90.
Frantisek Markovs 75, and he does age normally.

Duke Gundatis circa 512 years old (or 562 years old non-caraut has been a vampire for 461
years.

Elena Faith-Holdis 178 years old (just speculative figures).

Gabrielle Aderreas 40, although she looks younger.

George Weathermay 41.

Gerta Von Aubreckethe little girl in Adam's Wrath, is now 23.

Gregor Zolnikis 41.

Gregorian lllhousens 56 years old.

Gwydionis at least 599 years old but | could be wrongahse | did not calculate for the time
flux (5,6007).

Harkon Lukass 168, but he seems to have effectively stoppggatga

Hazlikis 77. | haven’t seen anything to indicate hisigdias slowed.

lvana Boritsi & Ivan Dilisnyaare both 61. | think they age normally, but Ivan#ast should be
doing everything she can to preserve her youth.

Jacqueline Montarris 281, but her curse renders her effectively imelo

Jacqueline Renieis 68, although her aging may have slowed.

Jander Sunstahas been a vampire for 775 years.

Jezra Wagnehas been a spectre for the last 324 years.

Kateri Shadowbornvould be 165 years old now.

Loht & Maeveare 4,955 years old (time flux).

Lyssa von Zaroviclks 225 years old and became a vampire 196 yearsaltbough she has the
powers of a 229 years old vampire.

Maeve(the druid) is 44.

Malocchio Aderrgthe Dukkar) is 3, but has a fake I.D.

Malus Sceleriss 38 years old.

Mayonakais 111 years old and has been a vampire for 9%yea

Merilee MarkuzgtheChild Vampirg has been draining blood for 165 years (havinghltemed
into a vampire at the age of 10).

Morgorothis 150 years old (speculation based on the assomipé was 40 when he
encountered Ferran Shadowborn).



Nathan Timothys 66, but he has Eowin's genes.

Nostalia Romainéthe 1st ermordenung) is 59, but she still loaksh@ugh she were in the prime
of life.

Prince Othmar Bolshniks 42, and ages normally.

Rudolph van Richteis 79 years old at time of disappearance (BC 750).

Rudolph Von Aubreckdson of Wilhelm, and better known as theing Brain) is 56, but he's
well-preserved.

Shelaugh ApFittlées 68. There's nothing to keep her from aging.

Sothhas been a death knight for 384 years. Leavingdmiy a few millenia left on his sentence.
Strahd von Zaroviclwvas born 451 years ago and has been a vampi8®®oyears (became a
vampire at the age of 52).

Tara Kolyanais 32 years old.

The Three Hagélrhe Mindefisk Sisteyare 75 (became hags 59 years ago, but theyatpn't
anymore).

Tiyethas been a mummy for the last 186 years (becaneadmat 20 year old).

Tristen ApBlands 543 years old, making him look about\&fred Godefroywas born 240
years ago, but he has been haunting MordentshitErtbyears.

Tristessas something older than 162 years (she is a Sh&dfhwo her real age is basically
unknown due to the time flux and immortality).

Sir Tristen Hiregaards 86, but he tends to look about a decade youhgerhe is.

Urik Von Kharkovhas been a vampire for 145 years (assuming h&Wasen he became a
Vampire).

Victor Mordenheims 101, but he stopped aging when he created Adam.

Vlad Drakovis 85. His aging seems to have been slowed sfightit not by much.

Wilhelm Von Aubreckgipolitical leader of Lamordia) is 77, and looks it

Yagno Petrovnas 76 and seems to be aging normally.

| took as many of these numbers as possible frorargeal sources, but on a number | had to
deduce a few dates from vague clues in RL material.

John W. Mangrum



Darklords of Ravenloff

By Alanik Ray

Note: the curses written in italics are omdyoposed ideassince the official supplements do not to att@atspecific curse to that particular Darklord.

Name Domain Class/Race Curse
Adam (Mordenheim's Monster) Lamordia Flesh Golem emdlessly seek (in vain) love and companionsheptarbecome
human
Aderre, Gabrielle Invidia (up to BC| Vistana Enchantresgls She hates Vistani but cannot harm them
747)
Aderre, Malocchio Invidia (after BC Dukkar ?2?7?
747)
Althea Demise Medusa Seeks companionship but trer petrifies
Anhktepot Har'Akir 8 grade Mummy | Wants to live like a normal human again, but carmescape his
Priest undead state but for 24hrs
ApBlanc, Tristen Forlorn Ghost/Vampyre To eterndilg as vampyr and ghost, experiencing his
past/present/future in a crazy undiscernible patach day
Arijani Sri Raji Rakshasa Fears to be killed by shene crossbow bolt that killed his fath
Azalin Darkon (Pre- Lich Mage Unable to learn new magic and escape RL
Requiem)
Bleysmith, Sir Torrence Staunton Blufjs Ghost (&4 Unable to kill the Avergnites who conquered hidlasuffers pain
magnitude) inflicted to his corpse
Bluebeard Blaustein Uxoricide Fightef  Seeks in \aimife that will obey him, but cannot marry wome

from Blaustein (who'd serve him utterly), becausesées them
with the visages of his dead wives

Boritsi, lvana Borca Poisoner She seeks a truelbonédner kiss is deadly
Chang, Tsien I'Cath Witch Fears reprisal from the gods for her crimes
Davion the Mad Thornewood Demented Wizayd Suffplis gersonalities
Death Il Aluk (Post- Entity None
Requiem)
d'Honaire, Dominic Dementlieu Illusionist- He's ugly to the eyes of all women he loves
Mesmerist
Diamabel Pharazia Dark Angel Abhors his new formi kills infidels trying to be forgiven by hi

deity

D' Polarno, Stezen Ghastria Nobleman Fighter Laodsel love for life, but regains it only one dagch year

D
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Dilisnya, Ivan

Borca (Dorvinie

Poisoner Thespiar

Lost his taste and hates thosaligplay it

pre GC)
Dominiani, Dr. (Daclaud Dominia Cerebral Vampire Constantly hears laughtecking him for the small domain he
Heinfroth) rules
Donskoy, Lord Ravallah Nobleman Cannot have heidcsia slowly rotting away
Drakov, Vlad Falkovnia Merciless Warrio Unablecanquer neighbouring lands
Easan the Mad Vechor Mad Elf-Wizarc Makes experisefnsoul-transfer but has forgotten why (haq a
spirit in his body)
Ebonbane Shadowborn| Demon trapped in dlmprisoned insidehe house and taunted by the geist of Lady K
Manor Magical Sword Shadowborn
Evensong, Baron Lyron Claveria Immortal Bard Tamddly live in his manor, acting normally only oday each
century
Faith-Hold, Elenia Nidalia Fanatic Paladin Unaldetirge Evil from her dominion
Garvyn, Captain Ship of Horrorp Cursed Fighte Ueab leave his ship
Godefroy, Lord Wilfred Mordent Ghost(5 Haunted by the ghosts of wife & daughter
magnitude)
Gundar, Duke Gundarak Vampire ?2??
Gwydion Shadow Rift Shadowelf Trapped in the OlzsidGate
Hazlik Hazlan Red Wizard Hates wizards: he's halibtethe dreams of his humiliation a
their hands; sleeps little
Headless Horseman Winding Rogd  Headless Horsgman Seeks a hew head
Hive Queen Timor Marikith Afraid of giving birth ta new queen
House of Lament House of Lam¢nt Haunted House Eternally seeks new souls to keep it companionship
(unknown spirits)
llithid God Brain Bluetspur llithid Brain Pool Cannot experience anything except by 'living' tipfoother
people's experiences
Juste, Lemot Sediam Scaena Playwright Sees alpliactors as props and cannot believe his own drama
Karn, Jack Farelle Tinkerer Wants to be recognized as a genius but everyogetfohis
inventions
Kas the Destroyer Tovag Vampire Unable to find$igord, which could help him kill his ar@memy
Vecnha
King Crocodile Wildlands Giant Crocodile Wants sdody to cure its disease before it dies but alvesats
those who help it
Kloggin, Galf Forest of Wererat Haunted by the ghost of the woman he slew
Shadows

(Necropolis)




her's

Laveeda, Leticia, Lorinda Tepest Hags Unable td §iomebody who loves them
Lukas, Harkon Kartakass Wolfwere Bard Wants to euteue kingdom, not a petty land
Malbus Al-Kathos Ram-headed Rules over weak people not fierce warriors
abomination
Malken Nova Vaasa Alter-ego Constantly fighting &li®r-ego sir Tristen
Maligno Odiare Carrionette Wants a human body fsisbul
Markov, Frantisek Markovia Shapechanging Unable to assume his old human form
Butcher
McFadden, Glennis Boglands Green Hag ??7?
(Necropolis)
Meredoth Nocturnal See Necromancer| Unable to pursue his studies because he's alwaggipted by his
undead servants
Mircea, Ladislav Sanguinia Vampire Longs to sail again
Misroi, Anton Souragne Zombie Lord Cannot leaveswsmp
Mistwalker, Trillen Mistlands Ghost (& Obsessed with finding a tower whose content heotorg
(Necropolis) magnitude)
Monette, Captain L'lle de la Werebat Longs adventure as sailors but grows widak leaves his islanc
Tempete
Mordenheim, Dr. Victor Lamordia Mad Scientist Unald revive his wife
Morgoroth Avonleigh Necromancer Unable to awaken his love and leave RL
Nightmare Man Nightmare Lan{ls Entity Unable to capture his victims' dreams imdtag paintings
Obour, llsabet Kislova Alchemist Unable to exaatgeance upon her husband; must feed on ot
pain to survive
Petrovna, Yagno G'Henna High Priest Doubts his deity's existance
Phantom Lover Leederick Ghost'(5 ?27?
magnitude)
Puncheron Risibilos Jester ?2??
Puppetmaster I'Morai ?2?7? ?2?7?
Radaga Daglan Necromancer Fears undeath
Radanavich, Madame Bleak Housg Ghobt (4 Obsessed with getting revenge
magnitude)
Renier, Jacqueline Richemulot Wererat Revertsttéoran in front of those she loves
Salt-Biter, Draga Saragossa Wereshark Unable ¢calbove surface, loathes sharks
Sceleris, Malus Nosos Nobleman Haunted by his fatighost, hates natuaamd would like to be a

good father himself
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Shinpi, Haki Rokushima Geist Unable to affect his sons' actions
Taiyoo
Silvertress, Beryl Mountains off Dwarf Vampire Obsessed with killing the vampire whade her, filled with
Misery paranoia
(Necropolis)
Skragg, Damon Jagged Coagt  Ghoul Lord ???
(Necropolis)
Sodo Zherisia/Paridoh Doppleganger Unable to hold on to a single form
Soth, Lord Loren Sithicus (up tc Death Knight Seeks in vain his lost love Kitiara
753 BC)
Spulzeer, Chardath Aggarath Madman Imprisonedgerastone; suffers split personalities
Thakok-An Kalidnay Templar Torn between the needwaken her lover and the fear of losir
him once awakened
The Baron Aerie ??7? Cannot leave his castle even though it can flyyawkere in the
Demiplane
Timothy, Alfred Verbrek Werewolf Priest Hates hisnhan form,cannot turn into wolf form by daytime
Timothy, Nathan Arkandale Werewolf Cannot leavehesarde river
Tiyet Sebua % grade Mummy Despises her nature but craves humeantish
Tristessa Keening Banshee Unable to get back lzet @by and obsessed with vengean
Valkraan Maridrar ??7? ??7?
van Riese, Captain Pieter Sea of Sorrcjws Ghést (5 Unable to chart the sea to return to his world
magnitude)
Vecha Cavitius Demigod Obsessed with escaping RL
von Kharkov, Baron Urik Valachan Nosferatu Tornvitn his feral nature and his desire to live likeemal
human
von Zarovich, Count Strahd Barovia Vampire Obsessed with gaining Tatyana's love, always dodméake her
Necromancer
Vormoff, Yako Vale of Tears Vassalich Obsessed with finding his phylacteryamdull lichdom

(Necropolis)

Whelm, Friar

Estrangia

Coraltan (?)

?2??

Zolnik, Gregor

Vorostokov

Loup du Noir
Werewolf

Despises his nature and wants to be considererba he




Domain Equipment Tables

By M. Graydon

Stone Age.
Markovia, Sebua (children), Timor, The Nightmarentla (Abber Nomads)
Weapons
Adze 3gp
Battle Axe 15gp
Hand Axe 6 gp
Stone Axe 5sp
Blowgun lgp
Barbed Dart 1sp
Needle 2cp
Bolas 5sp
Boomerang 5sp
Short Bow 15¢gp
Flight Arrow 3sp/12
Stone Arrow 3cp/l2
Club --
War Club 249p
Dagger 29p
Bone Dagger 1sp
Stone Dagger 2sp
Dart 5sp
Harpoon 20 gp
Bone Harpoon 1lgp
Javelin 5sp
Stone Javelin 5c¢cp
Knife Ssp
Bone Knife 3cp
Stone Knife 5c¢p
Throwing Knife 5gp
Lasso 5sp
Parang or Machete 8 gp
Quarterstaff --
Rock --
Sling 5cp
Sling Stone --
Spear 29p
Stone Spear 2sp
Armor.
Buckler Shield 1gp
Small Shield 3gp
Medium Shield 79p
Large Shield 10 gp

Leather Armor 5gp



Light Scale Mail 80 gp

Cord Armor 10 gp
Hide Armor 359gp
Padded Armor 4 9p
Sudded Leather Armor 20 gp
Wood / Bone Armor 50 gp
Cap 49p
Leather Helm lgp

Italic entries are available only if metal is aahile.

ToolsList. (These are available in all settings except fon&tage.)

Adze 3sp
Belaying Pin 2cp
Bottle --
Club --
Great Club 29p
Grain Flail S5sp
Fork 8 sp
Attached Gaff 29p
Held Gaff 5cp
Grapple 5gp
Hatchet 29p
Hammer S5sp
Harpoon 20 gp
Big Holy Symbol 259gp
Knife 5sp
Lantern Varies
Lasso 5sp
Machete 8 agp
Oil Flask 6 cp
Pick 4 gp
Pry Bar 29p
Quarterstaff --
Sap 5sp
Scourge 29gp
Scythe 3gp
Sickle 6 sp
Sledge Hammer 29p
Sling 5cp
Sling Bullet 5cp
Sling Stone --
Spade 1lgp
Torch lcp
Vial 8 sp

Whip 1sp



Bronze Age.
Har'Akir, Sebua (Overlord)

Weapons
Adze 3sp
Battle Axe sgp
Composite Short Bow 75 gp
Short Bow 30 gp
Long Bow 75 gp
Flight Arrow 3sp/12
Cestus lgp
Dagger 29p
Dart 5sp
Hand Axe 1lgp
Javelin 5sp
Light Lance 6 gp
Footman's Mace 8gp
Horseman's Mace 5gp
Mace-Axe 12 gp
Pike 59p
Quarterstaff --
Spear 8 sp
Long Spear 5gp
Staff Sling 2sp
Stinkpot 1sp
Staff Sling Stone --
Broadsword 30 gp
Khopesh 15gp
Sapara 10 gp
Short Sword 15gp
Sword-Axe 20 gp
Trident 15gp
Two-Handed Axe 15¢gp
Warhammer 2gp
War Club 29p
Armor.
Buckler Shield 1gp
Small Shield 3gp
Medium Shield 79p
Large Shield 10 gp
Bronze Plate Mall 400 gp
Cord Armor 15gp
Hide Armor 50 gp
Hoplite Armor 160 gp
Lamellar Shirt 100 gp
Leather Armor 59p

Light Scale Mail 80 gp



Metal Lamellar
Padded Armor
Ring Mail

Scale Mall
Studded Leather
Cap

Leather Helm

Iron Age.
Forlorn.

330 gp

49p
40 gp

60 gp
20 gp

49p
lgp

Same as Bronze Age, but with Iron.

Classical Age.

Demise, Sri Raji, Kalidnay, Vechor, G'Henna.

Weapons
Battle Axe

Composite Short Bow

Short Bow

Long Bow

Flight Arrow
Cestus

Dagger

Dart

Hand Axe
Javelin

Light Lance
Medium Lance
Footman's Mace
Horseman's Mace
Net

Pike

Pilum
Quarterstaff
Spear

Long Spear
Staff Sling
Stinkpot

Staff Sling Stone
Broadsword
Drusus

Gladius
Khopesh
Sapara

Short Sword
Spatha

Trident

5gp
75 gp
30 gp

759p
3sp/12
1gp
29gp
5sp
1gp
5sp
6 gp
10 gp
8 gp
Sgp
Sgp
S9p
1gp

8 sp
S gp
2sp
1sp

15gp
50 gp
10 gp
15gp
10 gp
15gp
25 gp
15gp



Two-Handed Axe 15gp

Warhammer 29p
Armor.
Buckler Shield 1gp
Small Shield 3gp
Medium Shield 79p
Large Shield 10 gp
Banded Mall 275 gp
Bronze Plate Mail 750 gp
Chain Mail 225 gp
Gallic Armor 30 gp
Hoplite Armor 160 gp
Leather Armor 59p
Light Scale Mail 80 gp
Lorica Hamata 120 gp
Lorica Segmenta 175 gp
Metal Lamellar 330 gp
Padded Armor 4 gp
Ring Mail 40 gp
Scale Mall 60 gp
Studded Leather 20 gp
Cap 4 9p
Leather Helm 1gp
Mail Coif 10 gp
Open-Faced Helm 12 gp
Dark Age.
Vorostokov, Bluetspur, Eastern Necropolis.
Weapons
Battle Axe 5gp
Composite Short Bow 75 gp
Short Bow 30 gp
Long Bow 75 gp
Flight Arrow 3sp/12
Sheaf Arrow 3sp/6
Caltrop 29p/12
Light Crossbow 60 gp
Light Quarrel 1sp
Pellet Bow 25gp
Pellet 5c¢cp
Dagger 29p
Dart 5sp
Hand Axe 1lgp
Javelin 5sp
Light Lance 6 gp

Medium Lance 10 gp



Footman's Mace
Horseman's Mace
Quarterstaff
Spear

Long Spear

Staff Sling
Stinkpot

Staff Sling Stone
Broadsword
Long Sword
Sabre

Short Sword
Two-Handed Axe
Warhammer

8gp
5gp

8 sp
S gp
2sp
1sp

20 gp
45 gp
30 gp
15gp
15gp
2gp



Drinks, $000 & Other rops

By Brian Dick & Christopher Dale Nichols
Drinks Of The Core

Instead of stocking your taverns and inns with gerieands of "beer" and "wine," give your
players something more specific to work with... arany about. After all, do you really want to
drink the bloody looking fluid poured from a bottlearked Barovian Ré&dHere's a list of the
most famous drinks around the Core:

e Abytta: Alcohol from Vechor. The process to make it gdake anything fermentable,
put it in a bucket, ferment, add olives, drink. i8tjng, but extremely potent.

e Anthrazit Brew It's a vodka distilled from Ghastrian grains. kedike water, smells like
water, tastes like water, but it packs quite a putits essentially what the Dementlieuans
use to get those people drunk who don't want tdrbek.

e Barl: a very mellow, amber beer available wherever lihgé can be found.

e Barovian Reda dry, blood red wine produced (where else?) irofa; like a good
cabernet

e Brogga:a licorice-flavored liquore the Vistani drink; cas prophetic dreams.

e Bromkrete A dusty-tasting liquor made from fermenting punmpé&nd other native
Hazlani gourds. Sells very cheap.

e Crumble/Flog A whiskey made from apples. Served in tiny woodeps. Causes very
bad hangovers, and must not be served in metal(duescts with impurities in metal,
causing arsenic compounds to form in the drink)ledacrumble in Mordent and flog in
Necropolis' Vale of Tears region.

e Dwarf Spirits:grain alcohol, think Everclear (from Dragonlanckgourse).

e Finneas Stouta heavy, woody-tasting lager produced in Darkon.

e Ghast WaterAny alcoholic beverage from Ghastria. They adkedike slightly foul
water.

e Gort a country favorite; apple cider (a change frontewéor those avoiding alcohol).

e Hard Gort fermented cider.

e Luin Thalla(Blue Flower in Elvish): delicate, dry white wipeoduced in Darkon;
expensive!

e Meeklebraua Kartakan beverage, exceedingly bitter but imgsawe singing voice.

¢ Nosos Rat-WineMade in Nosos (where rats are plentiful) fronmfented rat fetuses.
This drink is clear (sometimes slightly cloudy,eoleast with suspicious floating bits in)
and slightly oily, with a light reddish tint. Rative tastes sweet and is potent enough to
clean wounds (like vodka and other real life drjnkske the worms in mescal, rat-wine
generally comes with 2 or 3 rat fetuses floatinthatbottom of the bottle. Nosos rat-
wine comes in a clear glass bottle with a blackepdgible (which bears the vinters mark).
Some bottles will have a gold embossed label. Thesé&om Lord Sceleris' private
stock. Rat-wine is common in Nosos, but rare inGbee (frankly, few people really care
to try it, but it has a small following in the uppeasses). Nosos rat-wine is illegal in
Richemulot (where wererats frown on killing ratatake booze).

e Okioni: A orange based liguor from Rokushima Taiyoo.

e Renier Cellarsmedium-sweet red wine; an average Lambrusco pextiin Richemulot.




e Scour Made from specially prepared and fermented bgetleour is native to G'henna.
In G'henna, the priests of Zhakata use large calré®tles to strip the dead of flesh, so
that the bones may be used in building projectesélbeetles, when they die, are
collected by the priests. The carapace and hatohabs parts of the beetle are removed,
and the remaining soft bits spiced with bitter Isesind fermented. The black alcohol that
results is then heavily salted. Kept in earthenwage, scour is bitter and salty, and
drinking this often causes hallucinations (alwagdgining to Zhakatan religion). As
scour is produced by the Zhakata's church, thiskds rarely found outside of G'henna.

e Sexton Golda sweet white wine mass produced in Dorvinia (iBosca); like Boones
Farm.

e Sho-chu A red rice wine from Rokushima Taiyoo, often sshn a little wooden box or
a very flat little sake bowl.

e Spinewine A wine made from thornplums, a fruit found ontythe Briarvale region of
Nova Vaasa. The thornplum is a very sweet plumfiikg which grows on briar bushes,
much like blackberries. However, the briars hatieieker stem, and larger thorns than
blackberries. The thornplum's thorns also secneteriégant, so that when one is sractched
by the thorns it produces a poison ivy-like rastiteg 1d2+2 weeks. The only place
where spinewine is produced is the tiny Nova Vaasitéage of Hornwood. Due to the
limited production, spinewine in moderately expgasi

e Sumpf A beer brewed in Viaki. Uses grain from a swamgsg native to the region.
Come in short green glass bottles

e Tempe GrimmWine made from grapes grown in gravelly nutripatr soil and low
light (generally these are specially adapted qugitsyand mine shafts). The result is a
very vinegary wine with an odd metallic taste (do¢he fact that Tempe Grimm comes
in a metal bottle). The only people that like Tengr@nm are dwarfs and a (very) few
gnomes.

e Tuika Barovian plum brandy [which has been around stheeBlack Box, of course].

e White Monk medium white wine once produced in Gundarak, mevy rare; rumored to
be blessed.

As for whether or not any of these are actuallyrfal, that decision has to be made by the
individual DM. There are rumors about a bottlewo of Barovian Red known as Year of the
Comet which do have magical properties. They wettdal in 351, when a comet was believed
to have shone in the Barovian sky during the fetmgmaking season. The labels on the bottles
bear the image of a comet to comemorate the e8émaingely, the rumors about this magical
vintage bears disagree on what the magical eftédtse beverages are.

[In game terms, choose the effect randomly fromr yigtiof magic Potions when the bottle is
uncorked.]

As far as pricing these beverages, assume thaeREellars and Sexton Gold are "average" and
so cost whatever the going rate for "wine" hapger in your campaign. Barl is more
expensive than beer even where it is readily abkglaand Finneas Stout is about average for ale.
All the other drinks are more expensive (with tikeeption of gort and hard gort, which could be
about half and three-quarters the rate of alecddfse, in remote areas, some of these will be
completely unavailable.



Bath

"How would you like that bath?" People are funninaads. Everybody likes to have things
arranged to suit their tastes. Some folk like soglthot baths. Some don't. At the cheapest of
inns, all a character is likely to get is a wasHilled with cold water. Finer establishments
understand the art of bathing.

For this reason, | make my players choose betweerbéasic types of baths. The first (which I've
called a Dwarven Bath, a Mountain Bath, a CountyhBetc.) is basically "hot wash, cold
rinse". The other (the Halfling Bath, Fancy Bathjust "a Boil") is the good old "hot was, hot
rinse." Make sure you have fun with bath time emember that, in the "eras" we're looking at
in Ravenloft domains, you simply don't rent a roanthe inn with a private bath. There was one
room, down the hall, in which communal bathing teddce. There's nothing quite like the look
on a character's face when he's enjoying a goddis@aHalfling Bath, naked as the day he was
born, with his armor and weapons safely back inrdloen, and noises from the next tub over
sound like the guy over there has just startedsfaaming into a werewolf! Also, don't be afraid
to add detail just for the sake of detail. It maktesatmosphere seem all the more rich. For
example, characters traveling in Darkon/Necropmiesbound to get an education in a real
Dwarven bath (which is really a big pool of comédte warm water in a cold stone room) and a
Halfling Bath (which is a large wooden tub withiefunder it to keep the water warm, in a big,
steamy sauna-like room).

Food

Finally, pay attention to the food as well. Mostsrand meal houses don't have a menu to
choose from. Either you're eating the special efdly, or you're ordering an entire meal made
from scratch. The advantage of the daily specidiasit's already ready already. It's probably
stew and you can get in slopped into a bowl maoi@ foread if you want it to go. The trouble
with this option is that the special of the day nbayseveral days old. Here's a fun one: DM's roll
1d4 whenever a character orders the special afaleThis determines how many days have
passed since the meal was first produced. For elagryadd 10% to an initial base 10% for food
poisoning. Thus, a roll of 4 on 1d4 yields a 50% s 10% plus 40%) chance of getting food
poisoning.

Characters suffering from food poisoning becoméewity ill 4+1d4 hours after finishing the
meal. Vomiting and diarrhea last a full game dalgsmtreated by a cabable herbalist or a cure
disease spell. As for a full meal, the advantagiisous: you're getting a full, well-balanced
meal with only a 10% chance of food poisoning (Hrat's still too low considering the hygienic
awareness of the period). The disadvantage hénatiyou're going to pay dearly for the meal.
After all, you're buying the bread that will be neathe butter to be churned, the round of cheese
from the "fromagier", the chicken from the butches,well as the time and labor to produce the
meal.

So, the next time you have an evening to fill anddea what to do, consider having the
characters just spend a couple days in town. Ybe'Burprised how a good dose of tourista or a
surprise in the wine can led themselves to reallying players. Sometimes, they're even more
eager to go face that nasty Darklord after a rsgleint at a really bad inn.



Ezran Orders
By C.D. Nichols

There are 16 major orders within the Church of Eesgh based on the teachings of one of the
main saints of the Church. The saints are Ezch(ieally the goddess of the religion), St.
Anchora, St. Hala, St. Mishnad, St. Justine, StaBl, St. Rachael, St. Yamaki, St. Peter the
Beggar, St. Judas the Kind, St. Mary the Orphanilti&$, St. Sophia, St. Dominic, St. Danielle, and
St. Numerian.

The Fellowship of Anchora (also Anchorites)

St. Anchora was a wandering paladin of the Chufdfzoa. Noted for traveling into the Land of
Endor, a fiend held portion of the original worltitbe Church of Ezra. Wandering priests, the
anchorites orignal mission was to travel the wepgdeading the word of Ezra through deeds and
speech. This mission has grown dimmer in the Larfidse Mists.

The Sisters of Hala (Halanes)

St. Hala was a Holy Mother of the Church of Ezr#hia pre-exile days of the church. She was
responsable for the convesion of many personseatgvil. It was say that a day spend with Hala
would lead even the death knights of Endor to teremorse. Halanes offer retreat from the
world, and spiritual healing and conversion. Thaye the greatest ill-luck of any order.

Brothers of Mishnad (Mishnads)

Mishnad was the young king of the semitic peopleakwas a part of, ruling from the holy city of
Aritezh. The epic love of Mishnad and Ezra wa®tetpry and tragic. Mishnads are the
protectors of love, conducting weddings, baptisangl funerals. They are also charged with
artistic duties, working to produce and encouragekvwf music and art.

The Justine Brethern (Justinians)

St. Justine was the Holy Mother of the Church afaBeho finally unified the human nations

against the Land of Endor. The resulting peacedx the human nation lasted until the
destruction of that world by the Endorian fiend§he Justinians are political envoys, peacemakers,
and diplomats for the Church of Ezra.

The Fellowship of Burach (Burakim)
Burach was Mishnad's court scribe and aide. Hbextithe original versions of the books of the

Ezran Gospels. This function is continued by tlheaRim, who scribe the holy texts of the Church
of Ezra.

The Host of Rachael (Rachaelines)

Rachael was a rank and file soldier in Mishnadisyamwho was chosen by Ezra to become the head
general of Ezra's army. Under her, the fiendsrafde gained no ground, a great victory at the
time. The Rachaelines form the military arm of @teurch of Ezra. They are a very small order,
most serving as guards at the main cathedrals.

The Children of St. Yamaki (Yamakites)



St. Yamaki was a blue dragon who converted to ther¢h of Ezra. After his conversion, he
proved so faithful he was made a bishop. St. Yamaddr defended the city of Erostat against the
forces of the Endorian general Takemalech, a@itdi He died slaying the fiend, and was
post-humously made an arch-bishop and sainted. Yahekites are exorcists, seeking to destroy
fiends and other evil spirits. The rainment oktbrder consists of a grey hooded robe with a blue
silohette of a dragon and silver chains with Ezraly symbols on each wrist (like a charm
bracelet). The order carries the text Rites ofAtieersary, and text of exorcism rituals.

The Brethren of the Rock (Petranes)

St. Peter the Beggar was a street beggar who wksdoff the street to become the Holy Mother's
right-hand archbishop. The Petranes are chargeutieé care of the poor.

The Lamed Brothers of Judas (Judasites)

St. Judas the Kind was a follower of Ezra. He eémwith her as a healer, though he himself had
both legs and an arm withered. Judas had a dialest to heal the lamed and crippled, and while
he was able to use this ability on himself, chastetm as a sign of humility.

Judasites help the chronicly injured and ill - lep@mputees, and others.

Orphans of St. Mary (Marians)

St. Mary was an orphan in the holy city of Aritesfho was taken in by Ezra and raised as Ezra and
Mishnad's daughter. She went on to become thendddoly Mother of the Church of Ezra, and
founded the Great Orphanage of Aritezh, one oftherch of Ezra's prime institutions.

Marians run the Church of Ezra's orphanages arfdrpeother work with children.

The Order of St. Itias (Itians)

Itias was a childhood friend of Ezra and followest throughout her ministry. He was scholar,
reknown for the clarity of his explanations of Egnaord, as well as for their startling depth. The
secret book Confessions of Itias also reveals¢hees passion he held toward Ezra. The Itians are
teachers, seeking to enlighten the people. Thaylabld sway over matters of science, working to
keep man from over reaching the boundaries of aatur

The Children of Sophia (Sophians)

St. Sophia was apparently a Holy Mother of the Chuf Ezra, but all records of her time have
been lost or destroyed. The Sophians are gnoaticsbelieve that the physical world is evil and
that only pure spirit is pure. Thus, Sophiansdtly commune with the spirit world, many times
drawing up evil spirits which they believe are hblings. The Neuvuchar Springs group is
primarily Sophians, and it is said that a powesfuitit is pent beneath the cathedral there, but onl
barely.

The Congregation of Dominic (Dominicans)
St. Dominic the Blind was a prophet whose proplec@me startlingly true. An arch-bishop, he

lived for nearly two hundred years. The Dominicamsk to generate and interpret prophecy.
The order is extremely small.



The Host of St. Danielle (Daniellines)

St. Danielle was head of the defense in the Blddeige, when an Endorian army of vampires laid
seige to Aritezh. She personally save the Holyldofrom a pack of the monsters. Since then,
the Daniellines have beencharged to combat the @€svil as the Yamakites battle the spirit of
evil. They are skilled monster hunters.

(Yamakites handle exorcisable creatures, such @stgjlspirits, and fiends; Daniellines handle
anything else.)

The Order of Sorrow (Numerians)

Numeron was the arch-bishop who lead the thirty ggadus through the Mists. The Holy
Mother had perished in Aritezh and the new one mesely three years old. Thus Numeron was
called to lead the journey.

The Numerians study the Mists and seek to findra path to the new land which the Church will
find after ‘the time of great darkness.' Also, thvegtch for the prophecied return of Ezra.
Numerians wear black hooded robes, black glovesants, and a black face veil with white
eye-spots. They are the smallest order, and trst searetive, rarely leaving the depths of the
Great Cathedral.

The Elders of Ezra (Ezradim)

Ezra was a goddess worshipped by a desert pedpldue time, she incarnated herself as a human.
As a human Ezra lived a typical life until she endrsixteen. She became aware of her true nature,
and began travelling amung the people preachingdsel, healing (through both medicine and
divine means), advocating resistance against tbeeching Endorians. She discovered love,
friendship, and joy, making these central to hestdioe. She was martyred at the hands of the
Endorians. Over the centuries, the message oftieg®een blunted, dulled and forgotten. The
Ezradim are the true leaders of the Church of Ehmleaders and policy makers. Almost every
church, save the very smallest are run by an BzxadBeyond that, the Ezradim are the church's
healers, the physicians who understand the mosit @lhe treatment and curing of injury and
disease. They work by equal portions of divinelihngaand medicinal and surgical techniques.

The vestaments of the Ezradim are white robes @oa hwith light blue trim, and a gold chain
bearing a Ezran holy symbol. Many Ezradim alsoycarcrozier.

Chris D. Nichols



Famous Casfles Of Ravenloff

(compiled by Barry Trevelyan, John W. Mangrum, Christopher D. Nichols and Alanik
Ray)

Major Castles

ApFittle Hall (Birnam - Forlorn)

Blacktower Heights (home of the Rivtoff family obloles, overlooking Rivtoff - Nova Vaasa).
Castle Avernus (Darkon)

Castle Blaustein (Bluebeard's castle)

Castle Draccipetri (Drakov's Castle in Lekar - eatkia)

Castle Faerhaaven (Sir Tristen's castle - Nova ajaas

Castle Hunadora (Gundarak -cum- Invidia)

Castle Loupet (Invidia)

Castle Pantara (Valachan)

Castle Ravenloft (Barovia)

Castle Stonecrest (Staunton Bluffs)

Castle Stonegard (Prince Othmar's castle in Kantdoaa Vaasa)

Castle Tristenoira (Forlorn)

Citadel Cavitius (Cavitius - Burning Peaks cluster)

Dargacht Keep (Skald - Kartakass; it burned anglegpin 613)

Grim Fasteness (Il Aluk - Darkon)

Guirgiu (Lord Mircea's castle - Sanguinia)

Irkat Thaan (a ruined castle near Immol, used byllth'Thaan*)

Kas Fortress (Tovag - Burning Peaks cluster)

Mahakala (Arijani's temple - Sri Raji)

Nartok Keep (Nartok - Darkon)

NeDragaard Keep (Sithicus - Lord Soth's domain)

Schloss Von Aubrecker (Lamordia)

The Citadel (Karina - Invidia)

The Faithhold (Touraine - Nidalia)

The Palace of Bones (I'Cath)

Veneficus (Hazlik's estate - Hazlan)

(*)The lldi'Thaan are a scret society dedicatefintding the missing parts of a sacred book. This
book, once all the parts are collected and decaosedld allow the lldi'Thaan to reclaim their
homeland: Thaan, better known as Bluetspur.

As for the castle, it is in an advanced state of (think about the castle in Ladyhawke, full of
crumbling and unsafe areas). The Ildi'Thaan claithadd gave it the name.

Smaller Castles (or Big mansions)

Borca Family Estate (Borca)

Dilisnya Family Estate (Dorvinia -cum- Borca)
Easan's Manor (Vechor)

Graben Family Estate (Graben Isle - Nocturnal Sea)
House of Bones (G'Henna)



House of Lament (pocket domain - Borca)
House on Gryphon Hill (Mordent)

Markov's Estate (Markovia)

Meistersinger's Mansion (Harmonia - Kartakass)
Misroi Manor (Souragne)

Neverwere Manor (Baron Evensong's manor in Clavdriée)
Richten Haus (pocket domain)

Sceleris Manor (Nosos)

Schloss Mordenheim (Lamordia)

Shadowborn Manor (Shadowborn Cluster)
Stezen's Manor House (East Riding - Ghastria)
The Tower (Isle of Ravens)

Tiyet's Estate (Sebua)

Unnamed Castles

The vampire darklord Velkaarn lives in a ruinedtisasomewhere north of DarkorCdstle of
the Undead)]

King Duderon has a castle in RisibiloBopk of Crypts]

Abd-al-Mamat's Palace of Judgement lies in thie lkhown domain of al-KathosJydgement of
Abd-al-Mamat]

Malbus, Darklord of al-Kathos, lives in a palacdghe Burning Citadel.Judgement of Abd-al-
Mamat]

There are probably two more castles in Nova Vaasaedl (one for the Vistins, one for the
Chekovs).

Thakok-An lives in a palace in Kalidnay.

The Black Duke had some sort of headquarters toa village now wiped off the map.
Diamabel probably lives in a palace in the capmii of Phiraz.

Vlad Drakov has a summer palace in Silbervas.

Unnamed palace in the City of the Dead in Keening.



Cods Of ri Raji

By J.W. Mangrum

Here are the Legends & Lore write-ups for the goidfie Indian pantheon mentionedWeb of
[llusions (it's probably the Sri Raji pantheon as well, then

Brahman (greater god)

Brahman is also known as Hiranyagarbha, Prajapath(used in the early Vedic age), and many
other names. Here, Hiranyagarbha and Prajapatisae interchangeably. Brahman is the world
spirit that enfolds all of existence and the divessence that is hidden in all beings, and of
which all beings are a part. Everything that existee gods, men, animals, plants, even rocks- is
simply a manifestation of the Brahman.

According to legend, in the beginning there werky timle waters. From the waters was formed a
golden egg (Hiranyagarbha). Prajapati was hatctoed the egg, speaking the sounds "bhur,"
"bhuvah," and "svark," thereby forming the earttg &ir, and the sky. Prajapati/Brahman has
every power that any god or mortal in the Indiarthrog possesses, for all things are a part of
him. In his true form, Brahman has a face on eatdh af his head. There is also a vacant spot on
the top of his head where a fifth face was burrfétdypthe gaze of the god Siva.

Role-playing NotesThough he sees and hears all, Brahman is an gdmband will involve
himself in the affairs of men only when existentself (i.e., Brahman himself) is threatened.
Statistics’AL: n; WAL: any; AoC: everything; SY: four-faced &é.

Duties of the Priesthood&rahman has no priests in the normal sense, f& bgually

worshipped through one of his manifestations ashengod. However, all ascetics seeking true
spiritual enlightenment may be considered priesBrahman, so anybody wishing to worship
him directly must become an ascetic.

Indra (intermediate god)

Indra, also known in earlier Vedic times as Pargany the god of the atmosphere, storms, and
battle. He is the embodiment of aggressive actiagreat lover of war, and was the leader of the
Vedic gods when the Aryans first entered Indiardnalways watches any battle with great
interest, and often cannot resist sending his adaan to participate on the side which has
shown him the most favor. He has the power to rihigse slain in battle, as well as complete
control over anything occurring in the air, suchssms, rain, wind, and especially thunder and
lightning. Indra’s true form is that of a muscutaan with unusually long arms and red skin. His
celestial abode is located atop Mount Meru, bushmore often seen riding through the air on
his huge white elephant.

Role-playing Notestndra is arrogant, selfish, jealous, and compyeaehoral. He is also prone

to gluttony (especially where drink is concerneal) éoves all other pleasures of the flesh. When
a worshipper who regularly honors him with riotdeasts is about to enter a desperate battle,
there is a 5% chance that Indra will send his avataelp. [| wouldn’t count on that in

Ravenloft, though.] Omens from Indra come in thenfe of storms, lightning, or wind.
Statistics‘AL: ce; WAL: chaotic evil, also fighters; AoC: wibr, battle; SY: white elephant.




Duties of the PriesthoodPriests of Indra are expected to take an activieipanany battles and
must never shy away from a chance to engage in abmb

RequirementsAB: standard; AL: ce; WP: any; AR: a; SP: comled¢mental, guardian, healing,
summoning*, weather; PW: 10) Raise Dead on anyiddal killed in combat (before rolls for
reincarnation are made); TU: turn.

Varuna (intermediate god)

Varuna is the guardian of rita (cosmic order) ard bf the sky. As the upholder of the physical
and moral order, he is the protector of oaths heditvine judge. A constant observer of human
actions, Varuna is so vigilant and stern in exexpliis duties the beings violating their dharmas
are sure to suffer for their indiscretions, makuayuna the most feared of all gods in the Vedic
pantheon. He has the power to see what any beohgng at any time. By looking into a being’s
heart, Varuna always knows whether the individeddeing completely honest and whether or
not he is violating his dharma. In his true forngrifna is the sky.

Role-playing NotesVaruna sees and hears all, so it is impossibkeép anything secret from
him. He especially loathes lawful oath-breakers ragxer fails to punish them for violating their
dharma, but this does not apply to oath-breakechabtic or neutral alignments. Omens from
Varuna generally take a celestial form, such asfpearance of a comet, ball of fire, or eclipse.
Statistics:AL: In; WAL: In; AoC: cosmic order, dharma; SY:azlds.

Duties of the PriesthoodPriests of Varuna often serve as judges or lawi®arpain of losing
their priestly status, they must always keep thveird. They may never participate or condone
any sort of rebellion against established authority

RequirementsAB: standard; AL: In; WP: mace, hammer, flail; AR:SP: all, astral, charm,
combat*, divination, guardian*, healing, protectiean; PW: 5) Know Alignment; 10) Detect
Lie (no saving throw); TU: nil.

Y ama (inter mediate god)

As the first man to die, Yama became the lord adg¢ of the dead. His palace (Yamasadena)
and his city (Yamapura) are located in the farlsoRerhaps not literally.] Between the land of
the living and his kingdom flows the bloody riveaitarani, which all spirits must cross on their
way to Yama’s judgment seat. After Yama has comsiléhe spirit’s deeds in life, he decides
what form the spirit's new body should take. Wheamé'’s judgment is complete, the spirit goes
to its new body in the world of the living. (Sonmdés, in the cases of the very wicked, this
journey takes the spirit through 21 hells of fiikh, icy winds, thorns, etc.) Only those who
have achieved unity with Brahman escape Yama’'smeiy. Yama has the power to see a man’s
entire history at a glance. In his true form, ha green-skinned man with copper-colored eyes.
He is usually dressed in red and is often seengitis giant water buffalo.

Role-playing NotesYama’s duties as judge of the dead keep him t@y buinterfere in human
affairs. No amount of praying or beseeching onpidue of a mortal will influence his judgment,
though he will often listen to another god’s opmia regards to the fate of a dead person. Those
who are likely to die soon often receive visitsnfrone of his four-eyed dogs, an owl, or a
pigeon.

Statistics‘AL: In; WAL: In; AoC: judgment of the dead; SY:denace.




Duties of the Priesthood’hose worshipping Yama are responsible for pregate spirits and
bodies of the dead for cremation. They may newardea dead intelligent being uncremated or
they risk the temporary loss of their spell alekti

RequirementsAB: standard; AL: In; WP: axe; AR: a; SP: all, atien*, divination*, elemental*,
healing, necromantic; PW: 1) Affect Normal FiresP3oduce Flame; 8) Speak With Dead; 15)
trace any reincarnated spirit to its new body; €ommand.

Savitri (intermediate god)

Sauvitri is the god of the day long sun. He caudigbiags to move and work, the tides to ebb and
flow. Like his complement Surya, he sees all tltziuos under the sun’s light. Unlike Surya,
however, he is not always a gentle god; what he sesetimes angers him and causes him to
shine down with unmerciful intensity, or to hides lglorious face from the world. He has the
power to bestow life upon any inanimate objectl(iding a dead body), to drive away rot and
decay, and to move any object at will. In his tfolen, Savitri is a man with golden eyes, hands,
and tongue. He is seen every day riding his gotdtemiot across the sky.

Role-playing NotesSavitri is generally a beneficent god, but hedaad temper and is quick to
punish transgressions with oppressive heat. LikgeéGine despises thieves, murderers, and
others who conduct their business in the shelténehight, and will never aid such a character —
even if it means leaving more worthy individualgheir fates. When one of his worshippers
dies, there is a percentile chance equal to thelgper’'s karma points (or a flat 5% if you are
not using the optional karma rules) that Savittl vestore the dead individual to life. [This
might not be the case in Ravenloft.]

Statistics’AL: ng; WAL: ng; AoC: life, light; SY: full sun.

Duties of the PriesthoodPriests of Savitri must always keep a light stgnimtheir homes. They
must always help those who have been victimizethigyes, murderers, and other criminals.
RequirementsAB: standard; AL: ng; WP: any; AR: a; SP: all, doaw, creation, divination*,
elemental, healing, protection, sun; PW: 1) Corgtirlight; 10) Raise Dead (before incarnation
checks are made); 15) Fire Breath (3d10 damagenigerof 30’); TU: turn.

Siva (inter mediate god)

Siva should not be mistaken for the Hindu god "8hhe Destroyer,"” which is a composite of
many older gods. Siva is such an important mamifest of Rudra (the destructive god of storms
and diseases) that he can be regarded as a segeitat&Siva is power incarnate, a fierce ascetic
who repeatedly brings the world to the brink of iarlation by dancing in fire. He is the negative
force of the cosmos, destroying whatever he touchesder that it may be reincorporated into
unity with the spirit of the cosmos, destroying wévwer he touches in order that it may be
reincorporated into unity with the spirit of thesooos. Anything that Siva touches is utterly
annihilated and can never be reconstructed, rassaéjncarnated. In his true form, Siva is a
man with four arms and three eyes, usually weaaitiger skin and a snake collar.

Role-playing NotesThough determined to destroy all of existenceaS$izes not consider
himself evil. He is merely attempting to return gaRing to unity with the cosmic spirit. He is
an impersonal god who seldom answers prayers,eattasionally sends his avatar to defend
one of his temples.

Statistics’/AL: ne; WAL: ne; AoC: destruction; SY: cobra head.




Duties of the PriesthoodPriests of Siva are noted for their monthly fiemde. After scouring
the countryside in search of sacrifices (whichudels everything from furniture to living
beings), the priests spend several hours danciaghuge bon-fire. They end the ceremony by
throwing everything they have collected into thre fi

RequirementsAB: standard; AL: ne; WP: any; AR: a; SP: all, dmat divination, elemental,
necromantic, sun, weather; PW: 1) immune to finmage; TU: control (upon reaching 10th
level).

Kali (inter mediate god)

Also known as the Black Mother, Kali is a strange ¢errible goddess nearly as ancient as India
itself. She is the embodiment of energy, both ereand destructive. In that she is a creator of
life, she is similar to the mother goddesses ofyrauitures. But she also eats her own sons and
destroys the life that she creates, and is alnmague in this aspect of her being. Kali radiates a
peculiar Charm (as spell) over men, and is bel@asethe beautiful, horrible, life-giving, life-
taking mother. Kali has the power to create livioggngs from non-animate matter, and the
power to create living beings from non-animate sratind the power to kill any creature with a
mere thought. In her true form, Kali is a four-adhweoman with red eyes, a skeletal face, and a
blood-smeared body. She seldom wears any clothihg bkirt of severed hands.

Role-playing NotesKali delights in both killing and creation, for loare expressions of the
essential energy she embodies. She is equally|{kéb) to send her avatar to aid a woman in
childbirth or a murderer in danger. Omens from Kdieén come in the forms of terrible visions
or blissful dreams.

Statistics:AL: ce; WAL: ce; AoC: life and death; SY: skull.

Duties of the PriesthoodKali’s priests are all members of the secret, ratwds thagna cult.
They are all prominent and well respected membiettser community who lead double lives,
stealing out at night to prove their devotion tdiKg strangling innocent travelers with their
knotted cords. [Obviously, the situation is sometwditierent in Sri Raji.]

RequirementsAB: standard, but must also meet requirementshi@rves; AL: ce; WP: knotted
cord, club, any blood-less weapon; AR: g; SP:cilgrm, combat, creation, healing,
necromantic; PW: 1) move silently and hide in siveglas a ranger of the same level; 10) Turn
Invisible; TU: turn.

Rudra (intermediate god)

Rudra is the god of storms and disease, the brmiggeath, and the malevolent deity who feeds
on the corpses of those slain in battle. Becausebhehe power to Cause Disease, however, he
also has the power to cure it — though he utilthesability far too rarely. Rudra is also a lorfd o
the animals, with the ability to spread diseaseitatity among them as well. He carries a large
black bow which fires invisible arrows of disealke. has the power to create a storm at will. In
his true form, Rudra is a red-skinned man withuebieck.

Role-playing NotesRudra delights in spreading disease. When hetitenrizing some part of
India with a terrible storm, he is busily firingshinvisible arrows of disease at hapless mortals. |
properly worshipped, by sacrificing a cow upon wdand, Rudra may be persuaded not to fire
his arrows at a particular community. Omens frondfawoften take the form of illness or an
unexpected storm.




Statistics:AL: ne; WAL: ne; AoC: storms, disease; SY: blackb

Duties of the Priesthoodlinlike most priests, Rudra’s clerics are seldotargsted in invoking
their deity. Instead, they spend most of their ffan performing rites designed to sate their god
so he will stay away and leave their homes alone.

RequirementsAB: standard; AL: ne or ng; WP: bow, club; AR:SP: all, animal, divination,
elemental, protection, weather; PW: 5) immune tonalgical or mundane diseases; 10) Cure
Disease; TU: turn.

Puchan (intermediate god)

Puchan is the god who guides, watching over traselshering the dead to Yama'’s realm,
leading men to wealth or away from trouble, andighg herdsmen where to find good pastures
for their cattle. He also brings all things int@per relationship with one another, blessing
marriages, protecting men from those would exphem, and determining what shall be food
and who shall be the one to eat it. As the protewittravelers, he often comes into contact with
Kali, whose priests prey on travelers in orderedqm their bloody rites. In his true form,
Puchan appears to be a normal man, often carryguiden lance.

Role-playing NotesPuchan is a beneficent god who tries to help nwbasetting them into the
proper relationships with their environment. Hespecially disturbed by Kali and her
worshippers, whom he considers twisted manifestatad the cosmic order. In areas plagued by
Kali's sects, Puchan’s avatar is often found begdom passage with a group of travelers that
seems likely to be attacked by the thagnas.

Statistics:AL: ng; WAL: ng; AoC: relationships; SY: goldemiee.

Duties of the PriesthoodPuchan’s priests are often called upon to perimamriages, since it is
known that Puchan himself will watch over marriagesformed by his clergy. They are also
asked to perform funereal rites, and are consliéidre herdsmen move their cows. One of the
most important duties of Puchan’s priests, howenanains highly secret: they are often the
ones who organize resistance against unjust nablgsajas.

RequirementsAB: standard; AL: ng; WP: lance, bow, club; AR:SP: all, charm, combat,
creation, divination*, healing, protection, summugiiPW: 5) Find The Path; 10) Raise Dead;
TU: turn.

Vayu (lesser god)

Vayu is the god of the winds, sometimes gentleldedjiving, sometimes terrible and fierce. He
was born of the last breath of Purusa, a primenaitgvhom the gods sacrificed to create the
earth. Vayu’s most notable power is the abilitgiee life to any item. Items that are firmly
attached to the ground, such as a flagpole, reailyeplant-like intelligence and can do little
except grow. Items that can be moved without upngahe earth, such as a boulder, receive
animal intelligence. Only items that previously liad capacity for logical thought, such as a
human skeleton, receive sentient abilities. Vago &las the ability to create cyclones and
typhoons with winds up to 150 mph. Live beings ¢daug such winds must save versus breath
weapon every other round. Failure indicates they tiave been hit by flying debris (1d6 damage
for every 10 mph of wind speed). Vayu has no fond @an only be sensed indirectly, such as
when he brushes past one’s skin or whistles throlghreetops.



Role-playing NotesVayu is a fickle god, bringing moisture and bréagtife into the earth one
moment, and in the next wreaking terrible destarctith his angry winds. He sometimes
shows special restraint when a village pays hinptioper worship.

Statistics:AL: cn; WAL: cn; AoC: wind, life, destruction; S¥a sapling bending in the wind.
Duties of the PriesthoodPriests of Vayu must live in homes that have asti®@ne opening
exposed to the wind on all sides. Their duties sbmsostly of performing the proper rites so
that Vayu will look kindly upon their village.

RequirementsAB: standard; AL: cn; WP: bow and arrow, blowguwitfi poison), whip, speatr;
AR: a; SP: all, astral, creation, elemental, heglplant, protection, weather; PW: 10) Breath of
Life (animate any non-living item for 1d10 turns,use as a Raise Dead spell on animal and
human life); TU: turn.

Tvashtri (demigod)

In the early days of the Vedic Age, Tvashtri wawiast of such power that he dared to create a
son whom he hoped would deprive Indra of his pmsitis king of the gods. When Indra
jealously destroyed his son, Tvashtri created asteorso powerful that Indra had the resort to
trickery to defeat it. As this story illustratessashtri is a gifted inventor, and it is no wondeatt

he eventually earned the gift of immortality (eithierough learning its secret or as a gift of the
gods). Now known as Tvashtri the Artificer, hehs patron of artisans, architects, and inventors.
Tvashtri spends most of his time creating the waad the gods, many of which he enchants so
that they will never do him any harm. In his troen, Tvashtri appears to be nothing more than
an ordinary man.

Role-playing NotesTvashtri loves inventions, and there is a 5% chahat he will appear to
lend his aid to anybody of good alignment who terapting to build a particularly interesting or
difficult item. [Again, | wouldn’t count on this iRavenloft.]

Statistics:AL: cg; WAL: cg; AoC: inventions and creation; Spinwheel fan.

Duties of the Priesthood:vashtri’s priests often serve their villages ompanions as engineers.
If they do not show resourcefulness in solvingrtipeoblems, Tvashtri may express his
displeasure by refusing to grant them more spells.

RequirementsAB: standard, but Int of 16 and Wis of 15; AL: &yP: any, but must be invented
by the priest himself; AR: c; SP: all, combat, ti@a, divination*, elemental, guardian, healing,
plant, protection, summoning; PW: 10) Enchant Amitwith a saving throw modifier of +4
(usable once per year); TU: nil.

Ratri (lesser god)

Ratri is the magnificent queen of the night. Altgbishe is the sovereign of darkness and all
things that abide in it, she is not a personifmaf night. Rather, she rules the darkness as a
shepherd rules his herd, by watching over it witHming a part of it. Ratri has the power to see
anything that occurs under cover of night, andréate or dispel darkness at will. In her true
form, she is the silhouette of a voluptuous won&ire has an uncountable number of eyes,
which shine down on the earth as stars.

Role-playing NotesEvery night, Ratri parts the clouds of darknesthab Ushas may find her
way to the eastern sky and open its gates for Slogchof the dawn. As this action might
suggest, the Queen of Darkness, Ratri is not nacsthe patroness of thieves, robbers, and



murderers. When they pray to her and perform tlvessary sacrifices, she sometimes helps
them by concealing their activities. But she i®aldickle goddess, and if she is even slightly
offended by a denizen of the night, she may cast@aling light on his nefarious actions. For
this reason, she is much feared by thieves, scelsy@nd murderers as she is venerated. Ratri
never sends omens.

Statistics:AL: cn; WAL: any; AoC: night and darkness; SY hailiette of a woman.

Duties of the PriesthoodPriests of Ratri must sleep during the day andlaohnormal activities
at night.

RequirementsAB: standard; AL: any chaotic; WP: short swordggler, sling; AR: b; SP: all,
astral, charm, divination*, guardian, healing, m&cantic, protection, summoning; PW: 1)
Infravision (60’); 10) Darkness, 15’ Radius and hiigTU: nil.

Mitra (intermediate god)
Mitra is a lawful good god of friendship, contraatgarmth, light, and growth; the beneficial
aspects of the sun.

Agni (intermediate god)
Agni is the chaotic good god of fire and messabesis also the god which burns away souls’
last impurities, making them immortal, when thetziage final unity with Brahman.

Surya (inter mediate god)
Surya is the lawful good god of the rising andisgtsun; morning and evening.

Soma (inter mediate god)
Soma is the chaotic good god of the moon, plamtghecy, and soma-juice a powerful
concoction.

Ushas (inter mediate god)
Ushas is the lawful good goddess of dawn, lighkefdness, and locks.

Brihaspati (intermediate god)
Brihaspati is the lawful good god of wisdom and sop.

Optional Rule: Dharma, Karma, and Reincar nation

Indian society is founded upon the concepts of mlaakarma, and reincarnation. If you wish to
incorporate these concepts into your campaign,nyay want to use the following optional rules.
A PC’s dharma is a combination of character classalignment. In order to follow his dharma,
a character must behave according to the alignoédelines given in the Player’'s Handbook.
These tenets must be followed strictly, or the abtar will suffer a karma penalty (see below).
For example, a Lawful Good character who parti@ganh the theft of a magic sword would be
violating his dharma, for he would be breachingdusy to respect the laws of the land.



In addition to alignment, each class carries wittertain dharmic duties. The duties for the
standard AD&D character classes are summarizedvhélat if your campaign incorporates non-
standard or highly specialized character types,gay have to define your own dharmic duties:

Fighter: Fighters must always be brave, never allowing fealictate their actions. They must
never hide from danger or flee while a friend dy hts on.

Ranger The requirements for Rangers are the same asatkeepr Fighters, but rangers must
also show reverence to nature, never killing amahor plant without reason.

Paladin:The dharma of a paladin is also much the samesastla fighter, but the paladin must
never tolerate evil. Further, the paladin must gbuvaelp the weak or poor and be quick to give
alms to beggars.

Wizard:Wizards must never pass up an obvious opportunikyarn about the forces that shape
the world or the magic with which it is infused.

Specialist:Although basically the same as it is for wizattig, specialist gains an additional duty
of the DM’s devising that is related to his or field of study.

Priest:The priest must devote himself to the worshipisfgod and must never allow an insult to
his faith to go unavenged. He must try to recmliofvers for his god whenever possible.
Specific religions might place additional demandgltese characters.

Druid: The druid character must act in a way that is gda@mplementary to the natural world
around him. He must never harm or destroy planeonals without good reason.

Rogue:Rogue characters must attempt to accrue wealttallysor his own benefit, but
occasionally for a cause or to help another). Tdaynever leave a potential victim or inviting
fortune untouched.

Thief: Thieves have the same dharma as rogues, but etystir cunning, stealth, trickery, or
something other than brute force to accomplishr thadls whenever possible.

Bard: A bard must serve to entertain and enlighten. idetmpursue knowledge in the form of
tales and songs, not in the rigid manner of a wlizele must pass up no chance to tell others of
the wonders he has seen and the tales he has heard.

If a situation occurs which pits the dharma requieats of a character’s alignment against those
of his class, violating the requirements of eitigestill a breach of his dharma and results in the
karma penalties outline below. If a multi- or de#dss character has conflicting dharma
requirements, the same rule applies.

Each time a character goes up a level, he recaipednt of karma. In addition, a character who
does a truly outstanding job of role-playing hisuatter according to the dharma requirements,
such as finding a clever way to meet the conflgtiemands of alignment and class dharma,



may receive an additional point of karma (neverartban one per session). If a character
significantly violates his dharma (such as a lawobd character engaging in theft), he loses a
point of karma (there is no limit to the numbepoints which may be lost this way).

After a character’s death, the player does notupla new character. Instead, he consults the row
matching his number of karma points on the reirai@on table below, then rolls 2d6 to see what
he comes back as (ascetics modify their roll by +2)

Reincarnation Table

Karma 2d6 roll
points

2 3-5 6-8 9-11 12
0-2 slug kobold goblin orc gnoll
3-5 kobold goblin orc gnoll human
6-10 goblin orc gnoll human humanl
11-15 orc gnoll human humanl human2
16-20 gnoll human humanl human2 human3
20+ human humanl human2 human? nirvana

Slug: The character is removed from play and the playest roll up a new one.

Kobold, goblin, orc, gnoll: The character is reincarnated as a monster df/fieelisted. See

rules for creating new PC races in the Dungeon étasGuide. The Intelligence, Wisdom, and
Charisma of the old character are transferredém#dw one (making any secondary adjustments
for race) and all other scores are rerolled. [Allhese races are in the Complete Book of
Humanoids, but orcs and gnolls are not races nadifavenloft. I'd replace them with

beastmen and broken ones, respectively.]

Human: The player transfers his old character’s Intelicgs Wisdom, and Charisma to his new
character. All other attribute scores are rerol@daracter begins at level one in the same
class(es) as the previous character.

Humanl: The player transfers his old Intelligence, Wisdamg Charisma to the new character
and rerolls all other attributes. The new charaatgins the old one’s class(es), but begins 1d4
levels lower than the previous character.

Human2: The player transfers all old ability scores to tieev character, and begins one level
lower in the previous character’s class(es).

Human3: The player may add 1d4 points to any SINGLE abgitore of his old character (to
maximum 18), and then transfer all of the old chemas scores to the new character. The new
character begins at the same level as the old maheediains the previous character’s class(es).



Nirvana: The character achieves unity with the Brahmaniamnetired from play. A completely
new character is generated to replace the oldlrtehe new character receives +2 modifier on
all of its saving throws.

The reincarnation appears within a day’s time, ihgnanly vague memories of his previous life.
All karma points from the previous character am,land the new character starts over at 0
karma. If a Raise Dead or similar spell is usedhenprevious character’s body, both the
reincarnation and the old character die and ar@veohfrom play.



Gunpowder in Ravenloff
By L. Blumenthal

The Ravenloft suppleme@hampions of the Mists does a great work in explaining how firearms
are used inside Ravenloft and which kind of guescammonly available both to PCs and
NPCs. However, one of the things missing from sloisrcebook is actually a reference about
gunpowder's availability throughout the Demiplafi®oead. For this reason I've come up with
this brief article which details a bit more gunp@wadnd its use inside Ravenloft.

After checking out the various Cultural levels loé Ravenloft domains, my conclusion is that
gunpowder (not smokepowder, remember) should beranin the following Domains:
Borca

Darkon/Necropolis

Dementlieu

Invidia

Lamordia

Mordent

Richemulot

Gunpowder should be uncommon or rare in the folhgwdomains:

Barovia

Falkovnia

Nova Vaasa

Souragne

Verbrek

Zherisia/Paridon

Gunpowder is either unknown or non-existant irttadl others.

Smokepowder functions like normal gunpowder in Domaavhere it is the only alternative to
gunpowder. In Domains where gunpowder is rare coommon smokepowder provides a +1 to
the roll to determine additional damage. In Domavhgre gunpowder is common smokepowder
doesn't work.

Gunsmiths

In more sophisticated Domains, like Mordent or Latie, gunsmiths are treated much the same
as weaponsmiths are in other lands. They are ysplaltksmiths, or retired soldiers. Guns are
crafted by hand, and are made of both wood andlnMémy are customized, and a few are
decorated with gems or precious metals.

In Domains where gunpowder and firearms are lesswan, gunsmiths are usually alchemists,
engineers, or mages. They are looked on with amgfear, and commoners believe they are
crafting magic.



Who would the main customersin Ravenloft be?

Soldiers in Domains like Borca, Falkovnia, Lamordvbordent and Richemulot.

Private citizens of the upper classes in Domakeslementlieu, Lamordia, Borca, Invidia,
Mordent, Paridon and Richemulot.

Adventurers, monster hunters and caravan guardsrorek, Mordent, Invidia, Borca and
Darkon/Necropolis.

The thugs that lvana Boritsi and Ivan Dilisnya tmeenforcers.

The officers of the constabulary and the landlandSouragne.

The Kargat.

Serial killers.

Aristocrats in Nova Vaasa.

Strahd has outlawed possession of firearms by angohin his employ, punishable by death.

He has offered guns to the Vistana, but other thiw tribes of the Covara, they have refused.

Leor Blumenthal



HYSKOSA’S HEXAD: A NEW INTERPRETATION

By J.W. Mangrum

The reason that the adventures that make up Hyskdsaad can’t be played in order is because
Azalin forced the events to happen out of ordethey are suppossed to be played out of order too.

Azalin only altered the timing of one event: he liag sixth Hexad occur as the fifth event.
(Which of course alters the timing of the fifth lagkas well.)

The real reason why the adventures take placedfourtder” is that the concept of the Hexad wasn't
even introduced until the third adventure; Feasboblyns and Ship of Horror were included
retroactively. Also, take a look at this:

These signs were foreseen by Hyskosa, a Vistast gifted with the Sight. Spread word of
these wherever you travel. Only the true hearéadstop the fall of the night of evil.

The night of evil shall descend on the land
When this hexad of signs is near at hand.

In the house of Daegon the sorcerer born
Though life, unlife, unliving shall scorn.

The lifeless child of Stern mother found
Heralds a time, night of evil unbound.

[Note that the "child of Stern mother" is neveruatly found; the dead child in Ship of Horror is
actually named Charlotte Reisland; Madeline Stermiadult. | planned to switch last names on
these two NPCs when | got to this adventure.]

Seventh time the son of suns doth rise
To send the knave to an eternity of cries.

[So far, so good, right? But look at stanzas 4 @f

Inajira will make his fortunes reverse
Dooming all to live with the dreaded curse.

[This stanza is missing; it would be the 'bodiless]

The light of the sky shining over the dead
Shall gutter and fail, turning all to red.

As you can see, the last three stanzas are tolofantler. My source?Night of the Walking
Dead. This scroll was supposedly written by Hyskogagelf! So it seems that he didn't
consider the order of stanzas particularly impdréatiner. (NotWD is also the source which tells
that the Inajira stanza will occur in Sri Rajouch of Death, which introduced "Hyskosa Six
Signs," also lists the Inajira event as fourth, amglies that its meaning will be revealed in
NotwD.)



So, it seems to me that the -real- reason the ewdnbhe Hyskosa's Hexad occur out of order is that
the whole idea that the order was important wasedhelt of last minute writing changes. Evenin
the final version, as presented in Roots of Ekié, order doesn't seem to be important: the PCs are
led to fulfill the Inajira event, thinking that cgateting the Hexad out of order will collapse the
conjunction. Instead, it simply completes it.

So, why DID the Grand Conjunction collapse? WgH#,my own opinion that the gods had the
power to put a stop to it at any time. BUT... welfjgures into my view of the Dark Powers as the
jungian shadows of the gods. When Ravenloft was&d inside out," all that really happened
was that the gods stopped repressing their shaddvinsls, all of gods (ALL of them, everywhere)
were behaving like the Dark Powers. Of course,iigalept their dark natures repressed for so
long, the gods were going on something of a rampage

Anyway, part of my view of the Dark Powers is theatty interest in their creations. And look at
what saves the multiverse: putting two objectsmaléar. Maybe if the heroes had returned to
Sergei and Tatyana's wedding, having to stop thimesé&om stealing the two items in the first
place, I'd feel differently about this. Basicall\gee retuning the two items to the alter nead® 4
years later as ultimately meaningless. The impodaf those two items was tied to that spot not
just in space, but in time. 389 years after thddimyg is too little, too late.

So why did it save the multiverse? Here's my tékegods, dark natures or no, are still the gods.
Even caught up in their own dark natures, they/dwih't want the Prime Material turned into such a
nightmare; this is why the Dark Powers were rema$s the first place. So, they decided they
would undo the Conjunction. But, caught up in Breek Powers' petty nature, they made a petty
demand.

"OK, we understand that billions and billions obpée are suffering throughout the multiverse.
We'd like to help, so here's the deal: if the satia#s who stole the Holy Symbol of Ravenkind

and the Icon of Ravenloft can fetch them both amdipem on the altar at Castle Ravenloft, despite
that they have a lich, vampire, and arcanolotlrgihg to steer them towards destruction, and
despite that we're throwing monstrosities in tipaith every step of the way, then we'll put a stop t
all this. If they fail, well, you're all on youmm."

John W. Mangrum



The Tower On The Tor
(or A Treatise on the Hisfory of Narfok)

by J.W. Mangrum

Nartok's history begins long before Azalin assutmedcrown of Darkon. Of course, some
arcanist scholars will insist that all of Darkohistory before Azalin's reign is false, simply lies
whispered by the Mists. Still, most agree it ifidiflt to deny the existence of the builder of
Nartok Keep when the aged structure is still intaoskay.

Nartok grew up around the ancient castle which dhgeity its name. According to the
numerous (and often contradictory) legends abaukéep's first master, some four centuries
ago most of Darkon came under the control of a pfulve/arlock now known only as the
Nightmage, about whom precious few facts remaimé&people claim he was nothing more
than a reclusive wizard, while others have wragpedup in grandiose legends about the Gray
Realm.

According to these latter tales, the Nightmage spwmy years experimenting with the nature of
life and its border with death. They go on to ekpthat the Nightmage created something (a
mystery unsolved by the legends) which piercedotireler between life and death, and allowed
the living to usurp control of Darkon from the dead

Many scholars dismiss these notions as folk talesa few elements of the Nightmage's history
do have at least some tenuous ties to fact. Cmehg these is his keep.

The Nightmage built Nartok Keep atop a mighty teep in the forests, far from any villages.
The region around Nartok is made up of gently mgllnills, as the Sleeping Beast mountains
come down to meet the Vuchar river valley. The yoleil Nartok Keep is built upon rises above
the forest as if a great slab of stone had beerstiup from the ground, rejected by earth that
would not take it. Some say that the Nightmageomdy built the keep, but the tor itself as well.
When the Nightmage first built his keep, it corsisonly of what is now known as the Wizard's
Tower. Over the next few decades, he added theswiog called the Ancient Additions and the
Great Hall, although it's said the Hall showedditif its modern splendor. By the time the
Nightmage died more than 350 years ago, he haddi&tarted construction on the thick walls
which now surround the Keep. Little is known abtié Nightmage's death, save that it was
sudden. Ever since the warlock's demise, there beer legends of hidden passages worming
through the Keep's walls, and forgotten magicalduees in lost chambers deep beneath its
foundations.

With the Nightmage's passing, another wizard-kiagne to power: Lord Darcalus. Darcalus was
rarely seen, and a number of legends started togspp around him as well. Some gossiped of
his hedonistic habits, while others whispered eflttack arts he practiced in his castle, Avernus.
It was widely held that Lord Darcalus had perfedatte to slow his aging to a glacial crawl;
that he ruled Darkon for at least 180 years da@sdsin favor of this tale.



A handful of historical records from this time haugvived the centuries. Sadly, many were
stored at the venerable library of the Universityl &luk and are now lost to the living.

However, these documents were highly contradiciamg, created as many mysteries as they
solved. For example, it may always remain a mattelebate whether Darcalus built Avernus or
merely claimed it. Other records were more cldas, known that although Lord Darcalus was
widely regarded as a brutal tyrant, the populatibBarkon grew steadily during his reign, and it
was during this time that the first settlers daieduild their simple cabins at the foot of Nartok'
tor. Darcalus installed a baron to control the@agand as the village of Nartok grew up, Nartok
Keep's walls were finally completed. Since the AntiAdditions had already started to
deteriorate, a few additional buildings were putapold all the castle's needs.

By the time Azalin Rex defeated Lord Darcalus avakthis throne (and the secret of his
extended life) late in 579, the village of Nartakdhgrown to cover the area now known as Old
Town. The population was mainly human, living impie wattle-and-timber homes. Azalin Rex
kept most of Darcalus' ruling structure in placg, teplaced the nobles controlling the cities
with his own appointees. The new Baron of Nartokdred Azalin by renovating the Great Hall
in his name, turning it into the sight of splendaemains today.

Just a year after Azalin took the throne, the hidemonster known as the Whistling Fiend
destroyed Creeana, a village only two days to &t & his terrified the people of Nartok, and a
wooden palisade was constructed to protect the tewan though the murderous creature
disappeared as quickly as it had come.

Throughout the seventh century, Nartok was knowa laeding ground for rebellion. The city
was prosperous thanks to its remarkable vineyardstaiving lumber industry, but the people
seemed to suffer from an inexorable moral decaysTthe new upper class had both the time
and the inclination to jabber on endlessly abowrthwvowing Azalin's harsh laws. Most of the
time this was idle chatter from naive students, Analin would choose to ignore it. However, in
the summer of 693 Nartok's own baron, Caidan byepdnimself attempted an ill-conceived
coup.

After Baron Caidan's sudden death all of his diggrets leaked out, thoroughly discrediting his
movement, and Azalin clamped down on Nartok asdtertowhere else. Until very recently,
there was a greater Kargat presence in Nartokithany of Darkon's other cities, and when
Azalin instituted the Temple of Eternal Order asesv tool to control the masses, it was in
Nartok that he had the first cathedral constructed.

Azalin's presence served the city well. Under tbe Baron that Azalin put in place, the city
reversed its decline, and crime dropped dramayicBlit it was Drakov's first invasion in 700
that truly made the city grow in leaps and boudthough the Falkovnians were ultimately
defeated by hordes of undead, the armies had cluse to Nartok, and her defenders had met
Drakov's men in battle. The Baron ordered that massalls be put up around the city,
replacing the token palisade which now marked diats borders. This was a tremendous
undertaking, and attracted numerous craftsmen tf@ds from all over the domain, notably



gnomish engineers and dwarven stonesmiths froreake Most of the labor was done by these
new workers, who noted the irony that their own lyelwilt homes stood outside the walls.

The city walls were completed just before Falkovnizaded again four years later. Again
Nartok was on the front lines, but Drakov's foreese quickly defeated and the city remained
unscathed. The craftsmen stayed to enjoy Narte&spprity, and many of the dwarven
stonesmiths retrained themselves to work with #ggon's ample supply of lumber.

Over the next twenty years, Falkovnia continuegrasent a threat.

Meanwhile, Nartok continued to grow and prosped laythe time of Drakov's last invasion
more than half the city was outside the walls.

The Barons of the time made promises to erect acoeiain wall around the entire city, but this
never came to pass. Instead, Azalin placed mdssohilitia in Nartok, giving it a level of
military presence unheard of elsewhere in the doni2espite two more invasions, Nartok never
fell to Falkovnian armies or even suffered any@agidamage.

Today, Nartok continues to thrive, although theergdRequiem has destroyed its minor fishing
industry and temporarily severed its ties with ti@st of the rest of Necropolis. The Vuchar
river likely cannot be saved, but within weeksloé tlisaster, the Barons of Nartok and Maykle
signed an agreement to construct a new road betiliegrcities, promising to revive trade.
Under Baron Curwen's strict laws order has beemtaaied, and the pervasive fear which has
claimed most of the domain has yet to find a fioathold here.

John W. Mangrum



Hisfory Of Ravenloft

(or How The Realms of Terror Came To Be)
By D. Wise

The Ravenloft setting wasn't "designed” so mucteaslved." It began with thEs: Ravenloft
module, published back in 1985. Strahd's castle imame sense, just another killer dungeon
crawl, which was the predominant design style ¢fetition AD&D. 16 was different in three
important ways, though. First, it was a horror seceninstead of the traditional medieval setting-
-a significant departure from accepted norms atithe. Second, it featured the first 3-D
perspective map used in a roleplaying game, whig the RPG equivalent of stuffed-crust
pizza: not quite "revolutionary,” but everyone wahto try it. Finally, and most importantly, it
offered a back story, which put the dungeon cravddntext and made the chief villain more
than just a monster with lots of hit points andipa®wers.

It might be argued that |6 gave rise to the rolgiplg campaign as we know it today, with
extended quests, fully developed player charagtbsrarely die, and heroism as a more
prevalent motivation than acquisition of wealth gioaver. In any event, 16 became the best-
selling adventure module of all time.

In the next few years, TSR enjoyed great successtive Forgotten Realms, Greyhawk, and
Dragonlance lines, but they were all versions efsghme medieval fantasy theme. The company
wanted to give AD&D roleplayers more options fomgaigning, and horror has always been a
popular genre, so they naturally recalled the ssxoé 16 and decided that the most logical
choice was a horror setting.

Bruce Nesmith, a TSR veteran designer, was chastnr 16 into a full-fledged setting. He was
an excellent choice for the job because he had étdent for understanding what made 16
great on a mechanical level, plus a keen instiwrctfeating a campaign setting geared toward
terror.

He latched on to Strahd and developed him fromnapiige-mage into a tragic anti-hero, a victim
of his own evil, now cursed to enjoy his ill-wonvper at the cost of that he holds dearest--that
became the model upon which all darklords are bd¥eate also recognized the power of
isolation to create fear, so he invented a setfittig myst-erious ;) entrances and no exits, and he
carried the theme over to the whole setting, maknegdarklords eternal prisoners in his new,
eerie setting. Some darklords were easy, coming fre pages of infamous tales of terror.
Others were obvious monster candidates, endowédangw unexpected abilities and, of

course, curses of their own. Still more hatchediftbe imaginations of the Kargat, who had
many dark thoughts to share.

There is another key factor in the creation ofDleeniplane of Dread: Andria Hayday. Formerly
of Pacesetter Games and one of the creators df 8hdria has a finely balanced sense of
literature and horror. She created the Vistaniemed many of the darklord's curses, named
many characters and domains, and coined the ptdaseiplane of Dread."” When you think of
the tone of the line, the gothic feel, think of Alad



Without her, the line would not resemble anythitkg What you now know and love.

William W. Connors joined the Kargat quite shorler its inception, lending his keen sense of
plot and twist to the setting. Bill appreciationtbé unexpected and cleverness at turning the
tables on the most experienced and jaded of clesagave Ravenloft its cutting edge. Those
who have played in Ravenloft for long, and attendieg convention where TSR was
represented, know of the infamous "Bill Test." hreh if a DM wonders whether a particular
thing is appropriate to the Ravenloft setting, hewdd submit it to the Bill Test: "Is it scary?
Then use it."

In the years since, the Kargat has been populatsé\eral people, including yours truly, who
share one particular quality with Bruce, Andriad &ill: They are madly passionate about the
line. When it excels, they brim with pride, and whesags, they bleed. (Interpret that how you
willl) Cindi Rice and Steve Miller are two contentpoy members with whom you may be
familiar, but there are many others as well.

The Grand Conjunction was the culmination of a ptahuild the line to a climactic point,
hopefully to inspire interest in the setting andaialy to make Ravenloft feel like a place where
important things happen. We didn't want the plageist sit there like a sandbox, where any
number of things can occur inside, but the wosdlitnever grows or changes.

Since the Grand Conjunction, we've changed ouraggprto dynamics through the advent of
Pocket and Floating domains, which not only given®pportunity to explore previously
unknown corners of the Demiplane but occasionalriay other domains and (at least
temporarily) change the status quo. The Pocket doofdl Aluk, layered over Necropolis, is an
example of this approach. We'll continue to thibkat other interesting ways to keep the setting
fresh, but tearing Ravenloft apart and puttingaitibbtogether differently is not among our plans.

David Wise,
Kargat Chief



Hisfory of the Kargat

By F. Santos

Prologue
"It is known to some of the most unfortunate beings in the and of Mists (unfortunate

for sometimes knowledge can be blight) that an unholy association of vampires and other
ma[ignant creatures oj" darkness prowl the country and the cities, serving the ends of
some unknown and dark master. Qhis association is sometimes called Kargat (‘I have
studied countless books, treatises and tomes and cannot theorize the origin of this name)
and it has existed for centuries without being discovered. A[l of its members work in
such a secrecy that one may meet one of them and never know. Such secret
organization cannot have existed for such a long time without a [eader of some kind. ‘It
is my belief that perhaps one of the many nobles in (Pyarkon (perhaps even (King Agzalin
himself) is the chief of this pustulent organization of evil and darkness. “If this is the
case,then we must find a way of sending this [eader into the burning pits of whatever
awaits those of evil heart after death, so that we may five free of this curse."

- Last entry of Dr. Abraham Willian's Journal
(His body was found hanging from a rope attacheth#oceiling of the attic in his house-
apparently, the good doctor had hanged himself.)

Unofficial History:

The Kargat secret police was founded in the ye8rldyrthe arch-lich Azalin and his most
powerful vampire servant, General Vychen. When \&rttas disposed by agents of Count von
Zarovich in BC 581, right in time to prevent thenaire from guiding a massive invasion force
into Barovia's territory (see the noveBtrahd: the War against Azalirthe Lich Lord saw his
plans greatly hampered. He recalled back his faroeswent to work to rebuild the Kargat's
hierarchy (which Strahd had also weakened withfubpdanned assassinations). Azalin chose a
new master vampire as master of the Kargat, Lordaldo Matusio. Matusio, a master
schemer, saw potential in the reshaping of the &aaigd planned much of his future around the
association. However, he did not want to be a "th&geond in command, so he finally
attempted to kill Azalin. His efforts failed, howay and Azalin expelled him from the Kargat.
Matusio wandered Darkon for many years and evelgtaatled up in the Hellfire Club, where

he formed a rival organization to the Kargat.

Azalin began to work on the Kargat's structure mgaind to avoid future assasination attempts,
he broke the power of leadership of the Kargat tatopieces: there was still a major leader, but
he couldn't act on his own without the approvatibthe other nine members. Knowing how
teacherous and self-centered the nobles of Darlaye,vAzalin knew that they wouldn't dream
of banding up and trying to destroy him. Just isegdnowever, he made one of the chiefs of the
Kargat his most loyal servant, one who obeyed hienafter death: General Athoul. The
leadership changed only once, when the former te@d®nel Veneno was murdered by Duke
Garth. For now, the 10 leaders of the Kargat are:



1st - Duke Garth - 600 years old vampire psionicist

2nd - Lothar - Bard, Azalin's spy

3rd -Count Virmir- 205 years old vampire who suffers from CrimiRalchosis
4th -Baron Graf Schreck 730 years old vampire

5th - Countess Samanth&0 years old vampire enchantress

6th - General Athoul - 4th magnitude ghost

7th - Lady Marion - Foxwoman

8th - Major Winston Meawrist - Werewolf

9th - Captain Frederik the Treacherous - Werehyena

10th -Lord Hugo- "normal human" who suffers from multiple pershtres (Hugo,
Horatio, Joseph, Stephano, Malachai, Malcom, IGustave)

Duke Garth and Lothar are creations of Athanasgalavanis. The Hellfire Club and Armand
Matusio are creations of the Count of Ravenloft.

What remains of the Kargat after the disastrousitsvef the Grim Harvest is unknown, but one
would expect that with the new power vacuum in potis, some Kargat members may be
eager to fill the gaps....

Counf Virmir
Virmir lanfredo was born in an unknown world, sdraccouple of nobles. When he came to age,
he became a knight to the king of his father. He w@e of the most loyal knights, and a good-
hearted person, loved by everyone who knew himoked the arts of war and learned quickly
how to use many weapons and trained almost cohstate, however, had never been in a real
war. That happened when the neighbour kingdomlathsome small villages, and soon a full-
scale war broke up. It was the most dark and feigimty experience he had ever had. He saw his
friends dying like flies, bodies being looted, pkogying by the hundreds, his father being hit
and killed and them trumped like he was nothingda#d meat. When winter came, his unit was
isolated from the others for a long time, and tiveye forced to rely on cannibalism to survive.
All this and much more changed Virmir's mind, wharted to believe that human life had no
more meaning, that thousands could die and thattditkan a thing- life has no meaning, the
human being dead is pure meat- all these thougbssed his mind, and he was on the brink of
insanity. He passed that brink when he was attaakéue end of the war by a hungry vampire,
who sucked all his blood and left his body in ther Weld. Virmir felt himself dying, and when
he woke up later, to find himself being looted byn® enemies soldiers, he understood it all- he
had truly discovered the meaning of life- that lifess no meaning and as such must be
eliminated- and some greater power had rewardednhiimthe gift of immortality, for him to
kill those who were not like him and give to thespial to him the gift so that they could spread
around.

So, Virmir started killing, killing people in vans ways, from poisoning to weapons to his bare
hands, using virtually anything to kill and mainanetimes he would kill a person slowly,
starting by tearing off the fingers then movinghe arms, then going to feet, etc... . In the mean
time he would feed from those which he did not et Kill at the time and transform them into
vampires, murderers and such so that they codleédsily. His killings continued until a dark



day when mists rolled over from nowhere and carhied into Ravenloft. There, he met Azalin,
and the archlich saw the potential of this craaypeie, who could perhaps set up a whole
branch of the Kargat composed solely of vampires sgecialized in murdering. So, he inducted
Virmir into the ranks of the Kargat and gave himadle title and wealth, and the noble-insane
vampire moved to the town of Viaki, where he ongaia started his vicious murders. Years
later, the Count was invited by Azalin to be onehaf leaders of the Kargat, an invitation which
he gladly accepted. Since them he has been givea poover and more wealth, but his murders
continue just the way they have always been- ttiead disguting fruits of a demented mind.
Virmir is aware that most people don't think theya@ does, and that he would be considered
"insane" by the authorities, but that doesn't hirlde- in a whole, his insanity do not hinder him
in any way, instead it gives more motivation anmdrggth for him to commit his murders. He is
cool and controlled, and has turned murdering amaurt.

His favorites way of murdering are:
e poisoning food and drink

backstabbing with small knives that can be conckale

suffocation

hit the person in the head with a hammer

a quick decapitation

shoving something in the person's throat is alsp geod

using any one of his "toys", which are actuallyiioe instruments- his favorite is the

Chair of Pain (A chair to which the victim is stpegal and when a lever is pulled a blade

descends and cuts the victims head in half).

e to murder on the spot, as he calls it - to murdén whatever is available and when the
impulse comes.

e serial killings, based on many different and twdspatterns that only he knows.

Count Virmir is one of the most respected membétkeKargat, and he has a lot of "students”,
actually vampires recently integrated into the Kamgnks who come to his house and learn the
fine art of murder, which he is one of the besthess in Ravenloft. No one is allowed to watch
these classes, and if anyone is caught, the potimvis "murdered on the spot"- it is good to
give an example.

Virmir controls many of the Kargat vampires who wéis students, and they are extremely
loyal to him (most of them, anyway), and they saheerole of murders in the Kargat's society.
Most of the other members of the Kargat Chiefbabmd't give Virmir more than a cursory
glance, for they think he is too weird to be takenously. The few exceptions are Duke Garth,
who enjoys occasionals insights into Virmir's detedrmind, perhaps to learn more of the
nature of the insane, Captain Frederik, who adnti@sfor his coolness and self-control and the
way he performs "the Art" (but is always tryingrt@nipulate him, very subtly of course, for if
the Count discovers he is probably going to givedErik his passport to death), and Lord Hugo,
the fellow lunatic, who has a personality who appreciates murders (lvan).

As for his appearance, he is a tallish man, applgreat so strong (he was burlier before the war
came), with long black hair, a thick mustache aadk @&yes. He has a small scar in his forehead
and another one, bigger, in the right side of hisst. He dresses in the common way of a



victorian gentleman, always carrying a cane withfce of a hawk (it belonged to one of his
many victims, a nobleman from Silbervas, Falkovritég wears in the middle finger of his left
hand a ring which is actually the receptacle femall greenish powder which is poison (type J).
He also has a small mirror which is hollow and esathree small sharp knives. Even though he
still remembers how to use knight weapons like sisplances, he hasn't used these kind of
weapons for years (unless, of course, he usestieimpose of someone) and it's been a long
time since he wore armor.

Count Virmir lives in a mansion in Viaki, but heshather houses in the cities of Martira Bay,
Karg and Il Aluk.

Baron Graf 8chreck
Baron Schreck hails from a distant land, in anothend, where he lived in a small town.
Schreck was one of the miost beautiful lads inttleen, and one of the most rich, being son of a
wealthy merchant. He was a tall and lean man, leitly, blond hair, dark but charming eyes and
a smile that enchanted women, and his true nam¥wés. Even though all the girls in town
would like to marry him, he had fallen in love withdmilla, a young and beatiful girl, daughter
of a poor peasant. Ludmilla was the only girl imtowho had no interest in marrying Victor.
True, she found him attractive, but also pedantvasak, a guy who thought everything in life
was easy because of his money. In truth, Victor neage of these things, but no one could
change the girl's mind. She would rather marry dohewhom she loved with all her heart. When
Victor saw that he was being rejected by Ludmbiledid all he could to win her heart, but in the
end all his efforts failed. He became a very sad,raad in time this sadness turned into rage
and an overwhelming desire to posses Ludmillalatosits.

One dark autumn night, Victor was walking on threets of his town when he was surprised by
a man. This man, who was wearing dark long robatsabncealed his face said that he could
give him the key to conquer Ludmilla for a smalkpr Victor agreed at the same moment and
the vampire fell on him, sucking all his blood wiadi that was left was a pale and lifeless body
which was found the next day. The people of thentavourned his death for one week, after
which his body rose from the grave as a vampirekitav understood what the stranger had
given him, and he went to see Ludmilla, planningietke her a vampire too. When he entered
her room, the poor girl screamed in terror at tberible sight. It wasn't just horror, it was fear
too, a deep fear which arises only in the facewsly depraved sights. Victor looked into the
mirror and saw his own reflection. The new born pamwas paralyzed with terror: his beatiful
hair had fallen, his mouth was distorced with pditg misshapen teeth, his fingers were long
and bony and his eyes were blacker than pitchphisland terrifying. He also saw his
reflectionslowly fading away as he smashed theaninto pieces. He walked over to Ludmilla
and in his fury killed her (I leave the gory desaib your imagination). Then he went to Johann's
house and sucked all his blood till none was Rfid then he left his home town never to return
again.

He wandered his world for no less than 150 yearsesimes settling in a place for a deacs or so,
desiring above all else to forget Ludmilla, butrtever could, and would remember her for all
eternity and so he decided to hibernate in a foegatrypt in an old cemetery. He woke up 430
years later, a broken and tragic figure, a monshter had no place in this world. He didn't



commit suicide, though, for even though he lovedrila, he hated her for having spurned
him, and felt that killing himself would be to rlike a coward from life. Then, one night, after
stisfying himself with a poor victim, when he watkeut of the alley where he was, he found out
that he was in a different city. He later found that in this new city, in this new world, there
were many vampires, and that this vampires fornoagessort of secret society who obeyed the
orders of the King of the domain he was. He wasldyiinducted into the ranks of the Kargat
for his age and experience, and slowly learnedhétere of Darkon, Azalin and later Ravenloft.
He was granted later the title of nobility by Arahimself, and changed his name to Graf- the
name of his grandfather, whom he had always admagekcially when he was a child-, adding
Schreck- a word that meaned terror in his natinguage. He moved to an abandoned castle
near the town of Maykle, and has lived there ewreres in the complete darkness.

Baron Schreck has two "hobbies": One of them isingi He has written many books, always
using a pseudonym, and these books are actualtiif@neersions of his true story. He hides
himself behind his alter-ego, the character Andre&® has suffered many adventures for the
love of Eva. His books are almost all best-sellangl he is famous in all the domains of the
Core. His other hooby is sculpture, and he has maatey statues, most of them of Ludmilla.
However, he always end up destroying these statue§it of rage.

Baron Schreck has suffered a lot in his life,bat thoesn't mean he is sympathetic to the
suffering of others. Au contraire, all his pain axuish have given more rage to vent his
vengeance on the world, on life, which has injungd so much for no apparent reason. If he
can't be happy, nobody can.

Among the other leaders of the Kargat, General@ltland Lady Marion and Countess
Samantha are those which better understand thenBlarathey also had their lot of suffering in
life. Duke Garth is somehow jealous of this vampivko is older than he, while Major Winston
hates the vampire, believing to a weak and obnaxigdisidual, one who does not "deserves" to
be a vampire. Captain Frederik believes (wrondig} because of his hard life, the Baron is
perhaps easier to manipulate.

The day-to day ruler of the town of Maykle is mayonathan Renfield, a middle aged man who
is more than a little crazy. He collects the taxed edicts laws and orders from the Baron.
Everybody knows he's a little weird, but he stlbigood mayor, and so they don't worry about
that. What they don't know is that he is actualigtyy damn crazy, a necrophilic cannibal who
appreciates eating (besides human flesh) rats;tsaead spiders. His insanity isn't normal,
derived from receiving drops of blood from Barorhf&ck each month for years. He is the one

of the few members of the Kargatane that the Baemsponsored, and he himself has sponsored
4 or 5 more guys for the outer rim.

The Baron is a tall man, completely bald, with l@ags, twisted teeth protuding from his
distorced mouth, eyes black as pitch and long fimgéiich form crude claws. He wears long,
dark robes, and wears not even a single piecenalijg. His skin is translucent, and if a light
shines it will show his bones. For this reasonsh@ways covering himself with his robes and
there is not even a single torch in his brooding dark castle. He spends most of his time in the
catacombs of his castle and in the sewers beneaykl®(there is a tunnel leading to them and



he has some rooms there). Due to his habit ofgigimong rats, and some heritage from his
vampire progenitor, he has acquired infravisios,tiie also transmits a blood disease, and he
can also transform into a giant rat, black and withrp teeth. He also may call 1d10x50 rats to
help him when necessary. Finally, he may transfoistbody into a great mass of 100 rats
(similar to what Dracula did in the movie Bram Stok Dracula).

Counfess Samantha
Countess Samantha was born in Falkovnia in the§@arfruit of the many abuses that her
mother, Virginia, a handmaiden in Drakov's casigfered from the knights and Drakov
himself, for she was very beautiful and attractSamantha, named after her grandmother was
also extremely beautiful, even more than her mofhiee two of them endured hard lives in the
castle of Drakov for many years, until the year,#0fen her mother, after a brutal raping by
one of the guards, died. This tragic happeningSafnhantha a bitter and revolted girl.

When she was 18, she was given to a noble in Stgnge, Count Vladmir as a gift by Drakov.
What Drakov didn't know is that the man was a vaempiVhen they arrived at his mansion, the
vampire, impressed by her beauty and her innocenade her a bloodsucker. When she realized
what she had become and what her new master weajmbst became crazy. It was only her
strong force of will that prevented her from becagna raving lunatic. Slowly, she learned the
true nature of her new status and learned a lai &bo master. With time, she found out that he
was not a very old vampire, and perhaps it wouledsgy to kill him.

One night, after they had returned from huntingythoth went to sleep, for the day was
dawning. She only pretended to sleep, howeverafied some she silently slid out of her coffin.
She knew that once Count Vladmir had fallen sl&éepyouldn't wake up till next night. A stake,
a hammer, a sword and some roses and that wasdief &im.

She lived for some time in Stangengrad, as the wiolothe Count. Her life didn't change much
until the day when she met Willian, a young mamfrioarkon. She was enthralled by him, for

he was diiffernt from all the other mens she haovkn\With time that attraction became love, for
she was still a young vampire and there were miaaitg tof humanity left in her. Her love for

him was so great that she decided to make him g@waroo, but he wouldn't be her slave.
Instead, they would live as equals, like husbardiveife. However, when she tried to turn him,
her lack of experience caused her to make a mistekehe unleashed a spell. She was surprised
and amazed to discover that he was a wizard, simgeshe had never even known that existed.
She was hurt, both in her body and her heart, hacagacked him with great fury and killed the
lad.

After this experience Samantha became increassagly gloomy and depressed. She also
became very angry and furious and mean. She detvdadve for Martira Bay, taking Willian's
books with her. There, due to some interest, sdréest to study and tried to learn something of
Willian's arts. Amazingly, she found out that slael fan intelligence that she could never
imagine possesed, for with time her studies stddegt very easy, and she soon became a
competent Enchantress.



In that same year, she was discovered and contagtadargat vampire, who decided to invite
her into the ranks of the police (or die). Seelmaj she wouldn't live much long if she refused,
Samantha accepted and, due to her strong forcdl@na magical powers, rose quickly in the
ranks.

Azalin decided to make her a leader because shéheame of the most powerful Vampiress,

and no doubt one of the most beatiful. Her beargypled with her natural, vampiric and

magical charms, make her an opponent more dangtransnost succubi.

Today he is a respected and famous member of thgaK@within the ranks) and one of the two
"femme fatales" between the leaders (the otheadylMarion). Samantha's inner beauty hide

the mind of a brutal killer, who will stop at notigi to gain what she wants. She hates men above
everything else and hates especially Vlad Drakaights from Falkovnia and wizards. When

she finds one of them, she doesn't kill the gug,tshtures him to death, in various slow and
painful ways.

Samantha lives in Il Aluk in a beautiful mansioul] bf servants (all women), where she has 55
cats (all female) and spends most of her time, wizgrnunting and killing, painting lovely
pictures and studying the arts of magic. She alged going to the opera, and throwing big
parties for the nobles of Il Aluk.

The male leaders of the Kargat are always couhergbut she knows for sure that most of they,
especially Duke Garth, Count Virmir, Major Winstand Captain Frederik are more interested
in manipulating her, using her as a tool in thasetons where a woman is better suited than a
man, but she is too smart to let herself be foblethese compliments. Lady Marion hates her
very much, but the sentiment isn't quite reciprofal Samantha hates men much more than
women, and can't quite understand why women waght between them for those "dirty pigs".
The Countess has black hair, dark blue eyes, &whid smooth skin, pearly teeth, a smile that
melts the hearts of men and a perfect body. Slks li&k use provocative clothes. Most of the time
she wears satin gloves, and carries a small mihach is actually a magical item and shows her
reflection. Samantha's beauty works just like thauby of a Werefox, except that male humans
of Wis 16+ are unaffected (but they still find very attractive). Besides her natural beauty and
vampiric magnetism, she also has access to chaelis,span charm with her voice, her eyes (-4
penalty) and in gaseous form (-2 penalty-subjeesdt need to be looking).

Fabio Santos



Holy Texts of the Church of Ezra
by C.D. Nichols

The Church of Ezra has the densest canon of anyrkneligion in the Land of the Mists. The
full canon exceeds 90 different books (57 aredistelow). Only priests known or care about
most, but the commonly used books are the Medieia,Dhe Ezran Gospels, the Bible of the
Faithful, the Ezran Hymnal and the Book of Kindneés®reakdown of these texts and their
books, as well as a number of other texts, follows.

Medicia Deis (also The Book of Healers) (900 chapters)

The Ezran Gospels

Gospel of Ezra (84 chapters)
Gospel of Mishnad (72 chapters)
Gospel of Itias (63 chapters)
Gospel of Rachael (48 chapters)
Gospel of the Scribe Burach

Bible of the Faithful

1st Hala (43 chap.)

2nd Hala (also called the Martyrdom of Hala)(59xha
1st Saints (38 chap.)

2nd Saints (51 chap.)

3rd Saints (31 chap.)

The Chronicle of the Ezradim
1st Ancients

2nd Ancients

1st Records of Strifes

2nd Records of Strifes

3rd Records of Strifes

The Sophian Codex
1st Sophia
2nd Sophia
3rd Sophia
4th Sophia
5th Sophia

The Ezran Hymnal

1st Gathering of Hymns
2nd Gathering of Hymns
Song of Lost Hearts

Book of Kindness
1st Precepts (700 chapters)



2nd Precepts (500 chapters)

Other Texts:

Epistle to the Connarians
Epistle to the Barovians
Raising of Numiah

War of Archons

Apocrypha of Sarech
Testament of Simon of Raman
Lament of the Plagues
Takemalech and the Dragon
Book of St. Justine

Book of St. Peter the Beggar
Book of Judas the Kind
Book of St. Mary

Rites of the Adversary

Tale of the Necromancer

1st Fullness

2nd Fullness

1st Hunters

2nd Hunters

Words of the Comforter
Manuscript of the Kings
Tetragrammaton of Ezra

1st Epistle to the Nations
2nd Epistle to the Nations
1st Lairs

2nd Lairs

The Testament of Anchora the Wanderer
Visions of St. Dominic

1st Mists

2nd Mists

Book of Palaces

The Hundred Revelations
Secrets of Ezra

The Book of the Deeds of the Adversary

*k%

From the Gospel of Ezra, Chapter 56, Verses 19-26:

" 19 - .... and Mishnad looked into her eyes, tbg/\eyes of Ezra, his god, saying, "My lady,
Ezra, my heart, | ask you, will you consent to bequeen?" 20 - And, Ezra raised him from the
floor, and kissed him upon his forehead, saying b®@loved, what is this world to me, or any
rulership there of? 21 - No, in this world or aretbr another, there is nothing | desire, save the
prosperity of my people. 22 - But, after the tiralter the exile in the land of the evening damps,



| will come again, to guide my church through theag time of darkness from my holy see.” 23

At this, Mishnad asked, "At that time, will | betwiyou, my love?" 24 - "No, Beloved, the way

is too dark, and | would not risk your soul. Lebé& a comfort to know this, and this as well: 25 -
that for the thousand thousand years before tleat glarkness, you and | shall be together, never
apart for even the time between one beat of the hed the next." ,,

Chris D. Nichols



Tanguages of Ravenloft and GYheir Roots

By J. Williams

One reoccurring problem in my campaigns in Ravémdod clear and acknowledged language
table for the Domains of Dread. | have read seveyales on languages in the core lands and
found them useful but plagued with problems. Beirgpth an anthropology and psychology
major has made a language structure table mucerdasarite. This is the official language
tables in my campaigns. If you want to adapt gdar campaigns, feel free to do so.

01). I have based the language tree of Ravenloft orenmodlay South America. A structure
based on one large dominating language (In tha&, &sanish/Portuguese) including several
smaller dialects, obscure tribal languages, dyimdydead tongues. This is an abridged version
only.

Dominate Languages

- Balok (Eastern European/Slavic in pronunciatibmg the oldest and most dominant language
and has spread to several domains. Domain of Osdsarovia.

- Dementlieuse (French)

- Thenoli/Falkovnian (Romanian)

- Silvanesti Elvish (Ansalon)

- Mordentish (English/Welsh)

- Lamordian (Germanic)

- Darkonese (Oerdian/Greyhawk)

- Hazlani (Thayvian)

- Kartakan (High Cormyrian)

- Vechorite (Oerdian Elvish and Ta'Nari mix)

- Vistani (Unknown) This language was definitelioague in Barovia and is possibly from an
unknown prime material plane outside Ravenloft.r&haeveral distinct features with Balok.

02). An established chronology of what languages agaeiarthe core first and last. Which
language influence who and why? Included will beesel dialects used in the core today and
why certain domains have no mother tongue.

03). | have also taken in account the physical chatiggshave occurred in the Domains since
the release of the first box set. Geography as agethronology is important in understanding
that older languages will influence newer arrivals.

| used the Ravenloft Red Box set the basis fotahguage tree and modified over time with
changes in that occurred with campaign materiasrens.

Balok----------------------- Root Language: Spokeniparily in Barovia

\ Balok/Luktar: The unofficial secdamijuage of Barovia. Formerly
Gundarake. A mixture of Oerdian common and Balgdak&n mainly in the northern reaches of
Barovia and surrounding areas.

\ Balok/Thaani: a dialect used by tieaii survivors of Bluetspur in Southern
Barovia and Hazlan. Very scholarly and preciseronpnciation. Its possible the Thaani used a




spoken language that conveyed meanings in symtasofits and a tactile language for written
communication. Balok is spoken in G'Henna, Markpinaidia, and Borca.

\ Forlornian/Balok hybrid used by thai@s of that domain. It is a dying language
that has no more than two or three generation®édtire extinction.

Har'Akir/Sebua--------- A set of hieroglyphic langyes with several similarities. (In my
campaigns, both domains are drawn from the samklwoworld heavily influenced by
Egyptian-style culture. With Pharazia added to félen Amber Wastes, it is obvious that it will
die out and leave Pharazian the dominant language.

Lamordia--------------- Root Language: Primarily wsi® Lamordia and some parts of Southern
Necroplois and Northern Mordentshire.

\ High Lamordian: A scholarly dialectdibg the upper educated classes of
Lamordia.

Mordentshire---------- A Root language native tottdamain and ranks as the second oldest in
the Domains of Dread. Many variations of Mordenstidialects, slang, etc.) can found
throughout this Domain. Comprehension and Trarsladre sometimes a problem.

\ A bastardized version is spoken in titesvef Verbrek. Seen has a "hick" or
"farmboy" language.

\ A Mordentshire/Dementlieu dialect spoterthe frontiers of Verbek and Northern
Valachan

Darkonese/Necrokonese------------ A language drasemfOerdian/Oerth: Presently it is
considered the most influentially language in tleeeGwith languages from a variety of Races.
\ Oerdian Elvish

\ Oerdian Dwarvish
\ Oerdian Halfling
\ A Dwarvish Lamordian/Oerdian dialeet&htly, do to the recent events in The

Grim Harvest, Darkonese/Necrokonese is slowly nmgrgito Balok and (much to their dismay)
Falkovnian.

Vechorite A mixed and often confusingceptual language based on etiquette and
a old form of Oerdian, Oerdian Elvish and a smattefanar'ri (The Tanar'ri additions are
primarily derogatory terms and profane insults.)

With its addition to the Core, it will have a impam the core languages in the future. Although
Darkonites may find it somewhat confusing, a mesiptetation may led to an insult and
violence.




Kartakass----------- A language based on the comtoague of Toril, in particular the Forgotten
Realms. Spoken primarily in this domain and sonresp Valachan, Hazlan, and Nova Vaasa.
\ Kartakan: a spoken and sungctilzdsed on Thayvian.Cormyrian and
Silvanesti Elvish. Primarily used by the acadenmd scholars of this domain.

|
Valachan-------------- A language based on Thaywéthe world of Toril.
I
I

Nova Vaasa----------- Vaasan. A language based conamon tongue of an unknown prime
material world. Elements of Thayvian and Cormyt@ave slowly migrated into this.

Falkovnia/Tepest---------- A language based on Thidnam the world of Krynn. A language
native to Taladas. This language is only spokdrailkovia and is the state language of Falkovia.
Obviously, anyone who does not fluently speak ldmguage is marked as a foreigner.

\ Tepestian speak a broken version ofdhe@¥ian language. The military society of
Falkovia considers the use of this language aspatand ignorant. Most military officers will
generally spit or beat those whom address thengukis dialect.

Richemulot/Dementlieu--------- The primary languagféhese Domains mirror each other in
several ways, but natives of these lands will nadanit it.

Hazlan---------- a tongue based on Thayvian fromvioeld of Toril.

\ Thayvian, the primary language of tbinain.

\ Thayvian/Thaani dialect spoken primanilthe southern reaches of that domain.
|

Sithicus---------- The only language spoken in Sitls is an offshoot of Silvanesti Elvish.

|

Sri Raji----------- The only and domain languagetioé Steaming Lands.

However, if trade is likely to increase, Sri Rajiaill slowly move into the Domains. Consider it
a language foreign to the core.

Burning Peaks------------ An archaic version of Susé, found only on the world of Oerth.
Unlikely that it will find its way into the core daains.

Darkonintes/Necrokenese find little difficultiesunderstanding this language. The opposite is
true for Vechorites.

Obscure Languages:
- Thaani: Dead language, it has integrated its¢df Hazlan, Kartakas, and Barovia. Used by
archaeologists and adventurers brave enough teltaad explore the domain of Bluetspur.



- Ansalonian Solamic: Dead Language, used by schtdastudy Sithican History.

- Souragnian: An obscure tongue used only in tbatain. reported by many in the educated
circles of the Core as babble and chatter. A coatlun of several tongues.

-Avonleigha: A language similar to the tongue ofrifientshire. Primarily used in Nidalia and
Stauton Bluffs

- Pharazian: an obscure tongue found in the Ambasteés.

- Arakian: A dead language. The only evidence tbabw" were every a part on the Core. It
possible that the dark elves survive in hidingamious caverns beneath the core. Only time will
tell.

- Latin: an obscure and unused language foundymianuscripts across the domains.
Curiously, all surviving documents are written hg same penmanship.

Jeffrey Williams



ZList Of Ravenloft Adventures

By J.W. Mangrum

ds

Dct.

Title Level Notes
Adam's Wrath 5-7
A Matter of Trust (CotN:G) Any
Ancient Dead (CT) 7-9 Set after Touch of Death
And Wilt Thou Leave Me Thus? (CotN:G) 1-3
Awakening, The 4-6 Post GC
Bane of the Shadowborn (D31) 69 Best to tie it mfmaladin PC's
background
Baron, The (BH#2) 7-12 Van Richten's swan sond, tpar
Baron's Eyrie, The (D58) 5-7
Beast in the Hills, The (CotN:G) 4-7
Bleak House (BH#3) 7-12 Conclusion to Van Richtewan
song
Blood in Moondale (BoC) 3-5
Body and Spirit (CotN:G) 6-8
Bride of Mordenheim (BoC) 2-4 Takes place beforad Wrath
Castles Forlorn 4-6 Technically pre GC (735) but
playable anytime, really
Castle Spulzeer 8-12 Forgotten Realms adventure; lee
into The Forgotten Terror
Cedar Chest, The (BoC) 3-5 Very tricky to pull o#ll
Charnel House, The (CotN:V) 6-9 Play it after TonGoer Fear
Circle of Darkness 5-7 Post GC
Corrupted Innocents (BoC) 5-7
Created, The 2-4 Good introductory adventure
Dark Harvest (NL#2) 2-4+ Post GC
Dark Minstrel, The (BoC) 3-6
Dark of the Moon 5-9 Interesting trivia; using DoD's
timeline, DotM probably doesn't
take place for a few more years
Death Ascendant (GH#2) 6-8 Direct sequel to DeatbHained
Death Unchained (GH#1) 5-7
Death's Cold Laughter (BoC) 3-12 Easily adapteainp PC level
Dreams Within Dreams (NL#1) Any Post GC; Draws s the NL
adventures
Duality of Visions, The (CotN:G) 4-6
Evil Eye, The 4-6 Post GC (harvest season, Sept.-(
742)
Expiation (CotN:G) Any
Fall of Waldershen, The (CotN:G) 9-12




Family Feud (CT) 4-6 This replaced Sea Wolf in Chillinjy
Tales
Feast of Goblyns 4-6? Pre GC (Hexad adventure)
Felkovic's Cat (D50) 6-9 Post GC
Field of the Damned, The (CotN:G) 4-7
Forgotten Terror, The 10-12 Follow-up to Castle I3@er
From the Shadows 9-12 The Grand Conjunction, pf.2L
Gazing Into the Abyss (CT) 4-6
Ghost of Mistmoor, The (D35) 3-6 Generic adventugst set in
Ravenloft
Gone, But Not Forgotten (CotN:G) Any
Guild of Thieves (CotN:V) 7-10 Post Requiem
Horror's Harvest (D38) 2-4 More subtle take on Baika than
that in the GH series
Hour of the Knife 4-6 Post GC
House of Strahd 11-13 Can be played at two different PC
levels
Howls in the Night 3-5 Multiple scenarios
Jack's House of Horrors (CotN:V) 5-9
Last Dance (D64) 4-6
Light in the Belfry, A 6-8 Ravenloft's only CD moléu
Living Crypt, The (BoC) 9-12 Basically a romp veasty new
monster
Loathsome Deep, The (NL#3) 4+ Post GC; A Nightnmardgertus
Street
Love Lies Dying (CotN:V) 4-7 Takes place after T®earlet Kiss
Man With Three Faces, The (BoC) 8-11
Maze of Thorns, The (CotN:V) 6-9 Ties to FelkoviCat; might be
good prequel
Missing Druids, The (CotN:V) 5-8 Takes place wéteaThe
Awakening
Neither Man Nor Beast 4-6 Post GC (742)
Night of the Walking Dead 1-3 Pre GC (Hexad advesjtu
Pity the Child (CotN:G) 6-8 Set in Port-a-Lucinegbentlieu
Preston Hill Ghosts, The (CotN:G) 12-1%
Price of Revenge, The (D42) 4-6 Takes place bdfelkovic's Cat
Ravenloft II: The House on Gryphon Hill 8-10 Neederhaul to work in current
continuity
Requiem (GH#3) 8-10 Winter solstice, 750; conclusion jo
the GH series
Rewards of Courage, The (CotN:V) 5-9 Post GC
Rite of Terror (BoC) 5-8
Ritual Repeats, The (CotN:V) 3-5




N

1

Roots of Evil 9-12 The Grand Conjunction, pt. 2 of
Rose of Midnight, The (NL#4) 7+ Post GC; first apce of
Nocturnal Sea
Scarlet Kiss, The (CT) 7-9 Possible tie to Thed&dtRevenge¢
Sea Wolf (D55) 4-6 Needs tinkering to make it fit RL «
MotRD
Servant of Nightmares (CotN:G) 9-11
Servants of Darkness 5-8 Post GC (Shadow Rift @kqu
Shadow Rift, The 8-14 Post GC (played after Servants
Darkness)
Ship of Horror 8-10 Pre GC (Hexad adventure)
Surgeon's Blade, The (CT) 6-8
Taskmaster's Leash, The (CT) 7+ Post GC
Thoughts of Darkness 12-1¢ Pre GC; works just dspest GC
Through Darkened Eyes (CT) 3-6 Pre 742
To Conquer Fear (CotN:V) 4-5
Touch of Death 3-5 Pre GC (Hexad adventure)
Turning Day, The (CotN:V) 4-8 Post GC; Takes platter
Thoughts of Darkness
Undying Justice (CT) 3-5
Unkindness of Ravens, The (D65) 4-6 Generic adventecommended
for RL
Vengeance of Stones, The (CotN:G) 9-1p
Victim, The (CotN:V) 4-5
Way Out, The (CotN:V) 7-10 Post Requiem
Web of Illusion 7-9
When Black Roses Bloom 4-6 Happens soon after th¢Sept.,
740)
Whom Fortune Would Destroy (BH#1) 5-8| Set in 750; Dominia has rejoined {|
Core
Wild Child, The (CotN:V) 3-6 The only adventure setSebua

Last update: September 1998

(BH) Bleak House: The Death of Rudolph Van Richtefinked adventures

(BoC) Book of Crypts

(CotN:G) Children of the Night: Ghosts
(CotN:V) Children of the Night: Vampires

(CT) Chilling Tales

(D#) Dungeon Magazine: issue number

(GH) The Grim Harvest series

(NL) The Nightmare Lands Boxed Set: Four linkedetures

John W. Mangrum



Tist of Ravenloft Framous Nobles

By Christopher D. Nichols, Stuart Turner, and Stephen Sale

By setting the stage for intra-domain politicalfetrplayer character patronage, and plot hooks,
petty nobles are amusing and useful additionsRagenloft DMs repetoire.

Here's a look at the suspects as they stand ntdvei@ore by domain:

Barovia: Count Strahd von Zarovich
Lord Sergei Zharov (Gundarakite)
Lady Lyssa von Zarovich
Sir Thomas Sergeiovich Zharov (Gundarakite)
Borca: Lady Ivana Boritsi
Lord Ivan Disilnya
Lady Nostalia Romaine
Darkon/Necropolis. King Azalin (pre- Grim Harvest)
Baron Caidin
Dementlieu: Lord-Governor Marcel Guignol
Lord Abernathy
Lady DeForest
Falkovnia: King Vlad Drakov
Ghastria: Comte Stezen D'Polarno
Hazlan: Wizard-King Hazlik
Invidia: Lord Malocchio Aderre
Kartakass: Meistersinger Harkon Lukas
Lamordia: Baron von Aubrecker
Mordent: Mayor Daniel Foxgrove
Nova Vaasa: Prince Othmar Bolshnik
Sir Tristen Hiregaard
Lord Thornwood (vassal of Prince Othmar)
Richemulot: Lady Jacqueline Renier
Sithicus: Lord Soth
Lord Speaker Mason
Valachan: Baron Urik von Kharkov
Lady Adeline
As you can see many domains have no noticeablagabkntities beyond their ruler. Thus, it
falls upon us to supply the Land with its petty lesb To this end, we have invented and listed
below many important political figures of the Core.

HAZLAN

Governor Kagliargfrom The Glass Man) of Toyalis. Recently promoted, Kagliara is ouhas
depth and surrounded by enemies.

Governor Maulenof Sly-Var is the eldest of Hazlik's generals, &iad retired as governor of
Sly-Var. His current duties are largely guarding thinor Sly-Var-Arbora trade route.

Eleni (Hazlik's apprentice) serves as Governor of Raantder will is Hazlik's will.




Governor-General Hiet Bocalld®wlds sway over the lands between the Kartakatido@nd the
Baratok mountains, north of the Musarde.

Governor Mealitiholds the lands southe of the Musarde, betweetakass and the Baratoks.
Playing the governors and council against eachr @thé against Hazlik, this madman and
torturer seeks to gain control of Hazlan.

Governor-General Grogatontrols the lands between the Baratok Mountamastae Immol
Road. He indulges his vile temper with sporadicfararwith his neighbors.
Governor-General Neils Cavokkieterine defender of the old Hazlan/Bluetspudborcontrols
the lands east of the Immol Road and south of #ddthi River. He is the least harsh of the
governors and the most loyal to Hazlik.

Governor-Lord Vestinecusligh Priest of Bane, rules the region north @ Hazlani River from
the Immol Road to the junction of the Hazlani angi€Rivers. Here is the stronghold of the
Church of Bane in Hazlan.

Governor Pall Ibingtos lands stretch from the junction of the Hazlard &yric Rivers to the
Nova Vaasan border. An intellectual and scholanegaaor Ibington's keep houses one of the
finest museums in Hazlan. However, Ibington's medot his own, but is possessed by a
doppleganger plant.

Governor Nihiluscontrols the lands between the Cyric and HazlaweiR. He is an apprentice
of Hazlik's, more involved in his work than in lsigbjects.

Hazlik's Mulani councilors are also detailed:

Faenz Lolzof Toyalis is head of Hazlik's council. In Toyalie is Governor Kagliara's chief
vizier. He has held the position for as long asoseycan remember, and in truth weilds far more
power than Kagliara.

Avena Eldahars the wife of a moderately successful traderaydlis. She has spies and
informants in many places, and is emeshed in tleee¢hl guild.

Davolisis another of Hazlik's apprentices. He has a hedidtack and club foot, and cultivates
informants among Hazlan's beggars.

Amon Corisis an innkeeper in Sly-Var. However, he also ottnesmajority of the brothels there
and has spies in the remaining few.

Riktor Miensis a wealthy land owner and priest of Bane. Hisgkkouses a pilgrimage site for
Banites of hazlani and Nova Vaasa.

DEMENTLIEU

Another detailed set of nobles is the council ofisars to Marcel Guignol in Dementlieu.

We all know that Dominic is the head advisor, & other four might include:

Jean-Pierre Mont-Michel Therou3ean-Pierre is in charge of arts and entertaihimeort-a-
Lucine, in important post in such a culturally deyed domain. He is best described as a
complete fop - he's slim, tall, with a shock oflgusrown hair, and a hideous high-pitched laugh.
Everything's a joke to him. Think Mozart in the nm®¥madeus.

Why is he on the council? While he's actually v&kifled at what he does (ie entertain the
civilised masses), he's also very easily contrdigdominic, and doesn't pose a threat to him.
Josephine Chantreu$he is both in charge of defence and policingcMof her work involves
keeping up the treaties with neighbouring domagagarding the mutual defence agreement
against Falkovnia. She also has a personal scaettte with the Falkovnians, as her father was
murdered by Falkovnian soldiers many years ago vidlvakov made a brief but abortive attack
on Chateufaux. She's a beautiful woman, fond &fpgalvdered wigs and large pastel ballgowns.




Helene DuSuisUnlike the current fashion, Helene often weans sblack dresses and doesn't
use wigs to conceal her ebony hair. Her lips, tihatlin, are starkly red against her skin. She
monitors social affairs within the cities of Demleau (though given the squalid lives of the
poor, it could be said she does a very poor job}ikd the others, however, she is not entirely
under Dominic's control (though he is not awaréhdd). She has, in fact, been contacted by a
certain Alexis Wilhaven regarding a proposal fa-aligning” the power structure within
Dementlieu. Helene, always confident of her own imaative abilities, is completely unaware
that she herself is being manipulated by the Bffaom deep within the bowels of the city. The
Brain claims to have many allies among the podhefcity, and is hoping (with certain noble's
help) to cause a Revolution within the city of Patucine, throwing Marcel from power and
installing his own puppet.

The Brain's plan is a long way from fruition at thement - many more nobles need to come on-
side before anything will happen. Helene, howeigetasually putting word about that certain
nobles are not particularly happy with the curmegime, and may be willing to begin some
change....

Why doesn't Dominic know about all this? Unknowartips Helene is more cunning than
believed, and has always been able to resist hisatpbut has played along to get her position
of power.

The remaining member of the Council is Charles lzag@g whom we haven't detailed as yet...

BORCA

The darklord of Borca is lvana Boritsi, the Blackd®w of Borca. Given that the lords of the
land are a lady killers (lvana a female murderkss) killed his sister and wife), then the lesser
nobles may be lesser reflections of their mastensded nobles in Borca don't actually own their
lands, they just pay smaller rents.

A sample of Borcan nobility in this mold:

Duke Carol Heinzenburig a man accursed. As lord of the village beahisgname, he sampled
the fruits of the village daughters as his due. kVbiee of the maiden escaped his less than
tender ministrations via suicide, her family curgieel duke. "By the blood on your hands, may
your love, as ours, escape you a hundred timeswtnever shall you taste of it, 'til you fall
from your lofty seat!" As the curse held the vikafprgot his past crimes.

Now, every second year, the duke falls deeply ve lvith a village maiden, entering a long
stately courtship, ending in marriage. Then, onrntigét of the honeymoon, the duke changes, as
the quevari do, killing his new bride. Soon aftérs is forgotten, and the cycle repeats itself.
Other entities that might worm their way into Bara#obility include vampyres, red widows,
head hunters, kizoku (cursed never to taste this sbtrRokushiman ladies again), and
werefoxes.

KARTAKASS

Ferban HaldanMeistersinger of Skald: an old and greying wolfeyevery well respected and
like the people of Skald. A bitter rival of Harkankas and it is largely through his plans that
Harkon has never wrestled Skald away from him afigr many years his voice may be starting
to fail and this could mean that he loses his pwsit




NOVA VAASA

Aldon Chekiy head of the Chekivs family: a middle-aged mamrgf and very stern. Aldon is a
strong worshiper of Bane and often seeks the chagthdance on many matters naturally the
church would be very happy to seek him becomeuhed ruler of Nova Vaasa

Boris Rivtoff, head of the Rivtoffs family: a young man receméfurned from university in
Borca after the death of his father, who appeahat@ been poisoned. He is a constant plotter
and schemer.

Alexi Vistin, head of the Vistins family: a pale, weak-willeum a product of years of in-family
breeding. He leads his family only because Othraaraontrol him easily and because he is the
most intelligent of the group of half-wits that nealgp the Vistins family.



Lovecraffian Pseudobiblia in Ravenloff
by C.D. Nichols
The following books are listed with title, most faus lines, author and date of publishing (when
known), known translations and possible use withiRavenloft campaign. They can fit in any
Ravenloft or Masque of the Red Death campaign.

Kitab Al-Azif (The Necronomicon)

"That is not dead that can eternal lie,

And with strange aeons even death may die."

Abd Al-Azrad, 730 AD

"Cthulhu noster quies in maaribus,

sanctifer nomen tuum,;

adveniat regnum tuum;

fiat voluntas tua sicut in R'lyeh et in Y'ha-nthlei

Olaus Wormius, 1228 AD

"Nor is it to be thought that man is either

the oldest or the last of earth's masters,

or that the common bulk of life and

substance wlaks alone. The Old Ones were,

the Old Ones are, and the Old Ones shall be."

Dr. John Dee, 1585 AD

Translations: Arabic, Greek, Latin, Spanish, Frerigarman, English, Italian

The Necronomicon is aptly described as the mostewik ever written.

If this work appeared in Ravenloft, a branch of @reler of Guardians would certainly form
around it. Some stories hold that the older vessmiithe book may become sentient. If so, it is
quite possible that the tome would become the dedldf a small domain.
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Azathoth and Other Horrors

"Out of what crypt they crawl, | cannot tell,

But every night | see the rubbery things,

Black, horned, and slender, with membraneous wings,

And tails that bear the bifid barbs of hell.”

from Dreamtime

by Edward Pickman Derby, 1919 AD

English only

A small book containing the poems:

"Azathoth"

"Dreamtime”

"Nemesis Rising"

"Charnel House"

"Dead But Not Gone"

"Medusa's Kiss"

...among others. Also contains eight line drawiagslited to Jackson Eckhardt. In Ravenloft,
this book is popular for the dark love-poems itsieaPossiblly, Edward Derby is from
Mordentshire, as the atmosphere seem reminiscekrkbam.
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Les Cultes des Goules

"Lest some would label it blasphemy, | have

chosen to explain certain actions and beliefs,

and let God be the judge of us all.”

Francois Honore-Balfour, le Comte d'Erlette, 1703 A

French only

Written by a French noble who's reputation pladedwith the Marquis de Sade, this text
details his involvement with a society of ghoulsibbuman and otherwise. Accounts of
necromancy and related topics figure in heavily\soAiales concerning other French cults,
monsters, mages, martyrs, and madmen. In the daneipthe Comte d'Erlette would have been
a Richemulotian or Dementlieuse noble. A work fe University of Il Aluk's Restricted
Section.
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The King in Yellow

"Along the shore the cloud waves break,

The twin suns sink behind the lake,

The shadows lengthen

In Carcosa.

Strange is the night where black stars rise,

And strange moons circle through the skies,

But stranger still is

Lost Carcosa.

Songs that the Hyades shall sing,

Where flap the tatters of the King,

Must die unheard in

Dim Carcosa.

Song of my soul, my voice is dead,

Die though, unsung, as tears unshed

Shall dry and die in

Lost Carcosa."

Cassilda's SongAct 1, Scene 2

English Translation, 1895 AD

Translations: French, English

A bizarre dream-like play, the reading or perforcenf which causes madness. Widely
suppressed. Darklord in Ravenloft would probatdket similar actions. Possibly the play would
be an under ground classic.
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Liber Ivonis (Livre d'lvon, Book of Eibon)

"For Ubbo-Sathla is the source and the end.

Before the coming of Zhothagquah or Yok-

Zothoth or Kthulhut from the stars, Ubbo-

Sathla dwelt in the steaming fens of new

mad earth."

English Translation, 15th Cent. AD

Translations: Hyperborian, Greek, Punic, Latin,nere English



An exceptionally ancient book, this is a powerfhgire. Possibly Azalin discovered a copy.
This may be too high power / high magic for Ravénlo
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Messa di Requiem per Shuggay (Mass for the Dea&lafiggai)

"Maria: But why, my love,

Must | die for you?

Pietro: Because,

Alive | love you only for a day,

But dead, | shall love you forever."

Duet Macabrefrom Act |

Benvenuto Chieti Bordighera, 1768 AD

Italian only

An opera score and libretto composed by BenvenutetiBordighera, an Italian composer who
had been possessed by a shan, one of the insatt$Sfraggai. This opera, often declared
musically unplayable, deals with horrid topics afitan concern as well as the history of the
shan. Madness and death are the accompanimeihis et work, and the completion of the
third and final act is said to herald utter dedinrc Probably found in Odiare or Borca.
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The People of the Monolith

"They say foul beings of Old Times still lurk

In dark forgotten corners of the World,

And Gates still gape to loose, on certain nights,

Shapes pent in Hell."

Justin Geoffrey, 1926

English only

Another small book of poetry, including:

"The People of the Monolith"

"Dark Desires"

"Star Beast"

"Strutter in Darkness"

"Rending the Veil"

"The Mirror of Nitocris"

...and more. Geoffrey's poetry is viewed similddyDerby's in Ravenloft, but he doesn't favor
love-poems.
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The Seven Cryptical Books of Hsan

"It is said that knowledge comes only to those

who seek it; but some knowledge pursues us

without respite or mercy."

Hsan the Greater, 2nd Cent. AD

Translations: Chinese, English

Seven large scrolls containing philosophical warksall manner of other-worldly and shocking
things. Heavily influenced by Chinese myth.

In the demiplane of dread, this might be founddath and Rokushima Taiyoo.

kkkkkkhkkkkkkk

Unaussprechlichen Kulten (Nameless Cults)



"l have traveled the world in search of the

darkness--a journey that ended within myself."

Friedrich Wilhelm von Junzt, 1839 AD

Translations: German, English, French

The amassed results of more than twenty year efireb on cults, artifacts, human and inhuman
myth and legend, and similar subjects. Von Junzt kilked while working on the sequal.
Another Restricted Book of the University of Il Alu
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De Vermis Mysteriis (Mysteries of the Worm)

"Tibi, Magnum Innominandum, signa stel-

larum nigrarum et bufoniformis

Sadoquae sigilum.”

Ludvig Prinn, 1542 AD

Translations: Latin, English

A horrid grimoire focusing on necromancy and summgnLargely the same comments as for
“Liber Ivonis."
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The following books should not be included in a &awft campaign, although can be used in
Gothic Earth:

Book of Dzyan

Celaeno Fragments

Cthulhu in the Necronomicon

Eltdown Shards

G'harne Fragments

Pnakotic Fragments

Ponape Scripture

R'lyeh Text

Thaumaturgical Prodigies in the New England Canaan

Zanthu Tablets

Cthaat Aquadingen

Monstres and Their Kynde

True Magik

... And various other works too numerous mention.

Chris Nichols



Magic In Ravenloft
By M. Graydon & JW Mangrum

Barovia Distrusted, feared.

Blaustein Feared.

Bluetspur Not uncommon.

Borca Suspiscious, but perhaps a means to an end...
Daglan Extremely feared.

Dementlieu Little-known, suspicious.

Dominia Surprising, must be analysed, classified, insgzbattc.
Falkovnia VERY suspiscious, distrusted, perhaps outlawed.
Forlornt N/A except with the druids, who would accept it.
Ghastria Feared, mistrusted.

G'Henna Not uncommon.

Har'Akir: Feared.

Hazlan Feared, intolerant.

House of LamentN/A (A house wouldn't care.)

Invidia: Suspicious, not-trusted.

I'Catht Well-known.

KartakassUncommon.

Keening Do the dead really care?

Lamordia Surprising, suspiscious.

Leederick N/A (The women only care about their lover...)
L'ile de la TempeteN/A. (Well, | guess bats would be afraid but...)
Markovia Feared.

Mordent Suspicious, but may be accepted.

Necropolis Not uncommon.

Nidalia: Feared, as the spellcaster may be thought aiteret
Nightmare LandsN/A because a dreamer can think of anything.
Nosos Little-known, not thought useful.

Nova VaasaRare, surprising.

Pharazialittle-known, but easily adapted to.

Richemulot Surprising, could be used...

Rokushima TaiyooSurprising.

SaragosslLittle-known, but sought after.

ScaenaWell-known. (At least to the Darklord.)

The Sea of SorrowN/A

SebuaFeared. (Little kids fear anything supernatural.)
Shadowborn ManolN/A (when you're a sword, magic isn't importapt..
Sithicus Not uncommon.

SouragneSurprising, feared.

Sri Raji Feared, xenophobic.

Staunton Bluffs Mistrusted, bordering on getting lynched.
Tepest Frightening, bordering on peasent revolt.
Timor: Little-known, mistrusted.

Valachan Superstitious, bordering on feared.




Verbrek Suspiscious.

Vorostokov Feared, but known.

Wildlands N/A. (Animals don't cast spells.)

Winding Road N/A. (What does a head care about magic?)

Zherisia Feared. (What the heck is that????)

Mark Graydon

Additional Thoughts About Some Domains

Valachan

Someone mentioned that Von Kharkov has an inteagecfor mages, which would certainly
be understandable. But, Von Kharkov also knows lieatwes his existence to wizardry, so he
might have a mixed love-hate philosophy towardi would be in character for Von Kharkov to
keep tight controls on the number and power of wigan his domain, as he does with clerics.
However, he might be more lenient towards wizasds;e he sees them as less of an immediate
threat. (He might have a particular dislike foraamsts of the white arts, however.)

One thing to keep in mind is that most people ita¥lan are not particularly well educated, so
wizards would be rare simply from that standpo®n.that same basis, the folk would probably
believe in magic, but have little understandingt ¢fvrapping it up in superstition, once again.)
Off-hand, I can think of two wizards in Valachanawveren't vampiric minions of the lord: one
is a decidedly eccentric innkeep in Ungrad, whoe#&mValachan from Dementlieu. The other
wizard was a native: the late Felkovic, creatathefcat the lord fears so greatly.

Having thought about it, I'd offer this opinion:tive wizards in Valachan are very rare, but do
exist. Once Von Kharkov learns that an individsahiwizard, his next move will depend on the
individual's skill. If the wizard is lowly and prests no threat, Von Kharkov will leave him be
(but will continue to keep tabs on him). If Von Kkav suspects for even a moment that a
wizard is getting too powerful for his own good;lhenmediately either have the wizard killed
or transform him into a loyal minion, whichevemi®re convenient.

The Rennaisance Domains (M ordent, Dementlieu, and Lamordia)

In these domains, science has gained a stronggroldahan elsewhere in the demiplane, which
may well have forced magic into the shadows. Theatéd "men of science" will certainly have
little use for the unexplainable mysteries of magiere, instead of wrapping magic in
superstition, I'd say that most people are growkeptical of its very existence, although
skepticism of magic does not necessarily equatetsiem in all things supernatural. The actual
attitudes would likely differ from domain to domasince the cultures of these three domains do
differ quite a bit.

Lamordia

These people are openly skeptical of magic andioglj although they do believe in "monsters”
(such as the one living on the "Devil's Domicile’A}.best, they might have a quasi-Deist view:
the supernatural exists and created these straiggsh but certainly does not sit around waiting
for some madman to shake some chicken bonesrad itnake it jump through hoops.
Dementlieu

In Dementlieu, it might be best to go with a simpiplanation: the people never see magic, so
they simply don't think much about it. Somethingaial to remember is that in a world with few
mages, having any magical ability is Power. And Batiieu is all about power plays; any
wizard who makes his abilities public (indeed, eifghey are wise enough to keep them secret)
will almost certainly get drawn into the covertugigle for power going on between the darklord
and his main rival. Mages might even get noticeainytwo lower-planar friends in



Chateaufaux, since the Domains of Dread impliesttiey might still be in control. Whoever
notices the mage first is sure to try to "recraith, by hook or by crook.

What I'm getting at is: wizards in Dementlieu haveery valuable asset. This asset is a source of
power, but at the same time might get them in seeng deep trouble if they don't maintain
absolute secrecy about their abilities. So, | gmeg®pinion here is that wizards from
Dementlieu do well to keep their powers hidden.

Mordent

Mordent still has serious belief in the superndtwearld. (The "other side," as they call it.)
Mordentshire itself has seen a long string of magedding heroes come through its streets,
thanks in no small part to Dr. Van Richten's basirsghome here. Since Van Richten's
reputation was spotless in the eyes of the Mordenhis companions may have benefitted as
well. So, the Mordentish may be accepting of wiza/t the same time, the Mordentish (being
rural English types) probably aren't terribly fomidmagic that's too flashy or strange, and they
would always remember the saying, "If you don'tt\asil, it won't visit you." So, they may take
this meddling in the supernatural world as an iatitin for the entities of the "other side" to
make trouble for the mage.

So here's my opinion: magic has a mixed histotMandentshire, but for now it isn't particularly
feared or beloved. If anything, it may simply beee bit... distasteful. This earns the wizard the
opportunity to be judged on his own merits -but¥ikL be judged. If he seems to be inviting
disaster, he'll be sent packing. If he seems ta thight-headed chap, he'll have no problems,
other than quite a lot of well-intentioned warnirigem friends that he's "meddling in things best
left alone.” (I'm sure any Mordentish mage will babeen subjected to the Apparatus story so
many times he's sick of it.)

One thing about mages holds true in any domain:idiag?ower. That Power makes the wizard
special, and separates him from the herd -anddhyurse, brings him to the attention of the
predators.

John W. Mangrum



I11aiOR ORQERS OF tHE CHURCH OF EZRA

By C.D. Nichols

There are 16 major orders within the Church of Eeegh based on the teachings of one of the
main saints of the Church. The saints are Ezréieally the goddess of the religion), St.
Anchora, St. Hala, St. Mishnad, St. Justine, StaBlu, St. Rachael, St. Yamaki, St. Peter the
Beggar, St. Judas the Kind, St. Mary the Orphanlti8s, St. Sophia, St. Dominic, St. Danielle,
and St. Numerian.

The Fellowship of Anchora (also Anchorites)

St. Anchora was a wandering paladin of the ChufdBzoa. Noted for traveling into the Land of
Endor, a fiend held portion of the original worltitbe Church of Ezra. Wandering priests, the
anchorites orignal mission was to travel the wepdeading the word of Ezra through deeds and
speech. This mission has grown dimmer in the Larfdse Mists.

The Sisters of Hala (Halanes)

St. Hala was a Holy Mother of the Church of Ezréhia pre-exile days of the church. She was
responsable for the convesion of many personseat@vil. It was say that a day spend with
Hala would lead even the death knights of Endae&os of remorse. Halanes offer retreat from
the world, and spiritual healing and conversioneyhave the greatest ill-luck of any order.

Brothers of Mishnad (Mishnads)

Mishnad was the young king of the semitic peoplekwas a part of, ruling from the holy city
of Aritezh. The epic love of Mishnad and Ezra wegelndary and tragic. Mishnads are the
protectors of love, conducting weddings, baptisams| funerals. They are also charged with
artistic duties, working to produce and encouragekwf music and art.

The Justine Brethern (Justinians)

St. Justine was the Holy Mother of the Church afaBeho finally unified the human nations
against the Land of Endor. The resulting peace éetvthe human nation lasted until the
destruction of that world by the Endorian fiendeeDustinians are political envoys,
peacemakers, and diplomats for the Church of Ezra.

The Fellowship of Burach (Burakim)

Burach was Mishnad's court scribe and aide. Hbadrihe original versions of the books of the
Ezran Gospels. This function is continued by theaBum, who scribe the holy texts of the
Church of Ezra.

The Host of Rachael (Rachaelines)

Rachael was a rank and file soldier in Mishnadisyarvho was chosen by Ezra to become the
head general of Ezra's army. Under her, the fiefid@ndor gained no ground, a great victory at
the time. The Rachaelines form the military arnthaf Church of Ezra. They are a very small
order, most serving as guards at the main cattedral



The Children of St. Yamaki (Yamakites)

St. Yamaki was a blue dragon who converted to tmar€h of Ezra. After his conversion, he
proved so faithful he was made a bishop. St. Yare&r defended the city of Erostat against
the forces of the Endorian general Takemalecht #igpid. He died slaying the fiend, and was
post-humously made an arch-bishop and saintedYa@hekites are exorcists, seeking to destroy
fiends and other evil spirits. The rainment of thiider consists of a grey hooded robe with a
blue silohette of a dragon and silver chains withal holy symbols on each wrist (like a charm
bracelet). The order carries the text Rites ofAtleersary, and text of exorcism rituals.

The Brethren of the Rock (Petranes)
St. Peter the Beggar was a street beggar who wkedoff the street to become the Holy
Mother's right-hand archbishop. The Petranes aaggeld with the care of the poor.

The Lamed Brothers of Judas (Judasites)

St. Judas the Kind was a follower of Ezra. He sgwith her as a healer, though he himself had
both legs and an arm withered. Judas had a digieattto heal the lamed and crippled, and
while he was able to use this ability on himsdiip®e not to as a sign of humility.

Judasites help the chronicly injured and ill - lep@mputees, and others.

Orphans of St. Mary (Marians)

St. Mary was an orphan in the holy city of Aritegfho was taken in by Ezra and raised as Ezra
and Mishnad's daughter. She went on to becomestiend Holy Mother of the Church of Ezra,
and founded the Great Orphanage of Aritezh, orteeoChurch of Ezra's prime institutions.
Marians run the Church of Ezra's orphanages arfdrpeother work with children.

The Order of St. Itias (Itians)

Itias was a childhood friend of Ezra and followest throughout her ministry. He was scholar,
reknown for the clarity of his explanations of Egnaord, as well as for their startling depth. The
secret book Confessions of Itias also revealsebees passion he held toward Ezra. The ltians
are teachers, seeking to enlighten the people. @lseyhold sway over matters of science,
working to keep man from over reaching the bouredaoif nature.

The Children of Sophia (Sophians)

St. Sophia was apparently a Holy Mother of the Chwf Ezra, but all records of her time have
been lost or destroyed. The Sophians are gnoaticsbelieve that the physical world is evil and
that only pure spirit is pure. Thus, Sophians feegly commune with the spirit world, many
times drawing up evil spirits which they believe &oly beings. The Neuvuchar Springs group
is primarily Sophians, and it is said that a powkspirit is pent beneath the cathedral there, but
only barely.

The Congregation of Dominic (Dominicans)

St. Dominic the Blind was a prophet whose proplecane startlingly true. An arch-bishop, he
lived for nearly two hundred years. The Dominicaumgk to generate and interpret prophecy.
The order is extremely small.



The Host of St. Danielle (Daniellines)

St. Danielle was head of the defense in the Blddeige, when an Endorian army of vampires
laid seige to Aritezh. She personally save the Hbbgher from a pack of the monsters. Since
then, the Daniellines have beencharged to combdtdbkh of evil as the Yamakites battle the
spirit of evil. They are skilled monster hunters.

(Yamakites handle exorcisable creatures, such estghspirits, and fiends; Daniellines handle
anything else.)

The Order of Sorrow (Numerians)

Numeron was the arch-bishop who lead the thirty gy@adus through the Mists. The Holy
Mother had perished in Aritezh and the new one mwerely three years old. Thus Numeron was
called to lead the journey.

The Numerians study the Mists and seek to findra path to the new land which the Church
will find after ‘the time of great darkness.' Alsbey watch for the prophecied return of Ezra.
Numerians wear black hooded robes, black glovedants, and a black face veil with white
eye-spots. They are the smallest order, and thé seoeetive, rarely leaving the depths of the
Great Cathedral.

The Elders of Ezra (Ezradim)

Ezra was a goddess worshipped by a desert peapleeltime, she incarnated herself as a
human. As a human Ezra lived a typical life urtié gurned sixteen. She became aware of her
true nature, and began travelling amung the pgmelaching her gospel, healing (through both
medicine and divine means), advocating resistagamst the encrouching Endorians. She
discovered love, friendship, and joy, making thesetral to her doctrine. She was martyred at
the hands of the Endorians. Over the centuriesyesage of Ezra has been blunted, dulled and
forgotten. The Ezradim are the true leaders oftherch of Ezra, the leaders and policy makers.
Almost every church, save the very smallest arébguan Ezradim. Beyond that, the Ezradim
are the church's healers, the physicians who utathetshe most about the treatment and curing
of injury and disease. They work by equal portiohdivine healing and medicinal and surgical
techniques. The vestaments of the Ezradim are wdlites (no hood) with light blue trim, and a
gold chain bearing a Ezran holy symbol. Many Ezradiso carry a crozier.

Chris D. Nichols

IMIoRE THOUGHYS 0N tHE EZRAT] ANCHORITE BRACHES
by M. Barrett
We all know the Anchorites have many branches, ralaeg to the different faithful's alignments.
Among these, the one that has always seemed geitd and out of place is the LE sect. One
might wonder in what way are they evil? Remembat kis is an organized evil branch of a
neutral religion, which begs the question, whail"are they preaching, that still goes along
with the teachings of the original? | can see thrasc options:

A: The LE branch teaches that the best defensga®d offense, so they actively attack
anything that threatens the public good.



B: The LE branch teaches that people need to wariheir protection, or rather, pay for it. They
promote the idea that by industry, one is made hwoot the protection of Ezra. Thus, the poor
are to blame for their own situation, and only tiicd (who can pay) need be protected.

C: The LE branch teaches that the Ezran faithiisgo@ndermined by the unfaithful, and so they
are constantly seeking out "heretics." Shades @fd&Faithhold and Servants of Darkness.
All'in all, the first option works better for thed_philosophy (go out and fight evil to protect the
weak) as I'd see a LE person more likely to stailkeargain with an evil beast than slay it. The
last is too misguided to be truly evil, and franKlyhink we've got enough witchburners around
to make these guys a little more unique. This |lsame the pay-for-protection version, which
some folks might point out was my original ideanfravay back, in the discussion of simony.

As a final note, I'll remind everyone that the Eefaith is unigue among AD&D religions
because of this deversity. Sure, other faiths lsaweral alignments available, but only the Ezran
faith is so divided as to have essentially foufedldént philosophies--four organized schools of
thought--in the same religion. That, IMO, is groaridr a little leeway in saying that these guys
may vary from traditional Ezran teachings.

Matthew Barrett



Nafure Of Clerical Spells In Ravenloft
By C. Rice
Before | explain this, | thought | should give you the material | am referring to (from Domains of
Dread). | realize now that it was unfair to refer to this material, since | am the only one who has
it. Thus, here isthe information under "The Absence of Power" in Chapter Eight: The Path of the
Priest.

"Many have come to believe that the gods have no interest in the Demiplane of Dread. To be
sure, agreat deal of evidence supports this opinion. Any priest, paladin, or pilgrim who has come
from beyond the Misty Borders of Ravenloft will attest that the Land of the Mists feels strangely
empty. Despite this, most priest spells still function, meaning that priests, clerics, and their ilk
draw power for their spells from somewhere else. Some claim that the dark powers, for whatever
reason, are answering the prayers of these wandering holy men and granting them spells. Aswith
som much about the dark powers, however, it isimpossible to know if thisistrue or not.

"Another common belief asserts that the gods of the multiverse have some sort of agreement to
leave the Demiplane of Dread alone. Some have even suggested that the dark powers have shut
the deities out of the Realm of Terror. Those who espouse this theory point out that in the past,
the dark powers have proven to be as powerful as any divine being. To be sure, it does seem
likely that the dark powers might hold off the efforts of an individual deity, but could they resist
the efforts of a coalition of deities? It is doubtful, but then again, how can humans judge things
on so grand ascae?"

Thisiswhat | was referring to when | claimed that priests feel "cut off" from their gods. Asfor
the source of their spells: | do not think the priests know where their spells come from. If they
did, they might not use them anymore...

Cindi Rice



Dature of the Dark Powers

Few scholars in Ravenloft have ever come to theliszdion that there is something greater
than the Darklords ruling this land. (Few, indeedinderstand the nature of the Darklords to
begin with.) But among those who suspect, the thesrof what the Dark Powers are and
represent vary wildly. Below are but a few thouglats this matter.....

John W. Mangrum's thesis from the University of Aluk, shortly before its destruction:
"I don't think the Dark Powers easily conform ty @aimple ideas of Good and Evil; strong
arguments can be made that the DP's actions sugifitet one.

So where did the Dark Powers come from, and whihdg do what they do?

As for where the Dark Powers came from, the beslagation I've seen is "The War for All
Time," a creation myth told by the Vistani (pg.df2v.R. Guide to the Vistani). Extracting the
"truth" from this legend, the Dark Powers are thadows of the gods. By "shadow," I'll go by
the Jungian definition:

Shadow: The shadow comes from both the personata@tettive unconscious and contains the
primitive, uncivilized elements within us that aneacceptable to society and are generally
repressed. Generally, the shadow represents draitattitudes that are the negative or evil.

So, the Dark Powers (note their name) are the septk unacceptable, negative elements of the
Powers (the gods). They are everything the god% damt to admit exists within themselves,
and like all things repressed, have insidious awlgoful ways of making their desires known.
According to the Vistani tale, the Dark Powers tidaeagainst the gods, trying to pervert all of
creation to their own ends. Important in this waa the Dark Powers aligned themselves with
the mortals. Although the Dark Powers couldn't lnetgods, creation (the multiverse) was
nearly destroyed by the struggle. The gods fluegddwrk powers into the mists, which in the tale
essentially seem to stand for the same nothingnasswhich they came.

Well, whether the War for All Time happened likatlor not isn't really important. The point is,
the gods flung the Dark Powers into some deepWwbkre they wouldn't have to think about
them any more. In fact, the War may never have &agg in any form; the Demiplane may just
be the continued repression of the god's darkerest

Now, this doesn't break down into a simple strudpgisveen good and evil. The Dark Powers
aren't necessarily Evil, they're just everythingalithe gods cannot accept that exists within
themselves.

So what does that mean? Here's an idea of wh&ahePowers do, and why:

The Demiplane of Dread is a little hole in the nwatse that the gods purposefully ignore. The
Dark Powers are kept there in the same way thatnted memories are repressed, by an
unconscious act of will. And like repressed thosgttiey continually trickle out into the waking
world: tendrils of the demiplane stretch into evplgne and every place the Ethereal touches.



Inside their leaking prison, the Dark Powers cargito fulfill what they see as their role: to act
as gods. As much as the Powers have rejected theynreject the Powers; they are repelled and
drawn to them at the same time. Thus, the Dark Poteto ignore the Powers, dulling their
power (in the form of spells, turning, etc.), ewenile they cannot help but interfere in the gods’
business (notice how quite a few darklords weréctal up by the Mists just as they were about
to receive retribution in their respective worlds).

(As a quick side note: so why do evil gods haveearfline into Ravenloft? All gods have
shadows, even those of purest evil. But some lo@kiaas accepting one's baser impulses, the
needs of society be damned. So, evil gods may lve atzepting of their own dark natures, and
thus don't have to cross the lines of repressierothers do.)

So, are the Dark Powers good or evil?

Above all, the Dark Powers see themselves as.s.gadds with an intimate, almost petty
interest in their creations. Everything, absolutherything in the demiplane exists because the
Dark Powers made it so. The Dark Powers deciderhany leaves grow on the trees. THEY
decide what shapes skygazers see in the crowdsY Td#itrol the rains, the seas, the winds.
THEY determine if a temple should crumble to duefobe its time, or if a corpse's flesh should
cling to its bones far beyond its limits. There Bi@ coincidences in Ravenloft.

This micro-management, this obsessive control every aspect of creation, is what the Dark
Powers think it means to be a caring god.

As for being a "caring god,” they take immeasuraterest in the hearts and souls of every
single living being in their grasp. They hear evidryught, watch every action. Are the Dark
Powers good or evil? | don't think the Dark Powtbesmselves really know the answer to that
guestion. They are malevolent, and manipulativethey think their actions are for the common
good.

They are like the parent screaming at a wailingnbto "SHUT UP!! SHUT UP OR I'LL GIVE
YOU A REASON TO CRY!!", growing frustrated as thertified baby wails louder with each
angry commandment, not understanding why the signglature won't listen to reason.

They are like the disiplinarian feared for his liéky applied whipping strap, who accompanies
each punishment with the reminders that "this is/éaur own good," and "this hurts me more
than it hurts you."

They THINK they're pointing people towards the Migath." They THINK that by making
examples of the darklords, and all that they "mavkh their dark curses, they teach the others
to mend their ways. But they don't realize thaytB&lJOY making examples of these poor
souls. That if there were no more darklords, thégde to go out and get more. Along those
lines, they THINK they let mortals have the fredl ¥ad choose their own paths, but they don't
realize they've manipulated their lives to the ektbat many no longer see any choices before
them, and retreat into themselves, either simpiiilay their doors and hiding under their sheets
at night, ignoring the cries they may hear, or clatgby losing touch with the harsh,
disciplinarian reality around them and becomingtl®ses."



Metaphysician Robert Sullivan during his last confence in Mordentshire, the evening before
his disappearence:

"The Dark Power have purpose in the creating andtaiaing of the Land of the Mists. This
purpose is to allow them and the creatures of thgave Energy Plane the greatest access
possible to the Prime and Outer planes. Considerctieatures of the Negative Energy Plane can
not exist for very long anywhere in the prime oeevn most of the outer planes. Their negative
energy clashes with positive energy and mattertlagyl are destroyed. Ravenloft is acting as a
great and terrible power converter. Through Ravietthe Dark Powers can concentrate
Negative Energy in one form or another; undead,meadand madwomen, wizards, monsters,
and fiends (the most common being the undead) DEnke Powers do not recruit just any evil
person or thing. They recruit individuals who iglrthem, and can be subtly made to move in
the direction the Dark Powers want them to moves Dark Powers do not have to crush the

will of the Dark Lords, they just recruit individisawho are likely to respond in a certain to way
to a given situation. Then the Dark powers tragé¢hadividuals. It is not that the Great Upheval
upset the Dark Powers because the Dark Lords veespig, but that it happened too soon. The
realm was not seeped in evil enough. The Il AlukaS&mophe marks a step in this direction; an
entire city of sentient undead under the contra single evil entity. It is to this, the workin§ o
Ravenloft into a poison with which to mortally walithe Prime Material Universe, that the

Dark Powers strive."

Robert Sweeney (Professor of Philosophy at Mordeniversity) says:

"The dark powers are a plot device. Nothing mdrgou want the dark powers to 'be something'
| would make them the incarnation of the evil tas in the hearts of all men. Our world,
Ravenloft, would therefore only be the spot whéeythave gathered a bit more strongly."

Anonymous graffiti on a wall in Nartok:
"No hardly, the Dark Powers are the greatest fofmegood in the multiverse. Why else would
they trap such horrible creatures in Ravenloft @ueht them so much?"

Darkelf, from a conversation with his pupil John M&rum:

"Actually, | kind of see the Dark Powers as beinghewhere between neutral and neutral evil.
Yes, they do tend to pull some of the vilest beiings the prime material and sequester them
away in the Demiplane of Dread, which might be ¢l as "good", but perhaps they are a
force that strives to maintain the balance, a Moeaitral” outlook. Also, a lot of innocents still
get hurt by these horrible creatures the Dark PsWwave collected in their menagerie, so |
wouldn't want to call them "good". Of course, yan@lways argue for the common good: The
needs of the many outway the needs of the few."

Sam Cyber, a letter to the late Dr. Rudolph van Rien (never received):



"I don't think the Powers the rule on Ravenloft&aw alignment we can comprehend (one
reason for me wanting to know their identitiedelieve that the tags we put on the powers are
nowhere close to the truth; what we label thensasly what our brains can understand.

"l believe the powers are more "good" than "eviliey root some of the greatest powers of evil
there are. Even without the powers they enjoy exdémiplane, imagine the terror that the prime
would suffer if the powers decided they had enoagid, released their prisoners.

"Some people will argue that with the huge (rekiry population of Ravenloft suffers too
greatly, and this make the powers evil. Here isesernidence of the compassion of the dark
powers; if one has read King of the Dead (the s&aly of Azalin, according to Jehann of
Nartok, the bard who wrote it), he would see thaalk's son is not the true Irik, but only a
simulacrum made to torture Azalin. In the end @&f blook, Irik is told that he has suffered
enough. | see no reason why the natives of Ravesnlefn't "synthetic sentients,” other than the
fact that several Lords are natives. Maybe a samtlunt of natives are true, among which you
and I."

From "The Nature of Sin", by Matthew L. Martin of Kartakass:

"The question becomes: wiaye the Dark Powers imprisoning the lords? | diirik it's general
sadism, since then they'd be pulling in anythirag tived - or at least as many as they could. It
may be some twisted sense of justice, or it magadmeething else, but | tend to side with Steve:
the Dark Powers are interested in purification, Ragenloft is a form of Purgatory.

"It's also worth noting that the Dark Powers seerbé fervent supporters and promoters of free
will. They give the lords what they want - wartdaal...

The final entry in the journal of the late Christdper Nichols of Nova Vaasa:

"The Dark Powers do exist, and they are absol@ely They are like a person who captures a
rabid dog, puts it a cage, and tortures it to deitine it's removing a dangerous thing from
others, but it is merely a side affect of the dagpdf heartless cruelty. (Of course, in our cdse, t
dog is killing rabbits while it is tortured). Eviéeding on evil..."

From a conversation with Brent the Bard in a Pariddavern:

"If the Powers were assigned as a body of justiqaunish the guilty, | would definitely agree
that the Powers were good or neutral. However, edes the punishment hurt more, since one
lord in each domain is punished, but hundreds, #vemsands of innocents suffer. It's like
sentencing to death all of Paridon because thexd 86 national crime average... but we know
it's much higher these days...

"Good, Evil, and Neutral cannot be arrived at asadter of addition and subtraction. One good
deed plus one evil deed does not equal neutral, &veh if the Powers are acting as a sort of
Justice of the Peace, its methods are selfish aeMwient. To mention another timeless cliche,
"the ends do not justify the means."

"A good example is Elena Faith-hold of Nidala. Eles a paladin who believes her purpose is to
stamp out evil, yet in the process she becomesexself. Her acts are heinous, but she believes
she is eradicating evil. Her version of "good" iighty contradictory to most people's notions of
good."



Excerpt from the treatise "In the Hearts of Men", ypDreamweaver Kitsune of the Fifth Tail:
"Good and evil depends on one's perspective. Vélgad to one person may be perceived as
evil by another. The Dark Powers are simply worlgogd as dictated by their own perspective:
removing great evil from the prime planes and daittg it. Something only they are able to do.
What we perceive as taunting the darklords mayadlgtbe the Dark Powers keeping the
darklords off balance, and preventing them fromijgg forces and escaping back to the prime
planes.”

Baron Steve Miller in a quiet moment with his Lordyzalin Rex:

"If you ask me, the dark powers themselves (offtsare prisoners, my Lord. Misery loves
company, so...

"Maybe *they* too are being punished for somethingy did, or something their forebears did.
The sins of the father, and all that...

"Another interesting theory i've heard. The darkprs aren't interested in redeeming or
punishing squat. They want the strongest, mostcegifered beings in the universe to be
hardened even futher, so at some time in the ditture they can turn to some other entity and
threaten with widespread destruction. This wouldnib@ Your case, Your Highness...

Anonymous note found in a library book in Kantora:

"What if the dark powers are something that atihef good gods in the multiverse devised, that
they are a cleansing program of sorts (which wexiolain why they act like it isn't there) And
the more evil gods were happy about it becauskedimimense suffering common people suffer
there. Then the dark powers are more similar tolang which responds to evil acts.”

Excerpt from "Modern Theories on the Creation of &hes", by David Bloustien the Groke,
Plane Traveller currently stuck somewhere in the g of the Mists:

"The Dark Powers are the antithesis of ThoughtBeltef (the matter which the Outer Planes
feed on), yet also inexorably bound up in the eoe@adnd existence of Sigil. Hence they've been
banished to the Ethereal (bordering on pure subsjathey are incomprehensible, yet extremely
important; and they are both destructive and creati that they both generate and bind Evil"

A speech held by Simon Killingray to his fellow coades during a night rest in Harmonia:
"What if the dark powers feed not exactly on ewut bn negative emotions. Like anger, horror,
fear, fustration hate and the like. So it's indlaek powers' interest to create an enviroment that
best encourages all these properties.

"So to get hate they find a darklord: the majoafyhem are consumed by hate. Now to cause
fustration they curse these darklords, giving tlesmrything except that which they desire. That
will cause a bit of fustration now, won't it? O.K we have the people hating and fearing the
darklord and the darklord ruling in anger and faistm over his people. But it's all a bit one



sided, isn't it? How can the dark lord proper hasepeople when they can't do anything to him.
Remember hate is very akin to fear and hate wilinatly have elements of fear in it.

"So let's even things up, let's bring in the suskethe adventurers (that means us). They get
sucked into Ravenloft and there find themselvesimgragainst the darklord. They will hate

and fear him and this accursed land. And he widbpbly come to hate and maybe even fear
them a bit. And this will lead to fustration. Therbes will mess up the plans of the darklord and
the darklord will mess up the plans of the advesrgibut neither side will be able to get the
other out of here!

"Hence the cycle of of anger, horror hate fearr&igin continues. And the dark powers grow
stronger all the while..."

From the personal journals of Stormonu, arcanist drsage of Dementlieu:

The dark powers are a mysterious lot, and | am sages everywhere would like to know who
they are, and where the came from.

Though | confess | do not know the real answersetfiylsere's some of my own thoughts:

In the Outer Planes, it is noted that the LadyaihRs able to create prisons, and that she may
have even trapped a power or two in them. My sumpis that Ravenloft is one of those prisons
- which is the main reason it is so difficult tacape it.

As for who is among the dark powers, has anyonieewthat Orcus, prince of the Undead, has
disappeared from the worshipped pantheons? To ensedms to be one of the most likely
canidates for a Dark Power.

Finally, what is the Dark Powers purpose? If i igrison of evil, most likely the Dark Powers
are attempting to escape, or maybe they are bgilaml army of evil with which to conquer a
host of Prime Worlds. The Grand Conjuction may hagen such a escape plot, but Azalin
accidently botched it. Maybe the Dark Powers ineshfibr the GC to signal the readiness of
their army, and when Azalin forced it, they wereaddy for invasion.

Excerpt from "The Dark Powers: A Modern Comedy oflr", by Gabriel Power of Scaena:
The Dark Powers are a court of good, neutral afld'l®®ings"” which punish those who are too
evil for the Prime Material Plane.

The good Dark Powers would (hypothetically) drag ¥filains out from their land and drop
them into Ravenloft. As well, they would block thay out for most inhabitants of this Land of
the Mists. Then, the evil Dark Powers would do "tim¢y job" of toying with the villains and
ruining their lives, over and over.

The neutral Dark Powers would attempt to preveatdtimer inhabitants of Ravenloft from
suffering too much at the hands of the lords, bgwling in random events and whatnot. As well,
they would be responsible for drawing into the ligbod or neutral beings from the Prime.
Indeed, the latter would be part of the actiondtptihe people survive and defend themselves,
even though the neutral Dark Powers know that #reds will not be able to change much, if
anything. That is the point, too.




From a conversation with Jack "the Reaper", patiewf the Clinic for the Mentally Distressed

in Nova Vaasa:

The Dark Powers are completely evil, the most n@lE and cruel forces one can think of. They
are the powers of darkness - like the Devil Strahe Whistling Fiend and all those incarnations
of evil from the myths. Their all purpose in existe is to cause as much suffering and pain as
possible.

That's the reason beyond the creation of our warfdil in which they torment all kinds of
creatures, to relish on their negative emotionsekviney find a being who causes much
suffering to others by committing enough evil deedsy make him a lord, granting him a
domain filled with innocent people to torment. Tleason they trap him inside is not in order to
save the rest of the universe from him, but to ngke that he continues with his evil deeds in a
place where they can get nourishment from theny(the only get nourishment from creatures
inside Ravenloft).

Sure, they also torment him themself with curskes-anguish of such a strong willed personality
no doubt delights them very much! And also histhatson will make him more angry and evil -
more negative emotions. So they just use their pawerder to draw in evil creatures that will
cause much suffering, and good creatures to siuffer them. | think that the DP's are very
much like the Nightmare Court, only in greater scal

From the ramblings of Brett Paul, a well known driyard of Martira Bay:

The Dark Powers are not at all evil (though theime would imply such). They are actually
good, but fiercely into the Vengeful Justice th{egy., they do not allow for atonement or
forgiveness). You don't see the Dark Powers smagalnp good people to curse, do you? Do you
think the Evil people like being in their prisond®! When was the last time you saw a Good
darklord? The Darklords are being punished anditedt for the evildoings they have inflicted

on others.

The people within the realms of Ravenloft are alsostructs of the Dark Powers. They are
created to help further the punishment of the dadkiThey are not really real people, but more
like a Programmed lllusion: you can interact whikrm, and they behave as programmed, but are
merely constructed.

The whole reason for "Powers checks" are thatenrélalm of Ravenloft, you are near the
watchful eye of the Dark Powers. If you do somajHor which you should be punished, you
are punished.

Dark Powers = Eternal Vengeful Justice. Nothingenor

"Heart of the Night", a poem by Markus von Berg ofallaki:
The Raven swoops

high up in the sky

Marking the place

where Evil abides

But thou not dare

gaze in Midnight's Eyes

For souls won't stand

what worlds divides



We art all jailed

in this Land of the Mists
Forever cursed

to pretend not to see

What creeps from the past
what lurks in the heart

What hides in our chest

and what rules from the Dark



Rauvenloft Astronomy

By J.W. Mangrum
There's a frequent question that many DMs of Rafepbse to themselves and it sounds like
this:

"Are there any stars above Ravenloft? If so, dg tley from domain to domain? Do they also
have solar eclipses? Or do they not occur duegdditt that the Demiplane doesn't revolve
around it's sun(s)? Do all the domains share theesain?"

My personal feeling is that, unless specificed otlee, all of the domains within a single mist-
surrounded area (be it an island domain, a clustehe Core) have the same night sky. The
night sky of a cluster (including the Core) woukhegrally be determined by the first domain to
form that cluster. In other words, most of the Cloas the night sky of Prime-Material Barovia.
Other, separate domains most likely have entirgfgrént skies. In fact, their days, even
seasons, may be out of synch with the rest of émeiplane.

I'm sure the astrologers and astronomers of the @@ aware of these oddities, and will still be
debating their meaning when the Time of Ultimatelbass has come and gone.

In General

The Corehas a single night sky, with a single moon. Timgik of this moon cycle has been
purposefully left vague (for DMs to determine oritrown), but one sourc&é&n Richten's
Guide to the Vistanil think) offered a 30-day cycle as a default. INggcan get very long indeed
in the winter: at midwinter, there can be as li&ts8 hours of daylight.

Exceptions in the Cor&luetspurand theNightmare Landshad no sun, stars, or moon.
Sithicus' night sky has several constellations not visibbenf anywhere else in the Core.
Sithicans call the moon "Nuitari" and, for somes@a it isn't visible in that domain (at least, not
to most people).

Some curious reports claim that the moon in Sithicas been shown to have a different cycle
than the rest of the Core.

According toThe AwakeningNova Vaasahas five moons which all become full and new at th
same time only only once each every year. Despéeltwas maniacal enough to actually work
out the cycle lengths for those moons, | noticed Bromains of Dreadlidn't mention this (and it
did mention Nuitari). Personally, I think it woulket better to just forget about the five moons-
it's incredibly jarring.

Darkon/Necropolishas the same night sky as the rest of the Cotarbthe night of the Winter
Solstice (Dec. 25 in my campaign), no moon is Wsib

Other Domains

Avonleighhas two moons, called Alyn and Zyla. It's reastsédo believe that this also applies
to the entire Shadowborn cluster. When Avonleighk s island domain, there were no stars in



the sky, nor did the sun ever rise. While whethrarai theShadowborn Clustehas stars is
personal choice, | reckoNjdalia definitely does have days. As f8hadowborn Manoy the
night sky over that manor looks like virtually whaer Ebonbane wants it to look like at any
given time.

Sri Raji has no moon. Personally, I'd apply that to the eBtéaming Landsluster as well.

Odiare has no stars, no moon, and endless night. At, leastl when it was first created. That
changed during the Grand Conjunction, and now @dias a sun, but is basically almost always
overcast and so in perpetual dusklight.

Staunton Bluffshas a moon and stars, but is stuck at the Autuguinéx. 12 hours of day, 12
hours of night. And the same weather. Every daithfAigh it seems that there are occasional
abberant thunderstorms; these may be of superhatigan.)

Following this logic, I'd say the Astrology profesicy is only useful in domains with the same
night sky as the character's home domain. In dosnaith different stars, it would be useless. I'd
allow characters who took a little time to studg thcal star charts to be able to learn a new
night sky for 1 NWP slot.

John W. Mangrum



RAYENLOET DOMAINS & RULERS

By Alanik Ray

Foreword

The Supplements column shows the supplementseafsaaks which providsignificantinformation about that specific domain.
Titles in italics are adventures, (N) means tHe ti¢fers to a novel or short stories collectioav&loft (RL) £' Ed. refers to the

original Realms of Terror black box, while Raven®Y¥ Ed. to the Ravenloft Campaign Setting (the red bbrmains of Dread
(DoD) is to be considered Ravenloft Bd.
GC (often found in the Status column) refers to@rand Conjunction events that began in BC 735emtkd in BC 740 reshaping

the Demiplane of Dread.

Year BC 753
| Domain Lord Status Supplement |
Original Core
01) | Arak Shadowelf king (?) GC Victim Ravenloft Ed.
02) | Arkandale Nathan Timothy GC Victim (absorbgd b Ravenloft £ Ed.
Verbrek)

03) | Barovia Strahd von Zarovich Normal (absorbed pa Ravenloft ' & 2" Ed., Domains of

Gundarak after GC) Dread,Roots of Evil, 16: Ravenloft,

Vampire of the Mists (N)
04) | Bluetspur lllithid GodBrain GC Island Raveiftl2™ Ed., DoD, Forbidden
Lore
05) | Borca Ivana Boritsi/ Ivan Dilisnya (cp Normal (two lords) Ravenloft®1& 2" Ed., DoD
lord)
06) | Daglan Radaga Destroyed during GC Feast of Goblyns
07) | Darkon Azalin Divided after GH R 2" Ed., DoD
08) | Dementlieu Dominic d’'Honaire Normal R & 2" Ed., DoD
09) | Dorvinia lvan Dilisnya GC Victim (merged with RL 1° Ed.
Borca)

10) | Falkovnia Vlad Drakov Normal RL°"®& 2" Ed., DoD
11) | Forlorn Tristen ApBlanc Normal RI'® 2" Ed., DoD




D

12) | G'Henna Yagno Petrovna GC Island R1&12" Ed., DoD,Circle of
Darkness
13) | Gundarak Duke Gundar GC Victim (absorbed Ly RL 1° Ed., DoD
Barovia & Invidia)
14) | Hazlan Hazlik Normal RL*1& 2" Ed., DoD
15) | Invidia Malocchio Aderre (Gabrielle Normal (se€Evil Eye RL 1*' & 2" Ed., DoD,The Evil Eye
Aderre ex-lord)
16) | Kartakass Harkon Lukas Normal R1 & 2" Ed., DoD,Feast of
Goblyns
17) | Keening Tristessa Normal R[°Ed., DoD, Darklords
18) | Lamordia Adam Normal RL™& 2" Ed., DoD
19) | Markovia Frantisek Markov GC Island RY & 2" Ed., DoD
20) | Mordent Lord Wilfred Godefroy Normal RI'® 2™ Ed., DoD
21) | Nightmare Nightmare Man/ the Nightmare GC Island RL ' & 2" Ed., DoD, The Nightmar
Lands Court Lands
22) | Nova Vaasa Sir Tristen Hiregaard/ Malkejn Ndrma RL 1°'& 2" Ed., DoD
23) | Richemulot Jacqueline Renier Normal RL&12" Ed., DoD
24) | Sithicus Lord Soth (changes Spectre pf Normal (changes after RL 1¥ & 2" Ed., DoD,When Black
the Black Rose) SotBR) Roses BloomSpectre of the Black
Rose (N)
25) | Tepest The three hags Normal RL £'& 2" Ed., DoD, Darklords
(Laveeda/Lorinda/Leticia)
26) | Valachan Baron Urik von Kharkov Normal Rt & 2" Ed., DoD, Darklords
27) | Verbrek Alfred Timothy Normal RL*1& 2" Ed., DoD
Post Grand Conjunction Core
28) | Castle Island Lady of the Lake Normal (Lake k) Servants of Darkness
29) | Demise Althea Normal (island) RLMCII, DoD
30) | Dominia Dr. Daclaud Heinfroth Normal (island) RL ¥ Ed., DoD,Bleak
"Dominiani” House
31) | Nebligtode/ Nocturnéll Meredoth Normal (island) DoD, Ship of Horror




Sea
31) | Sea of Sorrows Capt. Pieter van Riese Normal L 2"REd., DoD
32) | Shadow Rift Gwydion Normal The Shadow Rift
33) | Vechor Easan the Mad Normal R1LHEd., DoD
Grim Harvest Core
34) Boglands Glennis McFadden Normal Requiem, DoD
35) Forest of Shadows Galf Kloggin Normal Requi@aD
36) Il Aluk Death Normal Requiem, DoD
37) |Jagged Coast Damon Skragg Normal Requiem, DoD
38) Mistlands Trillen Mistwalker Normal RequiemoD
39) Mountains of Misery Beryl Silvertress Normal feeem, DoD
40) | Vale of Tears Yako Vormoff Normal Requiem, DoD
Misc. Core
41) | Evenore Manor Clarisse ? Normal (?) TalesafdRloft (N)
42) | Malkavnia ??7? (vampire?) Destroyed (?) Fordgddankness
43) | Maridrar Valkraan ? (north of Darkon) Castlele Undead (N)
Amber Wastes Cluster
44) | Har'Akir Anhktepot Normal RL%& 2" Ed., DoD, Darklords,
Touch of Death
45) | Pharazia Diamabel Normal Islands of Terror, DoD
46) | Sebua Tiyet Normal Darklords, DoD
Burning Peaks Cluster
47) | Cavitius Vecna New DoDVecna Reborn
48) | Tovag Kas the Destroyer New Doxcna Reborn
Shadowborn Cluster
49) | Avonleigh Morgoroth Normal A Light in the Belfry
50) | Nidalia Elenia Faithhold Normal Islands of oer
51) | Shadowborn Manor Ebonbane Normal Darklords

Steaming L ands Cluster




52) | Saragossa (sea) Draga SaltBiter Normal Islahdierror
53) | Sri Raji Lord Arijani Normal RL™ Ed.,Web of lllusions
54) | Wildlands King Crocodile Normal Islands of Tar
Definite | lands
55) | Al-Kathos Malbus Normal (?) Tales of Ravenidf)
56) | Blaustein Bluebeard Normal Darklords, DoD
57) | Farelle Jack Karn GC Victim RE'Ed.
58) | Ghastria Stezen d'Polarno Normal Darklord€) Do
59) | I'Cath Tsien Chiang Normal Darklords, DoD
60) | Isle of Ravens ?2?7? Normal DoD
61) | Kalidnay Thakok-An Normal Forbidden Lore, DoD
62) | Kislova lIsabet Obour New Baroness of Bloogl (N
63) | Liffe Baron Lyron Evensong Normal Book of CrgpboD
64) | L'lle de la Tempéte Capt. Monette Normal Dandks, DoD
65) | I'Morai Puppetmaster Destroyed (?) Carnivdtedr (N)
66) | Nosos Malus Sceleris Normal Islands of TermD
67) | Odiare Maligno Normal DoDO;he Created
68) | Rokushima Tayoo Haki Shinpi Normal R Ed.
69) | Sanguinia Ladislav Mircea GC Victim RE' Ed.
70) | Souragne Anton Misroi Normal RE'& 2" Ed., DoD, Dance of
the Dead (N)
71) | Staunton Bluffs Sir Torrence Bleysmith Normal slahds of Terror
72) | Timor Hive Queen merged with Paridon| Island$eyror, DoD
73) | Vorostokov Gregor Zolnik Normal Darklords, DoD
74) | Zherisia/Paridon Sodo Normal (GC shrunk RI812" Ed., DoD,Hour of
the Knife
Possible Islands (M ay Be Cor e Extensions)
75) | Estrangia Friar Whelm Normal Tales of Raven(ii)
76) | Ravallah Lord Donskoy Destroyed (?) To Sleeg \Evil (N)




[77) | Risibilos | Puncheron/Doerdron | Normal (?) | BobKoypts
Floating Pocket Domains
78) | Aerie The Baron ? (Floating Citadel) Dungeon #?
79) | Aggarath Chardath Spulzeer Destroyed (?) The Forgotten Terror
80) | Bleak House Madame Radanavich Destroyed (?) Bleak House
81) | Endurance (ship) Capt. Garvyn Normal ? (segonl Ship of Horror
82) | House of Lament Mara Normal Darklords, DoD
83) | Leederick Phantom Lover Normal Darklords
84) | Scaena Lemot Sedame Juste Normal IslandsrairT®oD
85) | Thornewood Davion the Mad Normal Book of CsyidoD
86) | Winding Road Headless Horseman Normal Darklord
87) | ??7? T'laan ?2?? Crystal Sphere$SJR)
Fiends Reality Bubbles)
# Name Type Supplement

1) Inajira Arcanaloth (Yugoloth) Roots of Evil
2) Drigor Shator (Ghereleth) Van Richten's Guid&itnds
3) Elsepeth Succubus (Tanar'ri) Van Richten's Gtadgends
4) Baltoi Marilith (Tanar'ri) Adam's Wrath
5) Whistling Fiend Babau (Tanar') Van Richtenlsid® to Fiends
6) Black Duke Cornugon (Baatezu) Van Richten's éwadFiends
7) Malistroi Nalfeshnee (Tanar'ri) Circle of Darkness
8) |"Mayor Melano" Amnizu (Baatezu) Chilling Tales
9) |"Captain Tisiphanes" Barbazu (Baatezu) Chilling Tales




RAYENLOET €CONOMICA

By J.W. Mangrum
Very little detail has been given to Ravenloft mpnidere's all the details | know of (derived
from official supplements and adventures):
Darkon:
All coins minted in Darkon were stamped with Azaithuman) face. If you steal these coins
from Avernus (or just from Azalin in general, I'dy3 the stamp changes to Azalin's undead mug.
[From the Shadows
My addition: Rather than being in profile, as mpsttraits are on coins, Azalin's face stares
straight out at you. | also call the gold coin @®wn Since Azalin's fall, some regions may
have started minting their own coins, following thieims of individual rulers.
Lamordia:
Lamordian money is called Kronedf course, the same sourdédrdenheinhalso has Lamordia
using paper money, so take it as you will.
Paridon:
Paridon uses three coins: the gold pguhd silver shillingand the copper pencgtandard
values for eachHour of the Knif¢
Sithicus:
Sithican coins are all stamped with a death's Héddors of the Ganje
Valachan:
Valachan mints three coins: the gold pantherheaith 2 gp, the electrum cateyeorth 1 gp,
and the copper clgwvorth 5 cp. As you can tell from their valueggh coins are somewhat
oversized when compared to a "standard" coin. Vaaanints no silver coinskglkovic's Caft
From personal notes, I'd add this:
Barovia:
Barovia's main silver mines are located near Vallgk. Baratok to be precise), so most
Barovian coins are probably minted in Vallaki.
Falkovnia:
All Falkovnian coins are stamped with the signhef hawk, the symbol of ownership by the
state. (The exact same symbol of the foreheads oitizens.) Furthermore, all foreign coinage
which enters Falkovnia's economy is melted coinranginted with the Falkovnian stamp. This
would be especially true of Darkonian currency.aWll be damned before he has Azalin's face
in his treasury.)
Nova Vaasa:
Nova Vaasan coinage is probably stamped with timdyansignia of the noble family who
minted it. It could also be that all coins are gtachwith the Bolshnik emblem. There are also a
few gold coins in circulation stamped with the iraagf a reclining cat, but these are considered
unlucky and passed along ASAP.
Tepest, Verbrek, Invidia:
| doubt they mint their own coins. Invidia probaloligin't mint its own coins either, but they may
have started since the rise of Malocchio Aderre.

John W. Mangrum



%ven[oﬁ Janguages

by C.D. Nicholsand J.W. Mangrum
List of Spoken Tongues
What languages are spoken in Ravenloft? We knotstirae domains speak languages familiar
to various other AD&D worlds. But, is there a laage or series of languages for the domains

not drawn from standard realms?

A list of languages spoken in various domains:
Barovia, Borca, Dorvinia, G'Henna, Invidia, MarkavBarovian (Balok)

Blaustein- Lamordian

Bleak House Darkonese
Bluetspur lllithid

Cavitius something from Oerth
Darkonr Darkonese

Evenore Darkonese

Falkovnia Thenolian (Krynn)
Forlorn Forfarian

Hazlan, ValachanThayvian

I'cathr something from Kara-Tur
Kalidnay something from Athas
Kartakass FaerGnian-Thayvian
Lamordia Lamordian

Mordent, DementlieuMordentish

Nebligtode Heldannic or Alphatian (from Mystara)

Nova VaasaFaertnian-Cormyrian

Richemulot Richemulotian (a slightly different form of Monadigsh)
Saragosssomething from Toril

Sithicus Solamnic and Silvanesti (from Krynn)

Tepest Tepestani



Tovag something from Oerth

Vorostokov Vos (from Cerilia)

Other Notes On Languages

Abber

Spoken: The Abber Nomads of the Nightmare Lands.

Derived From: Unlike any other language. Non-natifred it impossible to understand,
although the Abbers can learn other languages.

Akiri

Spoken: Har'Akir, Sebua. Also spoken by some ofstaee-traders in Pharazia.

Derived From: Egyptian. The more common writterglaage is non-hieroglyphic. Hieroglyphs
represent the Ancient Akiri tongue.

Arak

Spoken: The Shadow Elves

Derived From: Nothing in particular. Use a lot @frthi consonants.

Most shadow elves also speak other languages @ dhe

Avergnite

Spoken: Staunton Bluffs

Derived From: Not specified. Could resemble Englistench, or any Gaelic tongue, | would
suppose. The domain lord also speaks AvergnitehiButative tongue is most likely
Stauntonian.

Balok

Spoken: Barovia, Borca, Falkovnia, G'Henna, Mar&pwgi bastardized version is spoken in
Invidia.

Derived From: Slavic languages from eastern Europe.

Darkonese

Spoken: Necropolis (if you come from there, yolNexropolitan), Falkovnia. A constantly-
evolving dialect may also be spoken in Vechor.

Derived From: The Common tongue of Oerth, mostyikehich in turn was derived from
Ancient Baklunish and Old Oeridian.

Dwarvish

Spoken: Racial language

Derived From: Use German.

Elven

Spoken: Racial language

Derived From: Use Welsh.

Falkovnian

Spoken: Falkovnia, Richemulot

Derived From: This is probably the Thenolian langgiaraladas, unlike Ansalon, has no
Common tongue. If Falkovnian is derived from Thégol then it may have a very few words in
common with Silvanesti.

Gnomish

Spoken: Racial language

Derived From: Use Greek.

Heldannic



Spoken: Graben (Meredoth's domain)

Derived From: Heldannic is the native tongue of npeople in Norwold, the region of Mystara
this domain was drawn from. Meredoth and the Grdaenly specifically probably also speak
Alphatian. (One of several "Common Tongues" froat thorld.)

High Shou

Spoken: I'Cath

Derived From: This is the language of Kara-Tur. O$enese.

Italian

Spoken: Odiare

Derived From: Latin.

Kartakan

Spoken: Kartakass, also spoken by some Kartakaatréxges living in Sithicus.

Derived From: Actually, Kartakan is not exactly awn language, but is distinct enough that |
chose to separate it. It is a musical dialect aiyMmin, apparently mixed with Sithican, or at
least a very elven tongue. It's very easy to léarspeakers of either language. There is also a
older Kartakan language quite distinct from that@mmon use. This old tongue is typically
only known by the elders, and is dying out.

Lamordian

Spoken: Lamordia

Derived From: Unspecified, but not difficult forspeaker of Mordentish to learn. Consider
Lamordian and Mordentish akin to Romance Languagjeslar in enough ways that the speaker
of one may be able to pick out a few words of ttheen

Luktar

Spoken: Gundarak, now spoken by the former Gundrak#ves in Barovia; may also be
spoken in Dominia. Dr. Heinfroth speaks it, at teianay also be spoken by some of the druids
in Forlorn.

Derived From: Nothing in particular, as far as bln It's a "sing-song language of soft, lilting
sounds.” The Luktar word for vampireuai shlacka.

Mordentish

Spoken: Mordent, Borca, Dementlieu, Richemulot,bvek; taught in the finer boarding schools,
so spoken by many Core scholars.

Derived From: Probably something akin to Middle Estg | recently compared this language to
the Anglo-Saxon tongue spoken in England afteBiédwtle of Hastings in 1066, where the upper
classes basically spoke French and the commoneke §nglish. More or less.

Patterna

Spoken: The Vistani

Derived From: This is a crazy-quilt language whbchirows from virtually every other language
in the demiplane.

Pharazian

Spoken: Pharazia.

Derived From: Various Arabic tongues.

Sithican

Spoken: Sithicus. A dialect may also be spokenhas®ia. A dialect is also spoken in Liffe.
Derived From: The Elven languages of Ansalon, rikely. Although probably closest to
Silvanesti, it is also probably a pidgin tongue imgxin elements of Qualinesti and perhaps even



some Solamnic as well. The elves of Sithicus aed=dikovnians may share a handful of words
in common with each other, which probably pleasathar group.

Tepestani

Spoken: Tepest

Derived From: Some sort of Gaelic tongue.

Thayvian

Spoken: Hazlan, dialects spoken in Nova Vaasa,ciala

Derived From: The most obvious guess is the natimgue of Hazlik's homeland, Thay.
However, other lords speak it who came from Corang Vaasa. These lands have native
languages totally dissimilar to Thayvian. So, mgfprence is that these domains actually all
speak varying dialects of Faerln's Common.

Vos

Spoken: Vorostokov

Derived From: Vos is a language spoken in CefTllee spoken language sounds much like
Russian. Other than some runic symbols, Vos hagritien language. Since a few people in
Vorostokov can read and write, they probably usergorted language for this purpose. Be that
language something like Brecht (from Cerilia) oldkas a matter of personal preference. The
Vos dislike written languages, considering therhdwe evil supernatural significance. Thus, the
written language used by a handful of people indgtokov probably did come in from
somewhere else in the demiplane.

Also:

Bluetspur

The illithids communicate via telepathy. Some d@itlslaves may speak Balok, Thayvian, or
Thaani, a language otherwise spoken only by sontigegbopulation of Immol in Barovia.
Burning Peaks

Although not named, the natives of the Burning Bedidster speak a language supposedly taken
from Oerth's prehistory. This language is completeteign to any other tongue now spoken on
Oerth or in Ravenloft.

Any domains not mentioned likely have a languaggquento that domain. There are a few racial
languages as well, which | haven't bothered to list

Overcoming the Linguistic Barrier in Ravenloft

In the core, there are really only three langualgeparty will need to know. Balok is spoken
throughout most of the Balinoks region and thehmtouthwest, it would be safe to assume that
no matter where you go, someone's going to speak it

Mordentish is spoken in most of the northwestenmaios, and is taught in Darkon's schools. It
should be a safe assumption that this languag®lees by most scholars in the Core.

The third language is basically Faerunian commpaken in Kartakass and the southeast.
There's also a growing population of humans whalsplee Kartakan dialect in Sithicus as well.
Although there isn't much sign that this language lbled into other domains, the reverse is
probably true; as mentioned, you'll be able to Bodheone who speaks Balok or Mordentish.

In the Islands, language may become more of advaHowever, in most of these places heroes
should at least be able to hire a translator, 3such of Death.



Here's a bit of language trivia for you: in alldikhood, someone who speaks Falkovnian might
be able to pick out a word or two of Sithican, &gk versa; Falkovnian is probably actually
Thenolian, while the elves of Sithicus likely spesaine dialect of Silvanesti, or maybe even the
Elvish Ancient tongue which eventually became tleelern elven languages of Krynn. In
Taladas, these languages have influenced eachtotheamall degree, and the two tongues
probably have 10%-30% in common with each othén gure this would come as quite a shock
to both the human-despising Sithicans and theredfaging Falkovnians!)

It's obviously the job of the players to make dhegr characters can speak with each other when
they first make their PCs, but obviously you'rengpio hit some point when the PCs don't speak
a word of the local language. | encountered thisasion in my campaign, and cobbled together
some rules on learning languages from various AB%Drces:

To use this system, the character must be totalhgarsed in the new language. Any day the PC
mainly uses his own languages does not count terthelPC learning the new language.

To learn a new language through total immersiors&#0 months, minus the character's
Intelligence. The PC in question had an 18 In{lea the campaign not ended), he would have
learned Mordentish in just 2 months.

That's the basic rule. If you want to do a littlatim you can add a little more detail. Obviously,
the PC doesn't just wake up one morning perfetibnt in the new language; they learn it
gradually. Consider each month to be 30 days, figere out how many days it will take the
character to learn the language. Divide this nurblyden (there's the math); this is how many
days it takes the character to become 10% moratfinghe new language. As they gain
fluency, they get a better grasp of the tongueeldesome guidelines:

10%: The character recognizes a word here or thetép communicate they'll have to rely on a
lot of (to quote Time of the Dragon) "hand wavingldad mime." | pondered allowing the
character a list of 10 words they could use colyeginything else would have to rely on
charades, and "bad mime."

20%: Let the player add another 20 words to his lis

30%: The character can get across basic concejitagbds to make extensive use of gestures to
make themselves clear.

50%: The character can communicate moderately tugllmay occasionally have to resort to
"pantomime and long-winded explanations using sengoincepts.” (Quoting Time of the Dragon
again.)

70%: The character can participate in conversatioutshe may speak a bit slowly (and ask the
same of others around him) as he thinks of the svhedneeds to use. The character probably
does understand many figures of speech.

80%: The character has a pretty good grasp ofaigulage, but once in a while they may have to
pause to think of a term.

90%: He can get along perfectly well in the newgiosm although he may occasionally slip up
when using plurals or tense.

100%: Fluency. The character probably still hagtecable accent, however.

Using this system, I'd also say that the charattesn't need to spend a proficiency slot to gain
the language.



Ravenloff Religions And Beliefs

by J.W. Mangrum

There are numerous examples of the folk of Ravebkfeving in magic and the supernatural.

e The peasants of Tepest believe in "little beastesl' evil witches which lurk in the
night.

e The Mordentish believe in the "other side", and thal creatures may spill from this
spirit realm.

e Darkonians believe the dead are always on the \a@rgeturning from the afterlife to
reclaim their land.

e Gundarakites in Barovia have a great deal of faitthe god they call the "Morninglord
(remember Vampire of the Mists?).

e Barovians believe that the "devil Strahd" has u$a# magics to extend his life.

e Invidian fear the witch Aderre and shy from thel eyie.

e The followers of Zhakata believe that their sacefgoes to appease some great, harshly
demanding deity.

e Any denizen of Ravenloft can quietly warn you ttie Vistani can shackle you with
curses using nothing but an unholy stare.

They believe in magic in Ravenloft, but there'sald of difference between knowing that
something exists and understanding what it is. Kadge that something exists without
understanding of what it is creates fear, sup@stiand paranoia.

Religion has for the most part been kept vagueumtv, since PCs might come from any TSR
world. There are no true gods of Ravenloft; thaifigou don’t count the Dark Powers as gods (I
don’t; not exactly), and it seems unlikely thatrthare any true gods worshipped in Ravenloft
and nowhere else in the multiverse. | keep saying "god" because there is at least one "god"
worshipped in Ravenloft and nowhere else -Zhakatahe doesn't actually exist; his power is
simply a manifestation of the Mists, combined wiie desires of a madman.

That said, there are a few faiths detailed withim pages of Ravenloft that are mentioned
nowhere else; in these cases, I'd say these a@tus; they're just gods from worlds TSR
hasn't gotten around to describing (I'll let thelildeson this one; they’'d probably have to skip
lunches and weekends to release a boxed set for ene of the infinite worlds of the Prime
Material Plane.) However, keep in mind that acaagdo TSR now, it'grobable that NO
religions in Ravenloft are "true"” religions; thaetDark Powers grant ALL priests their spells.
Here are the faiths which have been detailed simfidoe Demiplane of Dread.

False Religions:

These are religions which worship gods which doaxiét. The gods are the total fabrications of
the priests who started the faith, a secular p@h®r (since, as we all know, the surest way to
get rich is to start a religion).

Of course, no discussion of false religions in Réef would be complete without mentioning
the faith of Zhakata in G’Henna. The high priestred Zhakatan faith is, of course, Yagno



Petrovna, and Zhakata is nothing more than the BParkers giving strength to his own
delusions. Giving a brief overview, the priest&Zbbkata form one of Ravenloft's most powerful
religions. Church and State are one in G’Henna. Mthe domain first appeared, Zhakata was
worshipped in two aspects: Zhakata the ProviderZiakata the Devourer. In BC711,
something occurred which shook Yagno’s faith, aiterahat it became dogma that Zhakata had
only one aspect: the Devourer. (This event wouhdaie a mystery to most for decades, until
Malistroi had his vengeance.) Starvation and seifta are pillars of the Zhakatan faith. Statues
of Zhakata, all following the same theme but défarin detail, are found throughout the
domain. One last bit of trivia: one does not havkave faith in Zhakata in be granted spells. All
one need do to complete the priestly training aR®PBAR to be a priest in good faith. This is
not widely known.

At least two false religions were started underlfésupervision, and in some form or another,
both likely survive him. The larger of the two ieetEternal Order. Originally just the
superstitious beliefs of the Darkonian peasantnceming death and the (to them) inexplicable
phenomena created by their lord, Azalin organibedfaith into a political entity and eventually
declared it the state religion (although it is lkether faiths were not automatically stamped
out). In a nutshell, the religion states that tiredl was once owned by the dead, who lost it to the
living. Now, the dead forever strive to reclaim wisatheirs, and only a constant vigil against
their efforts will prevent their return. (The prie®f the Order have translated the destruction of
Il Aluk as the results of a lack of faith.) The @rdnsists on collecting all magical items of any
kind, for two (publicly stated) reasons: 1. To keegh magic out of the hands of the dead. 2. To
stockpile it for use in their inevitable returm gruth, Azalin simply invented this as a tool to
collect magical items. The effectiveness of thiBqyds a matter of debate.) The Eternal Order is
associated with the Kargat, but is not actually pathat organization. The actual priests of the
Order are themselves priests of a variety of dgatfs.

Lesser known is a false faith created and runagthyy the Kargat: the faith of the Overseer. To
all appearances a good-aligned faith in Martira,Bayas created in BC 650 by the Kargat
vampire Tavelia as a lure to would-be rebels amaftgoions of good.” She’s still there, now
posing as an acolyte to the temple’s priest, whamisctuality just a simple-minded madman
Tavelia found wandering the streets one day. Iit-Resjuiem Darkon, this faith may possibly
grow in strength, as the Kargat try to use it t@ken the Eternal Order. (The two groups do not
get along.)

In the isolated village of Aferdale could be foumtemple to Weeshy, "the god of wind." Several
dozen priests and followers could be found thehe Worship room was covered in images of
the sky and storms; the priests wore sky-blue rddefortunately, the temple was nothing more
than a cover for a Malar cult. "Weeshy" was thédital creation of the cultists, who feared
impersonating a real religion lest they anger @td.dMalar, otherwise known as the Beastlord, is
an evil power worshipped in Toril.

A Falkovnian vampyre has been known to pose ageatpss to Ligra the Merciful, a fictional
neutral goddess.

Elenia Faith-Hold, ruler of the domain of Nidalanemits horrendous atrocities in the name of



her lawful good god. Although unnamed, her godkisly the same as that worshipped by Lady
Kateri Shadowborn.

Although the god is real, | list it as false, siriflenia’s god abandoned her long ago. With
Zhakata, Elenia's religion is probably one of thestrpowerful in the demiplane (thank goodness
it's isolated in an island domain).

Dead Religions:

These are religions which, although probably reahished from the demiplane. In some cases,
all the followers were killed. In other cases, thikowers simply lost faith and abandoned the
religion.

There may still be the odd follower or two cloistgraway somewhere, but the faith as an
institution has crumbled.

The first religion to die out was the Church of 8aa. When the Most High Priest of Barovia, a
man named Kir died in 750, two things happened., Gtrahd used the man’s fortunately
coincidental death to create a bit of propagandpain some of the inexplicable, possibly
supernatural events witnessed during Strahd’sebttttonquer the goblin king Dorian.
Officially, it was Kir using the Holy Symbol of Rankind which turned the tide, not the
manipulations of an Arcanaloth. Second, Sergei ¥arovich was chosen to be the next Most
High Priest. When the guests at Castle Ravenlafé wped out in 351, the religion died as well
(at least in the demiplane; in P-M Barovia it reemd and eventually thrived). Decades later, in
484, the small chapel in the Village of Barovia was$ in use again, by Brother Martyn "the
Mad." Although he had no formal training, Martymésth in Lathander Morninglord made him a
worthy priest. Unfortunately, Martyn died of cange500 and soon after his acolyte, "Sasha"
Petrovich was forced to go into hiding. The faitecdout again.

Another monastic order was present in Barovia ib; 38is may have been an order of the
Church of Barovia, or something else entirely. lsdrdiscovered the existence of this secluded
monastery soon after the domain’s creation. Nowtwees later, the priests are long gone.
The monastery itself is in Markovia, and is homanoorder of the Guardians.

The Sisters of Mercy, also known as the SistefGrate, were a reclusive, monastic sect of
exclusively female priests who worshipped Halagatral goddess of healing. Well respected,
their sanctuary (The Sisters of Mercy Hospice) lbafiound just east of Mordentshire.

The priestesses of Hala all wore blue robes andreoMtheir faces with veils; indeed, to uncover
the face of a priestess risked Hala’s wrath.

Unfortunately, the priestess found themselves ptahiost to two vampiric undead in recent
years; the second one, with the aid of the Genthe@uller, wiped out the priestesses to the last
near the time of the Grim Harvest.

Before Mordent was wrenched into the demiplaneherch of the High Faith was quite
powerful in that region of its world. A good-alighé&ith, the Church wasn’t above granting



favors to its politically and economically powerfudtrons. There was a "great Church” of the
High Faith, lead by a priest named Father JoshilzoT,an Mordentshire-on-the-Sea at the time
the domain was created.

Unfortunately, on the fateful night Strahd and Azappeared on the scene, lightning struck the
church and it burned to the ground (as much asyallastone structure can burn, that is). After
the events of that unnatural time, the Mordentist their faith and the church was never rebuilt;
today it is in ruins. Father Talbot was the las¢égirof the High Faith.

An unnamed lightning god was worshipped in theyedalys of Lamordia’s existence as a
domain, but little of their faith remains, largalyer-written (sometimes literally) by the Seekers
of the Spark (see below.) These monks were redplerfeir trapping the Sleeping Beast.

Yet another dead god from Lamordia with a lightngygnbol: Zababa, a god of war. The symbol
of the god is a sword crossed with a lightning .bbltte inscription of a crumbled idol survives:
"All hail Zababa, mighty giant of war." Sacrificpdssibly human) was part of Zababa'’s faith.
Although Zababa’s ruined chapel was found nortNedifurchtenburg, it's possible (maybe even
probable) that Zababa was not a god found in P-Mdralia.

For several decades, Radaga was a priestess "ohtlead." Although she may not have
worshipped any specific deities, her priestly paweere substantial. They were likely granted
by the Dark Powers. Radaga had no followers, iruth&l sense, and when she was killed in
736, the faith thankfully died with her.

The peoples of Arak had temples to an unknowniogligt died with them in 588.

Although the folk of Nova Vaasa have no need ofsgydlinking that they’'ve moved past such
superstition, at least one powerful cat-centerdtdhas sprung up, started by the crimelord
Malken when the domain was young. Although appéreatitruistic, the cult’s sinister side was
revealed by Sir Tristen Hiregaard, who by now idely regarded as the elusive Malken’s most
persistent foe.

True Religions:

These are religions, no matter how small or howexéwl, which do worship forces which
actually exist. (Note that not all these forcesguods.) In all cases, the faithful are still active

In the little-traveled town of Claviera, some oéthillagers carry talismans of Lendor, the god of
"time and tedium” from Oerth. (The actual talisna necklace with an hourglass-shaped
stone.) These talismans were likely worn as a fofsuperstitious protection from Baron
Evensong, and may not have represented an orgafaiiedAfter the Baron's end, the talismans
may also have slowly disappeared.

Malar: see the entry for Weeshy under "false refigi"

Milil: Milil is a god of music worshipped on TorilTwo faiths have been described: there was a
small temple to Milil in the village of Aferdale,ith a single priest and no followers to speak of.
(Typical for most real religions in Ravenloft.) Ather temple to Milil could be found in the

town of Harmonia in Kartakass. Like the faith inefdale, this was a (dilapidated) temple run by



a single priest, Gustav, and had no followers. ligést 737, the new meistersinger of Harmonia,
a young man named Casimir, declared Milil the staligion and had the temple of Milil
restored. Sadly, a month later, Casimir killed @ush a fit of rage. Casimir replaced Gustav
with a personal friend, Thoris, who was barely Léha time. In the spring of 738, Casimir was
widely revealed to be a werewolf, and mauled Thdrsat summer, Thoris took his own life,

and it is likely the religion (which had been thrupon the people by a man now revealed as an
evil creature) faltered.

There was a temple to Loviatar in the unmappedgélof Thornewood (aka Pallatia), but it...
well... wasn't all there, shall we say.

Druids: Druids have a hard time in Ravenloft, arehd as well organized as in other worlds.
Three groups have been mentioned; the first twe\wesbably part of the same overall
hierarchy.

A group of Druids in Tepest attempted to oppose3thags. The hags destroyed them and
perverted their lands into the "Brujamonte."

A group of Druids formed a cell in Briarweed ForestNova Vaasa.

Presumably, they did this after the notorious Cheamd her bandits, who used the overgrown
woods as their personal hideout, were routed BC ZBOut a decade later, the cell was
destroyed from within by Lady Heather Shadowbrooke.

The Druids of Forlorn can be traced back to thepfeplays when their homeland was known as
Forfar. They are isolated, struggling for survivaald seem to be unaware of any druids outside
their lands.

These druids worship Celtic gods; the rowan factionships Belenus, while the oak faction
worships Daghdha. Although they have differentgdobhies, they do cooperate with each
other.

The goblyns of Forlorn worship Arawn, the Celticdgaf Death. Their burial practice of
scattering the deceased's bones reflects theaflleét reanimation or resurrection is unholy.
Alfred Timothy is the high priest of a little-deldl "wolf god." This religion started as
superstitious tales told by the folk of Arkandale.

Later, Alfred started to believe he could commutdaaith this god, and it now appears that the
god actually exists. According to his faith, alleliigent creatures other than werewolves and
dire wolves (I might throw worgs in there too) dbdasphemous heathens" to be destroyed.
The people of Zherisia (aka Paridon; not much ckfiee these days) follow a philosophy known
as the Divinity of Mankind. "The practioners ofghieligion believe that humans... must strive
toward physical, mental, and emotional perfectkbmowledge, physical fithess, and an even
temper are stressed. Rather than holding religgendces and rituals, the temple offers ongoing
‘divinity training’ to the populace.” More detait this faith can be found in Hour of the Knife
and The Complete Priest's Handbook.



Baron von Kharkov allows one faith in his domainutdw the Peacebringer. Although described
as unique to Valachan, it's probably more accuiatay "of the known worlds" it's unique.
Certainly, Yutow is not a god of von Kharkov’s hdaral. "Yutow’s theology is based on
obeying the law and the master of the land, keefiiagoeace, and bringing in a plentiful harvest.
[Probably LN.] Baron von Kharkov finds this theojogseful in controlling the populace, so he
does not disturb the church.” Note, however, tledtdeps tight controls on the church: the
temple in Habelnik is probably the only one (altbuhere may be another in Rotwold), and if
the priest rises above 3rd level he succumbs t@a84y accident.”

The Sfrange and Peculiar

These are religions which aren’t exactly false,drein’t exactly real, either. Many are faiths or
superstitions which have sprung up to explain teatural phenomena of their domains.

The Seekers of the Spark: a secret society of fie¢ms in Lamordia.

They have turned their desire to create life intelmion, and exist/pose as a monastic order.
They consider scientific texts "holy books™" andlecti holy symbols and artifacts, hoping that by
melding them together in various ways they casoime way, gather the power of the collected
faiths. They seem oblivious to the fact that thesysamply angering most of the gods whose
symbols they profane.

The people of the Arabian-flavored domain of Phiararze required to follow a religion that is
little-described. (Perhaps that of Al-Qadim.) Tteeg required by law to pray for two hours each
day, or four times a day. The people are also requb confess their sins to "law-givers," which
might be considered non-spellcasting priests wive liae option of flogging you for what you
confess. All this is decreed by Diamabel, lordhe tomain, and likely has little to do with the
intentions of the actual gods worshipped, if thegreexist.

The Tepesti folk have all manner of superstitionlving the "wee beasties" and the seldom-
seen hags.

It might be worth mentioning that there is defitytBlO organized religion in Staunton Bluffs.
Although a highly superstitious people in many regathe Avergnites are a level-headed people
who put little stock in "higher powers" and instually distrust magic of any sort.

The people of Souragne have a handful of shamanmgehem; Majenka (who may be a
vampire; it's a bit muddled) in Port d’Elhour, aBdother Lucien in Marai d’'Tarascon. The folk
have a system of superstitious beliefs concerriirgiead, which seem as shaped by the desires
of the domain’s little-encountered lord as anythetge. (For instance, it is considered profane to
cremate corpses.)

I’'m putting this here because it could easilyriitoi any of the above three categories. In the
domain of Har'Akir, the gods of the Egyptian pawtheule with a heavy hand. A large temple to
the entire pantheon can be found in the villagslohar. Unfortunately, the last known priestess
of the temple was seduced by the power of Setshadlowly perverted the faith to follow his
teachings. When she died in 738, there were nytsolo take her place, and it's possible none
have stepped forward to this date. So, we havegassd, who for years were worshipped in a
false manner, and no priests to teach the nextrgeoe. Since this event, at least one ill-
informed secret cult (to Sobek) has sprung up @ lnlefeated.



The Order of the Guardians is a secretive, monagi@si-religious group dedicated to keeping
watch over several powerful, cursed magical artsfgseeChampions of the Mists).

John W. Mangrum



THE FORBIDDEN NAMES$

VAMPIRE:

Czech - Upir (oo-PEER), Upiri (oo-PEE-ri)

Filipino - Bampira (bam-PEE-rah)

French - Vampire (vahn-PEER), Vampires

German - Vampir (vam-PEER), Vampireh (vam-PEE-reh)

Hebrew - Arpad (ar-PAD), Arpadim (ar-pa-DEEM)

Italian - Vampiro (vam-PEE-ro), Vampiri (vam-PEEeje
Portuguese/Spanish - Vampiro (vam-PEE-ro), Vamgvam-PEE-ros)
Norwegian - Vampyr

Russian - Vampir (vam-PEER), Vampiry (vam-PEE-ry)

GHOST:

Czech - Duch (DUCH), Duchove (DUCH-ove)

Euzkara - Mamua, Mamuak

Filipino - Multo (mool-TWO)

French - Fantome (fhan-TOME), Fantomes

German - Geist (GAIST), Geister (GAl-ster)

Hebrew - Rooach (ROO-ahh), Roochot (roo-HOT)

Italian - Fantasma (fun-TAHS-mah), Fantasmi (funH@xmee)
Portuguese/Spanish - Fantasma (fan-TAZ-mah), Faatagfan-TAZ-mahs)
Norwegian - Spoekelse

Russian - Prividenye (pri-vee-DAEN-ye), Privider{pai-vee-DAEN-ya); Duh; Prizrak

LICH:

Cantonese - Gudai (GOO-dai)



Czech - Kostej Nesmrtleny (KOS-tej NEH-smr-TEL-nd€)stejove Nesmrtelni
Euzkara - Gorpu, Gorpuak

German - Leichnam, Leichnameh

Hebrew - Peger (PEH-ger), Pgarim (peh-gah-REEM)

Russian - Koshei (kah-SHEY)

WEREWOLF:

Cantonese - Langren

Czech - Vlkodlak (vI-KO-dlak), Vikodlaci (vl-ko-DLAee)

Euzkara - Gizonotso, Gizonotsonak

French - Loup-Garou (LOO-gah-ROOQ), Loups-Garous

German - Werwolf (ver-WOH-If), Werewoelfe

Hebrew - Adam-Ze'ev (ah-DAM zeh-EV), Anshei-Ze'an{SHEIGH zeh-EV)
Italian - Lupo Mannaro (LOO-poh mahn-NAH-ro), Ludannari (LOO-pee mahn-NAH-ree)
Latin - Homolupus, Homolupi

Norwegian - Valruv (VAHL-roov)

Portuguese - Lobisomem (lo-bee-ZOH-may), Lobison{Etsbee-ZOH-mays)

Russian - Oboroten (OB-ah-rah-tin), Oborotni (OBrah-tnee); Volkolak (val-kah-LAK),
Volkolaki (val-kah-LAH-kee)

Spanish - Hombre Lobo, Hombres Lobo

FIEND:

Czech - Demon, Demoni

Euzkara - Debaru, Debaruak

French - Demon (deh-MON), Demons
Hebrew - Shed, Shedim

Italian - Demone (DEH-mo-neh), Demoni



Norwegian - Djevel
Russian - Chort, Cherti; Dyavol

Spanish/Portuguese - Demonio, Demonios

GYPSY:

Czech - Cikan (ci-KAHN), Cikani (ci-KAH-nee)

Euzkara - ljito, ljitoak

French - Gitan (jee-TAHN), Gitans

Hebrew - Tzoani (tso-ah-NEE), Tzoanim

Italian - Zingaro (TZINE-gah-roh), Zingari; GitanGjtani
Norwegian - Sigoeyner

Portuguese - Cigano (see-GUH-noo), Ciganos

Russian - Tzigan (tzee-GUN), Tziganee (tzee-GAH)ynee

Spanish - Gitano, Gitanos

WITCH:

Czech - Carodejnice (cha-ro-DEJ-nees)

French - Sorciere (sor-si-YERE), Sorcieres

Euzkara - Sorgin, Sorginak

Filipino - Bruha (BROO-hah)

German - Hexe (HEX-eh), Hexen (HEXN)

Hebrew - Mechashefa (mae-CHA-shae-FAH), Mechashefot
Italian - Strega (STREH-gah), Streghe (STREH-gheh)
Norwegian - Heks

Portuguese - Bruxa (BROO-shuh), Bruxas

Russian - Koldun (kal-DOON), kolduny (kal-doo-N¥jedma (VED-mah), Vedmee
(VED-my)



Spanish - Bruja, Brujas

SKELETON:

Czech - Kostlivec (KO-stli-vec), Kostlivci

French - Squellete (skeu-LET), Squelletes

Filipino - Buto-Buto (BOO-toh BOO-toh)

German - Skelett, Skeletteh

Hebrew - Sheled (SHEH-led), Shladim (sheh-lah-DEEM)
Italian - Scheletro (SKEH-let-roh), Scheletri

Norwegian - Skjelett

Russian - Skelet, Skelety

Spanish/Portuguese - Esqueleto, Esqueletos

GHOUL:

Czech - Ghul (GHOOL), Ghulove (ghoo-LOV)
French - Goule (GOOL), Goules

Hebrew - Goual (GOU-al), Goualim

Russian - Vurdalak (voor-da-LAK), Vurdalaki

SHADOW:

Czech - Stin (STEEN), Stiny

Euzkara - Itzal, ltzalak

French - Ombre, Ombres

German - Schatten, Schatten

Hebrew - Tzel, Tzelalim

Italian - Ombra (OHM-brah), Ombre (OHM-breh)

Norwegian - Skygge



Russian - Ten, Tenee

Spanish/Portuguese - Sombra, Sombras

UNDEAD:

Czech - Nemrtvy (ne-MRT-vee), Nemrtvi (ne-MRT-vi)

French - Mort-Vivant (mor-vee-VAHN), Morts-Vivants

German - Untoter, Untoteh

Hebrew - Al-Met (AHL-MET), Al-Metim (AHL-meh-TEAM)

Italian - Non-Morto (nohn-MOHR-toh), Non-Morti (hakMOHR-tee)

Russian - Mertvak (meert-VAK), Mertvaki (meert-vKlEE)

RAVEN:

Czech - Havran (HAV-ran), Havrani (HAV-ra-ni)
French - Corbeau (KHOR-bo), Corbeaux
German - Rabe, Raben

Hebrew - Orev (oh-REV), Orvim (or-VIM)

Italian - Corvo (COHR-voh), Corvi (COHR-vee)

Russian - Voron (VOH-rahn), Vorony (VOH-rah-ny)

MONSTER:

Czech - Netvor (neh-TVOR), Netvori (ne-TVO-ri)

French - Monstre (MOUN-ss-treh), Monstres

Hebrew - Mifletzet (meef-LEH-tzet), Miflatzot (me&th-TZOT)
Italian - Mostro (MOHS-troh), Mostri (MOHS-tree)

Russian - Chudovishe (choo-DOH-vee-sheh), Chudayishoo-DOH-vee-shah)



SUBMITTERS' LIST:

Jack the Reaper (avirath@mofet.macam98.ac.il) +é¥veb
Black Night (black_night@geocities.com) - Filipino
Kestrall Nighthawk (zimkin@yahoo.com) - Spanish
Nathan Farrow (nfarrowv@mail.usyd.edu.au) - Cantenkatin
Remy Brathen (remyb@online.no) - Norwegian

Asplagis (sylvain_parent@hotmail.com) - French

Andrew "NightBeing" Alchemist (Night.Being@p10.f1%083.z2.fidonet.org) - Russian
Freebyte (ii@izar.net) - Euzkara

Alex Pekhovich (alex_p@itu.org.il) - Russian

Alanik Ray (alanik@hotmail.com) - Italian

Petr Bartos (xbartos@fi.muni.cz) - Czech

Joao (joao_psilva@usa.net) - Portuguese

Jens Cornely (jcornely@metronet.de) - German



RuooLPH Van RicHTEDN: FROM BiRtH To DEATH

a Chronology by J.W. Mangrum

671 Rudolph Van Richten born, son of Otto and Mrs. YRachten

678 Rudolph’s sister Maria Van Richten born

679 Rudolph Van Richten sent to boarding school intdlarA childhood friend is Eldrenn Van
Dorn.

680 Casimir (not to be confused with Harkon Lukas’ sstayts working at Richten Haus as the
gate keeper.

683 The servants of Richten Haus are all killed whike family is away one day. (summer)
685 Rudolph Van Richten meets Robert Tatenna, a fedimaent at boarding school. (fall)

688 The Crimson Death spreads across Darkon (wintefgims Van Richten’s great aunt
Helga, despite his efforts; Rudolph is even monreedrinto his medical studies.

689 Rudolph Van Richten attends the University of lil& While there, he meets a fellow
student, Harmon Ruscheider. (fall)

691 Rudolph Van Richten marries his childhood sweethé&agrid.

692 Rudolph and Ingrid Van Richten's son Erasmus iga.bor

693 Dr. Rudolph Van Richten finishes his studies; @peis practice back home in Rivalis.

693 Dr. Van Richten travels to Lamordia, hears ofltbed Man

696 Dr. Van Richten meets Antonin Madren and beconesientor.

706 Dr. Van Richten suffers the wrath of the Radaniowlan; the Vistani steal his son Erasmus;
they sell Erasmus to Baron Metus, a vampire frooh&inulot; with the help of an amused
Azalin, Van Richten wipes out all but one membethaf Radanavich caravan; Madame
Radanavich curses Van Richten, although he doessalize it until the end of his career.

Van Richten puts his Erasmus out of his misery,ibgpite Baron Metus tears Ingrid van
Richten to pieces; Dr. Van Richten destroys Baraiud, starting his career of hunting evil.
Unable to live with the memories in Richten Hauan\Richten moves to Corvia

707 Dr. Van Richten researches vampires, and meetsidavidovich, a fellow scholar of the
arcane.

710 Dr. Van Richten encounters his first werebeast Weaithne, a small village in northern
Darkon. Dr. Van Richten starts hunting werebeastsell

711 Dr. Van Richten meets Gedlan Ironheart, a feadessaven innkeep in Corvia. Gedlan
becomes a frequent hunting companion.

712 Dr. Van Richten meets the mage Shauten; they tadroh they are attacked by one of
Azalin's patrols. Shauten opens Van Richten's &y#se existence of the Lich.

713 Dr. Van Richten is visited by the dying Dr. Rusad®i who tells Rudolph all he can about
several months spent as a lich's captive; Dr. ViahtBn starts hunting liches.

714 Dr. Van Richten receives a visit from his childhdadnd, Eldrenn Van Dorn, who is now a
ghostly slave to Azalin; Dr. Van Richten learns theible truth about Azalin Rex.

714 Dr. Van Richten moves to Mordentshire, sensing [iolitically unsafe for him to remain in
Darkon.

716 The evil spirit of Madame Radanavich and her uddetinue discover Richten Haus and
claim it for their own.

718 Dr. Van Richten and Shauten battle a creature lleéigve to be a priestly lich; it is actually
Van Richten's first ancient dead.



724 Dr. Van Richten battles the Bog Monster of Hrathd meets Jameld. This is also Van
Richten's first visit to both Kartakass and Sitlsicu

726 Dr. Van Richten visits Sanguinia with George Weatigy and Arametrius; they meet
Claudia DeShanes; Claudia becomes Rudolph’s assiatad it seems he had certain unspoken
feelings for her.

727 Marilee Markuza, the Child Vampire, kills Claudizan Richten pursues the creature
relentlessly, but loses her in Lamordia.

727 While hunting the Child Vampire, Van Richten wisses the Thundering Carriage; Van
Richten decides he must put an end to these ghustigrs, too.

728 Dr. Van Richten defeats the Phantom Army.

729 The fiend Elsepeth enters Ravenloft via transposih a small village outside Stangengrad,
near the Grashen Falls (sept)

730 Gedlan Ironheart killed while battling evil spirits

731 Elsepeth leaves Borca, having lurked there forsyea

732 Antonin Madren writes to Van Richten about thetded Madren’s sister.

734 Antonin Madren shows up on Van Richten's doorsded, gives the good doctor his notes;
Dr. Van Richten starts hunting the Created.

735 Dr. Van Richten is forced to Kill his old friendh&uten in self-defense, when Shauten tries to
sacrifice Rudolph in a bid for lichdom. This "nearss" may have inspired Van Richten to start
recording his collected knowledge for heroes to €om

735 Dr. Van Richten publishes tltauide to Vampires

736 Elsepeth goes to Nartok

736 Dr. Van Richten publishes tltauide to Ghosts

737 The Vistana Cyrilla's niece Vaasa is kidnapped Qaawus.

737 Vaasa returns as a clay golem; Cyrilla writes to\tan Richten.

737 Dr. Van Richten publishes tl@&uide to the Lich

738 Dr. Van Richten publishes tlauide to Werebeasts

739 Dr. Van Richten publishes tiauide to the Created

740 Dr. Van Richten publishes tl@auide to the Ancient Dead (early spring)

740 Azalin forces the Grand Conjunction, also knownhesGreat Upheaval, but because of his
interference and hatred for Strahd, adventurersialeeto collapse the conjunction. The universe
is saved; the demiplane of dread is badly shakenifser)

740 Dr. Van Richten inherits the library of Aimon Dawwntch. Dr. Van Richten starts studying
tomes (Sept)

741 Dr. Van Richten and friends battle Drigor; theg defeated miserably (Feb.)

741 Dr. Van Richten publishes tltauide to Fiends

741 Dr. Van Richten is depressed; he consults withditamer, Inarin Alster; Rudolph realizes
he had been laboring under a curse all these yar¥an Richten spends a year with Arturi
Radanavich studying the Vistani

742 Dr. Van Richten writes hi&uide to the Vistani and retires (Oct.)

750 Dr. Rudolph Van Richten dies (sBkeak House boxed set)

John W. Mangrum



Speculative Origins of Bluetspur

(with Regard to Asmus Anagoae's Jllithiad)
By C.D. Nichols

Foreword

Information used in this essay can be foundhallllithiad, Forbidden Lore, Thoughts of
Darkness, and Dragon #150he Sunset World, as well as material frorfihe Book of Souls, the
Ravenloft campaign setting netbook.

Common QPheories About Hhe Forgotten Tand Pluetspur

As told by Professor Abelhous Nicholsi of the Cniversity of U Aluk

In the days before the Great Upheaval, the peopllee south of the Lands of the Mists knew an
ever present fear. For, on their borders lay amgres mysterious as the Mists, and as terrible as
any horror which lay closer to home. The sunlesst@lands called Bluetspur, a place of endless
storms and twisted stone, were the source of dmeiripresent fears. As reports of hideous
monsters preying on the trade-routes of the squitasl, so did fear. Then came the Sundering.
After the Great Upheaval ended, and the wastesdust&our fell away into the Mists, the people
of the Lands of the Mists eased their worries &maglad to be rid of the nightmare place and
the creatures in held. But, in the Barovian villagémmol, there were people who knew more
about that black land. The Thaani of Immol claint®el dark land of Bluetspur as their ancestral
homeland. They knew the horror beneath the peatteedflasted heath. To the Thaani,
abomination has a namédithid.

Until recently, the Thaani tales had been consitigrst that-the legends of dieing culture. Only
within the past decade, with the publicatiorSpécul ative Ecology of an Inhabitant of Bluetspur,
has the legend of the illithid empire gained cree#a And, now that new materials have been
brought at great risk to the remaining facultyla# tUniversity of Il Aluk based in Karg, a
reconstruction of the last days of the people aiarhand the nature of the illithid empire of
Thaan (Thaan being both the world and the cityhefthaani people), can be deduced.

Recently, our facilities here were called on toreee a bundle the Harbor Authority discovered
a local fisherman removing from his boat. On questig, the fisher explained he had captured it
in his nets that day, and, after a brief debataqeished the bundle to the Harbor Authority.

The bundle proved to be a book and papers in anaymk language, sealed in a water-tight jar.
The Harbor Authority then gave the text to our faglsorely depleted as we are for translation.
The texts proved to be a work entitled thghiad, which supported the legends of the Thaani
regarding Bluetspur.

Therefore, we turn to the question of what do tHds@ani legends say? The legends say that
prior to the appearance of Bluetspur in the Larfdb®Mists, the Thaani lived on a world in the
so-called "Prime" known as Thaan. Thaan was doméhly two races, humans on the surface
and in the caverns beneath the earth, mind flapeoperly called illithids. The two races had
war off and on for eons, but the mind flayers haden been cohesive enough to over come the
humans. Further, the illithids were hampered by thability to survive in sun-light. For the
illithids to overcome the humans, the communitie$tan's illithids would have to band
together.



And so, the illithids, under the banners of thelgatrs, the Darken, and the Awaiters, held a
Grand Elder Concord, and launched a plan. For tillema, the surface world never saw a
single mind flayer, slowly forgetting the threahdtheir dank chasms, the illithids built huge
psionic engines and "spelljamming fleets" [althotigda meaning of this first term escapes us, it
must refer to some particular and powerful eneAy]- Psionic curcuits laid down pathways
channeling energy into Thaan's core, heating taegtls surface through geotermal activity and
shifting continents into swampy lowlands. Otheriaeg worked on climate, causing the planet
to be universally covered in clouds bringing waaims. And finally, the great work of the mind
flayers, a fleet of psionic engines, which wouldentithe time came, be spelljammed [here the
term probably means "transferred" -AN] into Thaanig, cutting its radiance to a cold and
sullen red glow.

But, as with any plan, there were bugs. Chieflg, itlithid communities, a dozen or so huge
illithid metropolises, were afflicted by outcastsind flayers which flouted societal norms.
Mostly, these were illithids who choose to favorgicaover the psionic arts. Others suffered
from a disorder called "partial personality”, wharthe mind of the creature whose body the
illithid usurped at birth still exists in part withthe illithid's mind. However, it was these owdta
with would lay low all of Thaan.

A group of arcane illithids, outcast from theiriest, banded together under the leadership of a
alhoon (an illithid lich) who called itself Bluetsp This cabal of rogue mind flayers gathered
others, forming a community far from the ther eldeains. Once they were sure that the
community was forming nicely, the alhoon Bluetspnd his cabal sacrificed themselves, tearing
out their own brains and casting them into a splgdi@ated pool of brine. As the lich

Bluetspur's blackened organ merged, the illithaisd consumed his minons spirits, and the
elder brain was Bluetspur.

The new community of outcast illithid took on thenme of its elder brain, as is mind flayer
tradition. The outcasts continued to recruit, amd its attention toward destroying nearby
communities to her thralls as food and labor. Brieddom these slaves, and looking for revenge
against the illithids who had turned against thgnedsting them out, the illithids of Bluetspur
defied illithid descency. The arcane illithids dexha type of undead [1] to use against the other
elder brains, for true illithids loathe undead. Eweore depraved, the elder brain sent undead
emissaries into the Astral Plane to cut deals vagjue githyanki and githzerai. Soon, the

illithids of Thaan would perish.

The normal illithids of Thaan then launch theiradg with the planetary conditions change to
their liking, though the sun had not yet been dimnMow the Tamers and Arisers of the illithid
cities waged war on the humans. Weakened by tleatreapid climatic changes, most human
cities fell quickly. Soon only Thaan and a half-doather cities had not fallen, and the main
forces of the illithids were occupying the surfatigees. Then, the illithids of Bluetspur moved.
First, the gith hunters were lead by illithid cehuindead to the astral nodes of the enemy mind
flayer elder brains. Faced by hordes of racial easnthe elder brain swiftly fell. The illithids,
suddenly trust into confusion as their mental lidled and they were left leaderless became easy
prey to Bluetspur's army of psionic undead. In tess a week, the elder brain had siezed the
illithid empire as strange new mists envelopedvibdd.



The death of the elder brain and colapse of ttikidlmetropolises left many illithid tadpoles
unattended, and many died. Those that did notliese grew, becoming brain eating monsters
called neothelids [2]. These creatures are hateallbiithids and slain whenever possible.

The arcane illithids of Bluetspur subjugated tipsitonic brethren and forced them to march on
the remaining human cities. The time that passdlwtspur gained control of the illithid
empire has allowed the humans to mount a more f&bhe defence. Many illithid died, though
the cities fell in the end. Only Thaan, haven afnlam psionics, still stood.

Simultaniously, Bluetspur ordered the launch ofghekiller fleet, powering each ship by
forcing the creation of an elder brain on each ,ahykilling many newly captured illithids, and
dumping their brains into vats of brine. Examinthg attack of Thaan, it was found that a
psionic shield enclosed the city, preventing thackt Study by Bluetspur's tacticians showed
that by burrowing under the shield, which had b&gteby scholars who had not fully grasped
psionics, the illithids could attack Thaan. Bluessprder the launch, timing it so that the sun
would die as the last human city of Thaan fell.

And so, as the sun died into sullen black andasdhe illithids fed on the brains the last free
humans of Thaan, as Bluetspur sent an unknown nuoflmher elder brains into the sun, the
Mists thickened, pulled, and tore a chunk of Thiamém the Lad of the Mists.

Prof. Abelhous Nicholsi, Karg 751 BC

Notes:

[1] These undead creations are cranium zombi&hidlé of Bluetspur create these by disolving
the top and back of the skull, exposing the briden psionically dissolving all but the mst basic
stimulus/response areas of the brain. Then theag®d in illithid mucus. Finally, a black
tinctture dsistilled from secretions made by thaeebrain is injected into the corpse. Cranium
zombies appear as well preserved though slimy-gkayned humans, with exposed brains
which glow a distressing green (this is, howewvavigible to infravision). Cranium zombies will
feed on a victims brains outof rote mimicry. A dran zombie has the ability to use the psionic
powerego whip twice a day. On creation, there is a 5% chancerf@ium zombie will go
berserk and attack any nearby illithid.

Cranium ZombieAC 10, MV 6, HD 3, THACO 15, #AT 1, SA ego whiD Spell/psionics
immunity, MR 30%, SZ M, ML as per normal zombiet iy AL LE, XP 270

[2] Please se&helllithiad, page 95.

Chris Nichols



The Aderre-Timothy Relafionship

By Jack the Reaper

Many consider Alfred Timothy the darklord with tleast developed background. After all, from
his "canon" history, it seems that all he did teatge a lordship was to try and kill the Vistani
who rescued him from an angry mob. As Acts of UdtienDarkness go, this is quite a cheesy
one. And also, who were those Vistani? And whytlely save him for?

On the other hand, Gabrielle Aderre has a fullaited background story, which definitely
justifies her curse. Gabrielle let a werewolf kidr mother, just because she didn't believe her
story about her father. The only "weak" point irststory is the identity of the werewolf; who
was it? Was it just another anonymous werewolf?

Checking the Ravenloft timeline may indicate otheew
729 B.C - Gabrielle Aderre kills Bakholis and be@mthe darklord of Invidia.
730 B.C - Verbrek is formed.

That makes me think about the following theory...

Isabelle and Gabrielle Aderre came upon Alfred Ttimgon their journeys, just when the angry
mob was about to burn him alive. Gabrielle foundsb# attracted to the handsome, sensual
man; Despite her mother's advise (or perhaps beczug, she offered to buy him from the
villagers, paying with what little money she haithe villagers were anxious to get rid of the
beast, and making a little profit from it was bettean just burning the monster down. They
didn't bother telling Gabrielle about Alfred's tmature, letting her believe he was just a human
criminal. And so Gabrielle released Alfred from thegp, not before charming him with her Euvil
Eye.

Alfred Timothy became the constant companion androf Gabrielle Aderre. In spite of the
obvious advantages of the situation, Alfred foursd"Blavery" intolerable, especially since they
were those "lowly humans" who held him in this piosi. With time, he was able to shake off
Gabrielle's charms, and so he started planningelkiEnge upon the two Vistani.

Alfred learned that Gabrielle's greatest weakness lver desire to know the truth about her
father's identity. So one night, he offered helaa po force Isabelle into revealing the secret.
Alfred asked Gabrielle to remove the mystical sylalamd enchantments, in which Isabelle
surrounded herself every night as a protectiom,the said, he will come upon her and
intimidate her until she agrees to tell Gabriebewat her father. He promised that no true harm
will come to Isabelle, and Gabrielle, confidentlie power her charms held over him, agreed.
Of course, the charm was powerless by now, ancdlfrad no intentions to keep his word;
when Gabrielle spoiled the circle's magic, he cledrigto a wolf, burst inside and attacked
Isabelle, wounding her severely. Isabelle managéeép him at bay for some time with her

Evil Eye, and cried for Gabrielle to help her. Galte, though shocked of Alfred's
transformation and the deadliness of his attackided to keep to her plan nevertheless; she said
that she would only help her mother if she told &lgout her father. Isabelle had no choice but to
do as told.



When Gabrielle heard that her father wasn't theceror noble she fantasized, but a cruel,
sadistic monster, she burned with rage. Leavingri@her to Alfred's mercies, she quickly
gathered her possessions and ran away, Isabelleasing and curses following her as she did.
But Alfred Timothy wasn't satisfied with killing &elle alone; when he was done with her, he
started hunting the big price. Alfred chased theified Gabrielle for long hours, toying with

her and savoring her fear. When he was about talengame and go for the killing, however,
great mists rised, separating them from each other.

Gabrielle found herself in the land of Invidia, weshe had came to the attention of lord
Bakholis, and, after killing him, became the newkétad.

Alfred was trapped in the mists for much longemether days or months have passed, he
coudn't say. He burned with hatred to the humars evislaved him, and to the powers which
cheated him of his revenge. When at last the miste gone, he found himseld the darklord of a
new domain, which he named Verbrek.

And so ends the story of Alfred Timothy and Galteidlderre; but the story of the curse of the
Timothy line, of dark pacts made with the Wolf Gadd of how came they to be werewolves,
has yet to be told...

Jack the Reaper



The Book of Wrafth

By C.D. Nichols

The holy book of the Church of Bane, the Book ofathir concerns the dark Torillian god Bane
and the perception of this deity by his churchhima Demiplane of Dread. Generally, speaking,
Bane is not perceived by his worshippers within &doft as 'evil.' He is instead seen as a harsh
but benevolent overlord, demanding much, but givmgeh in return (although not necessarily
in this life). Bane is believed to be deeply coneer with rulership, meaning that the rulers of
Nova Vaasa and Hazlan have found his favor. AlsmeBs believed to be interested in warfare,
although this has little value in the Demiplanej anthe spread of his church, which gives the
Church of Bane an adversarial role in relationtteeoreligions in the Core, especially, the
Ezraite Church.

Anyhow, the Book of Wrath is roughly 500 pagesandth, divided into nine books. The first is
The Book of Alephs, describing the creation of the universe by Bamtlas hosts, especially the
world of Toril, and the worship of Bane at the dawfrtime. The second bookhe Book of
Acheron, tells of the planes, the afterlife (a lot likestione, but based in Bane's realm in
Acheron), and the nature of the other god of Tgalds like Myrkul and Mask are saints,
Lathander and Mystra are rebels against the gresthat is Bane). The Book of Ramass is a
history of the Church, supposedly dictated by Baingself to the priest Ramass. The next two
books,The Book of Bane and The Book of Theodicies, discuss the wisdom and teachings of the
Church of Bane. The former is a compliation of dinene wisdom passed down through the
Church. It contains precepts of thought and adtompeople of every stripe-peasants, rulers, and
in between. Charity, honesty, justice, and menad fittle place here. The latter book is a
theological attempt to show that Bane is a fundadaillgrgood deity. The twisted and fallacious
logic in this book has lead more than one schaolar mervous break-dowmhe Book of
Lamentationsis record of the vengance of Bane in history. Hilgth horrible imagery, this
book is often quoted by Banite priests in the tradek 'hellfire and brimstone' sermons of the
Church. The rites of the Church of Bane, as wedliadpasic prayers for spells, the instructions
for building temples, priestly vestaments, and otiieservances of Bane are containedha
Book of Supplications. Following this, one find$he Book of Oracles, a collection of prophesies
about Bane and his church. Heavy with ambiguitg,libok appears to fail to predict Bane's
death in the Time of Troubles. Lastljhe Book of Desperance, is the Church of Bane's
theological interpretation of the appearance of &Ngaasa and Hazlan in Ravenloft, as well as
some loose commentary on the Grand Conjunction.

Finer editions of the Book of Wrath contain up itowoodcuts. The first is iifhe Book of

Alephs, entitled_ Bane And His Hosts Give Form To The V@idd depicts the creation of the
world. Next, in Acheron, the two page woodcut Tlaadls of Our Lord And Masteshows a
stylized version of Bane's realm. The Book of Ramass, the ancient patriarch of the Church of
Bane records Bane's words, bowed before his geetsih Ramass Receives Bane's Wisdom
The last three woodcuts represent the wrath of Blarieamentations and Supplications
respectively, the reader finds Bane Casts DownAiiet Famine and Our Lord Tests With
Plague And Darknesginally, the two page woodcut Bane Sunders thedkdn Catacylsm
shows a monstrous account combining the transpmntat Nova Vaasa and Hazlan into the
Demiplane and the Grand Conjunction.




Two other books are worth mentioning here. The,ftree Vassals' Text is a scripture containing
the formal prayers to receive spells known to therCh of Bane. The second is an apocryphal
text banned by the Banite Church called the Apdaaypf lyachtu Xvim.

Christopher Dale Nichols



The Complefe Ravenloff Pseudobiblia

by J.W. Mangrum

Here’s a near complete list of all the books quateevery product published for Ravenloft so
far.

Annotation Time:

(These books came froxfampire of the Mis)s
The Art of Kalimar Kandru

Barovia: Year 15 to the Present

Coats and Arms of the Von Zarovich Line
Legends from the Circle

Skin and Steel: A History of the Ba'al Verzi
Tales of the Night

Words of Wisdom

(These came froRavenloft:House of Strahd
Embalming: The Lost Art

Life Among the Undead: Rules of the Game
The Nature of Blood: An Apprentice's Handbook
Masonry and Woodworking

(These came from The Dark Minstrei Book of Crypts
Great Composers

Form and Line in Music

Physical Properties of Sound Production
Musical Instrument Construction

Modes in Music

Poetry of the Masters

Sonnets

Assonace and Alliteration in Poetry
Advances in Anatomy

Vertebrate Biology

Sketching Nudes

Portfolio of Birds

Principles of Perspective

Art of Architecture

Treatise on Free Government

Decline of Feudal Holdings

Philosophy of Death

Study in Darkness

Diary of Baron Lyron Evensong, Vols. 1-5
Poems of Baron Evensong

Imbuing Instruments With Magic




(These came from The Living Cryph Book of Crypts
Corpus Libram

Gainful Decay

History of Death in Thay

Machination of Mortality

The NecroCompanion

Nightblood: An Auto-Necrography

Catalogue of Undead

Death Magicks

(These are frorfkrom the Shadows

The Waning of Aerdy

Rulers of the House of Rax

The Age of Sorrow

The Rain of Colorless Fire

The Battle of a Fortnight's Length

The Battle of Shamblefield

People of the Blemu Hills

Unique Creatures of the Adri Forest

Wee Folk of the Flinty Hills

My Travels Down the Teesar and Harp Rivers
(these books are all about the Flanaess, and tHimsited interest)

(This came fronCastles Forlorin
The Purification of Corrupt Flesh, by an unnamesticlof Diancecht
Dawn of the Undead

(These are from the variod&an Richten's Guidesll just say which after each title)
Divers Meditations Upon the Higher Magicks (Lich)

Foundations of Morality, by Dr. Wilhelm Kohl (Crest)

The Gnomics of Bilerius, by Bilerius (Lich)

Haedritic Manuscripts (Lich)

The Isolation of Evil, by Ansolm Haas (Created)

Journal of Moritavius Jovanovitch. (Lich)

The Open Palm, by Taynesbert (Created)

The Life of Alanik Ray, by Dr. Arthur Sedgewick (Gs$ts)

lllustrated Manual of Linguistic and Scriptual Abarons Indicative of Psychopathology,
by Dr. Ottelie Farringer (Fiends)

The Madrigorian, by the Madrigore family (Fiends)

Heightened Reality; The Sensory Powers of SenhNem-Humans (Fiends)

The Beast of Ehrendton, by Sir Armand Ironhandr{é&

Wizards, Magic, and Magical Iltems; A Primer for ®erious Scholar, by Archmage Jacktin
Terelleian (Fiends)

Philosphical Discourses Among Supernatural Beikligher Truths or Tribalism? (Fiends)
Comparitive Toxicology; Pesitlence, Poisons, araBé Between the Species (Fiends)
Silent Speech; Mental Communication Among Superaaeings (Fiends)



Desire; The Unconscious Guide (Fiends)
Premises of Magickal Study (Fiends)
The journals:

Terrence Crannock (Created)

De'rah (Ancient Dead)

Evania Fairwind (Created)

Thor Hessen (Created)

Gregorri Kolyan (Vampires)

Mirinalithiar (Lich)

Matthew Swiftsinger (Lich)

Kilrinia Trynar (Lich)

Anani Mahss (Ghosts)

An unsigned journal found by a sailor. (Ghosts)

Strahd's various journals appear in four plateStrahd House of StrahdGuide to Fiendsand
Vampire of the Mists

(These are from Horror's HarvestDungeon)

The Lady and the Vamp

101 Damnations

Creeping Beauty (all are "charming” children’'s$ale

Sergei von Daragor's Tales of Terror (a cursed jome

(These are fromdam's Wrath

Grave's Anatomy

The Polarization of Bi-Directional Current

Nucleic Acid and Cellular Structure

Observations on the Effects of Lightning Upon Liyihissue

(These are fromNeither Man Nor Beakt

Volo's Guide to Waterdeep

Aurora's Catalog

A copy of one of Van Richten's journals detailihg Order of the Guardians
Guide to the Known World

50+ surgical & anatomical texts in a number of lzages

Encylopdedia of Common Knowledge, 5 volumes.

The Wisdom of Lord Toede

A number of cheaply-made children's primers.

Book of Insufferable Darkness

(This one's fronscholar of Decay
The Dead Travel Fast, A Romance from beyond the&ra tawdry novel published in the fall
of 735.

TOPICS
Okay: here’s the known info (in brief) on these kadf a previously mentioned book is not
listed, then no information is available.



Barovia: Year 15 to the Present: The "Present” would [350. Near the end of
the book, the creation of the Holy Symbol ofRavendkis detailed. Two excerpts
appear in Vampire of the Mists, on pp 126 and 291.

Skin and Steel:A History of the Ba’al Verzi: The book’s cover spothe image
of a bloody skull. This book was also written iregRavenloft Barovia. An except
appears on pg. 96 of Vampire of the Mists.

Words of Wisdom: A book of sacred poetry for a long-forgotten gogbre-
Ravenloft Barovia. A short excerpt can be foun¥ oM, pg. 97.

Diary of Baron Lyron Evensong, Vols. 1-5These are described in the
adventure "The Dark Minstrel.” Lyron’s writing séytends to give the reader a
headache. Vol. 1 describes his life in Krynn. Tést detail his life after being
cursed by the DP. These books were likely destrayiddtheir master.

Poems of Baron EvensongLyron skills as a poet were questionable. A few
poems are given.

Imbuing Instruments With Magic: In one section, the book speaks of processes
for embuing an instrument with magic so that whenétis played, the listeners
must obey the player. The article cautions, thotiggt, if performed incorrectly,
the instrument could take over the life force a player.

"Corpus Librum" thru"Death Magicks": These books were in the possession
of a lich who was drawn from Thay with his laborgtoAs such, these books are
quite aged, crumbling, and were likely written inaly. In fact, they require the
Ancient Languages (an older form of the Thayatamte, perhaps?) to read.
Each is probably near-unique in the Demiplane.

Corpus Libram: "This thick volume describes and illustrates anidissection
and offers theories as to human dissection (mudhi®fnaccurate)."

Gainful Decay: "This thin book details the study and magical usfesarious
rotting substances."

History of Death in Thay: "The book discusses disasters and wars through the
land of Thay."

Machination of Mortality: "This rigorously illustrated book describes maesin
of torture.”

The NecroCompanion:"This almanac style book includes many fascinating
articles, from moon and star charts predicting ingod events in Thay to
sarcophagus jokes." (Let it not be said that neararars from Thay don’t have a
sense of humor.)

Nightblood: An Auto-Necrography: "A thoughtful account of the wretched
afterlife of Nightblood [the lich from Thay who owd these particular tomes],
written in his own hand (and not yet complete).”

Catalogue of Undead:"This voluminous work lists, describes, and depict
undead creatures ranging from skeletons and zortiehes and even
dracoliches. (It contains similar background infation to that found in the
Monstrous Compendium).” I'd definitely lock this@away in the University of

Il Aluk’s library’s "Restricted Books" section.

Death Magicks: "This guidebook tells how to create magical olgebat require
living creatures as material components.”



The Purification of Corrupt Flesh: Written by an unnamed cleric of Diancecht
in Prime Material Forfar in the year 1737 (350 Baao Calendar) It deals with
methods of warding off the undead and resisting tteeruption. An excerpt
appears on pg. 27 of the "Eve of Sorrows" bookast{@s Forlorn.

"Although the book is presented as an empiricakwibre information is highly
speculative.”

Divers Meditations Upon the Higher Magicks:An "authoritative source" on
liches.

Foundations of Morality: Dr. Wilhelm Kohl. A university teacher (actuallyg
wager the vast majority of the authors here with."Defore their name were
professors at the University of Il Aluk, past oepent) who in this treatise
"outlined a system of five stages to categorizentioeal development of humans.”
Van Richten uses this as a framework on pp. 63t@feoGuide to the Created.
The Gnomics of Bilerius:Bilerius. A discussion of the planes. An except ba
found on pg. 18 of the Guide to the Lich.

The Haedritic Manuscripts: The Dweller in the Jacinth Chamber. A "peculiar”
and "very old indeed" text, which gives one possinligin of the lich. An except
can be found on pg. 10 of the Guide to the liche Bhok is written in an
undisclosed ancient language.

The Isolation of Evil: Ansolm Haas. A philosophical tome. A brief excerpt
appears on pg. 63 of the Guide to the Created.

Journal of Moritavius Jovanovitch: Autobiography. An "authoritative source"
on liches.

The Open Palm.Recorded by Taynesbert. "Astonby of the Oaks tree
warrior-philosopher whose engrossing adventurestan@nicled in Taynesbert's
epic saga..." Excerpted or paraphrased on pp. 2&ri#¥74 of the Guide to the
Created.

The Life of Alanik Ray: Dr. Arthur Sedgewick. A popular book of mysteries
about everyone’s favorite real-life detective. \Richten quotes it extensively on
pp. 27, 31, 33, 36, 39, and 43 of the Guide to &hos

lllustrated Manual of Linguistic and Scriptual Aber rations Indicative of
Psychopathology:Dr. Ottelie Farringer. A scholarly text discussedhe Guide

to Fiends.

The Madrigorian: the Madrigore family (actually Drigor). 16 volumedakes

for interesting reading. Van Richten quotes fromxtensively in the Guide to
Fiends.

Heightened Reality; The Sensory Powers of SentieMon-Humans: Ephraim
Joonker & Legothlin Greenleaf. Another scholarlgntg it seems they're
interested in just what infravision can do in Darktoo.

The Beast of Ehrendton:Sir Armand Ironhand. A widely popular adventure
yarn concerning a fiend calling itself The BlackHeuThe descendants of the
author insist the story is true. Excerpted on [8.35-38, 46, of Guide to Fiends.
Wizards, Magic, and Magical Items; A Primer for the Serious Scholar:
Archmage Jacktin Terelleian. Another scholarly té&kte title is self explanatory:
it discusses the basic principles of the aboveesij The book also discusses the
various uses of a phylactery.



Philosophical Discourses Among Supernatural Beings$iigher Truths or
Tribalism?: Dr. Jacov Bluemenstin. Another scholarly text.sThine seems to
discuss the concepts of alignment.

Comparative Toxicology; Pestilence, Poisons, andd&jue Between the
Species:Dr. Daffyd Kelman. A medical text, the subjectvdfich should be
clear.

Silent Speech; Mental Communication Among Supernatal Beings: Glental
Grimfoot. Yet another scholarly work. Discussegpakthy.

Desire; The Unconscious GuideDr. Jethra Kilday. Another scholarly text.
Includes information on the psychology which lepdsple to join cults.
Premises of Magickal Study:Dr. A.R.H. Tellurian. Seems to discuss the magical
properties of fiends.

The journal of Terrence Crannock. The final notes of a doomed group of
hunters/adventurers. Excerpted on pp. 36-39 oGilee to the Created.

The journal of De’rah, a wandering priestess and medium. Mentions a
conversation she had with a mummy. Excerpted ol p@f the Guide to the
Ancient Dead.

The journal of Evania Fairwind. The final words of a doomed woman whose
husband created a shambling horror. The final eaggpears on pg. 25 of the
Guide to the Created.

The journal of Thor Hessen.The notes of a madman who built himself a
"daughter."” Excepted on pp. 62-66 of the GuiddneoGreated.

The journal of Gregorri Kolyan. A bard held captive by Strahd more than 300
years ago. Excepted on pp 6-8 of the Guide to Vesapihe journal may just be
a disinformation ploy by Strahd.

The journal of Mirinalithiar , a female lich. Details the process of becoming a
lich. Excerpted on pp.42 and 74 of the Guide tdittte

The journal of Matthew Swiftsinger. It details his experience with a mentalist
lich, and is discussed and excerpted on pp. 64F@8dGuide to the Lich.

The journal of Kilrinia Trynar. This mentalist touched the mind of a lich. An
excerpt appears on pg. 32 of the Guide to the Lich.

The journals of Anani Mahss.An adventurer who seems to have encountered
Tristen ApBlanc. It's excerpted on pg. 46 of theid&uo Ghosts.

An unsigned journal found by a sailor. It details a particularly nastand
somewhere in the Sea of Sorrows (think evil deBggepted on pp. 49, 53, 56,
and 61 of the Guide to Ghosts.

The Lady and the Vamp, 101 Damnations, Creeping Bedy. All are

"charming children’s tales."

Sergei von Daragor’s Tales of Terror A cursed tome. It details the horrific
"adventures" of a notorious pirate. If you readltbek, several hours later the
reader will be visited by one of the terrible figarnn the book. (A phantasmal
killer.)

Grave’s Anatomy, The Polarization of Bi-Directional Current, Nucleic Acid
and Cellular Structure, Observations on the Effectof Lightning Upon

Living Tissue. These were probably written in Prime-Material Ladia.



The Wisdom of Lord Toede as transcribed by Bunniswot the scribe. A book of
"bawdy illustrations which accompanying text assures reader are really a
manual for good government.”

A number of children’s primers, "ranging from thick cardboard books ... with
colorful pictures, to nursery tales, to grammarksot@aching correct use of
language.”

Also from the Van Richten library:

The diary of Tasha Weaveron a Falkovnian girl. Her sister was transpossessed
by the fiend Elsepeth. Excerpted on pp. 12-14 efGliide to Fiends.

Although more likely a collection of records thamactual book, the historical
records of the Whistling Fiend’s destruction of b&rkonian village of Creeana,
recorded by Ashlan of Il Aluk (who interviewed thervivors), can be found in
the library of the University of Il Aluk. Includeia this collection is the personal
Journal of Mithran Gray , a warrior present at the time.

Autobiography of a Wandering Mage: Zartin the Red. Another personal
journal-turned-adventure novel. Includes a confibah between Strahd and
Inajira. Published sometime within a year of thar Conjunction (740-741).
Excepted on pp. 48-49, 68, 75-77 of the Guide emds.

The journal of Lertan Scarhand, one of the Blake Duke’s cultists who lived 200
years ago. His account backs up the claim that Béwest of Ehrendton” is based
on fact. Excepted on pp. 62-64 of the Guide to é#sen

Another note: the city of Levkarest keeps an arlui/written materials. An
except from these archives (a letter) appears 06%gf the Guide to Fiends.

| also didn’t mention the series of Van Richtensides themselves!

In Circle of Darknessthe deceased master of the House of Bones hathber

of texts, 125 to be exact. They mostly focus orrer@ancy and multiplanar
concerns. The planar information is mostly incatrrec

FromFrom The Shadows

Azalin’s life story has been told twice: one versis The Book of Azalin,

penned by the same magic which fills the Book ofnida.

The title of the other isn’t given, but seems taald@ography of some sort written
in Oerth.

And finally Zherisia has a newspaper (probably etds a penny dreadful, no
longer than a double-sided page). It's calledNlegvsbill, costs 5 pence (cp) a
copy, and has been in business for more than 8dlean than 52 years.

There are also mentions in various sources of afimar of books on all manner of topics, but
these are neither named nor described.

John W. Mangrum



The Souls of Ravenloff

By Stormonu

Where do the people of Ravenloft come from? AreDhek Powers making them, are they
illusions, are they coming from somewhere else loat® | have my own answers that | use in
my Ravenloft campaign. For those brave enoughtsider it, it's a really frightening thought.
The Dark Powers haven'’t actually created any bemgiead, they have reused what they bring
to the dark realm. All of the people of Ravenlttigrefore, originated outside of the realm, but
have become prisoners like the Dark Lords who oukr them. Ravenloft is therefore a
perpetual prison of torture, not only to evil, lalgo to all beings.

As we've been told over and over again, there angontals out of Ravenloft. Extra-planar
creatures can't leave, so | see no reason why thiegelie in Ravenloft can "pass on" to the next
life. Cast into the cold earth (or sea, for thosmwrown), the dead collect in a "holding
ground”, similar to the mythical Hades of Greekeled. This helps to account for the ease in
which undead seem to spawn in Ravenloft - they imavether place to go.

When the Dark Powers need to populate a new reaheeax to repopulate an existing realm,
they simply draw on this pool of souls. From thenpndatyana'’s of Vampire of the Mists we get
a clue that the DP's may have the power to "shaiesiul to create several lesser beings from
what was once a full person. Thus, when someors tiie DP can "reincarnate" a dead person,
either in part or in whole. Grandsons may closesemble their forebearers not merely because
of genes, but because part of Grandfather's souvisin the Grandson. Overall, this can have a
really detrimental effect on those who discoves fhtle secret.

Regardless how good a person may be, they arend tgoget to "heaven" - they are instead
doomed to have their soul ripped apart to makesa dfoother poor souls who will forever face
the torments of the land they are born in. Thogk @¥ven an inkling towards evil may be
spurred on to commit viler atrocities. After alinlt it better to be on the top of the heap - the
undying lord of a domain - rather than a pawn destifor eternal torment, rebirth after rebirth?
This may be even scarier to those who come in fvatside realms. Death means entrapment,
forever. With your soul split over a myriad of Isjegetting back out would become impossible,
even if each of the soulish shards were to reétiedgruth. While raise dead and resurrection may
"steal back" a soul, it can have some rather ungstexts. Imagine the scenario where a priest,
after years of adventuring, returns to resurremrapanion who died many years ago. When the
priest casts the resurrection, rejoining the forsmr with the companion's body, the
companion's four sons drop dead - for each sorahmdtion of their father's soul in them.

Other scenarios are also possible - the lost Idwe i reborn in another body, the reborn
murdered whose memory is jarred to remember hislenar, a man who murders a hated enemy
only to see his enemy's image reborn into all hikleen and so forth. With exceptional cruelty,
the Dark Powers can manipulate souls to tormerit thet deceased and any murderer. Imagine
hatred so great between two people that one ismdébcslay the other in a never-ending cycle of
murder. No soul of Ravenloft can ever know peand,those who strive to do good do so
against overwhelming odds designed in every walefeat them.

Stormonu



The Tale of Avonleigh

By Kitsune
Listen now to the tale of Avonleigh aitbrgoroth..

Morgoroth, fleeing his past and a knight intentkdhng him, came to Lord Shadowborn of
Avonleigh and head of the Circle, a great groupaladins. Morgoroth pledged himself to Lord
Shadowborn and became his trusted advisor, thdweghther members of the Circle distrusted
Morgoroth. Despite his dark and necromantic waysrddroth was loyal to Shadowborn, and
was completely trustworthy.

Morgoroth entered the forests of Avonleigh and gsirs fell magic, brought forth a great
mansion, Teregon Manor, the house built by magelived there, carring out magic
experiments within its walls. Phantoms of thos&eHilby Morgoroth came to dwell in the woods
around Teregon Manor, and was from then on knowhea®hanstamal Forest.

Now Lord Shadowborn had a sister, Aurora, whom Maoth fell in love with. But Morgoroth
could not imagine that Aurora would have any irgene someone as dark and vile as he, so he
remained silent, and would not profess his loveorora. Aurora, however, also fell in love
with Morgoroth, but for reasons in cannot remembig remained silent.

The years past and Morgoroth served Lord Shadowfadirfully. But then Aurora was to be
made a priestess of the god of Avonleigh, and th#ez she would not be allowed to marry.
Now faced with this fact, Morgoroth decided to téas silence, but when he professed his love
for Aurora, she ran from the room crying. Morgoreths certain he had horrified her, and he
was crushed. Aurora was not horrified, insteadve&® crying because now that she had entered
the church, she could never have what she trulytedano be with Morgoroth as husband and
wife. Morgoroth fled back to Tergeron Manor.

Soon afterwards, Lord Shadowborn called Morgoratirpra, and the Circle to an important
conferance. Aurora avoided eye contact with Morgotbere, further breaking his heart. But it
was not the worse to be revealed there. A valiarght by the name of Lambert came to
Avonleigh to request the aid of the Circle in apyreding a villious necromancer, whose name
he did not know. He described to the Circle thebes deeds of the necromancer and the Circle
rose up in anger, swearing to the destructionisfriecromancer. Within, Morgoroth felt a chill,
for he was the necromancer Sir Lambert sought @mablert was the knight who forced
Morgoroth to flee his stronghold. Quietly, Morgdiohade a discreet exit and returned with all
speed to Teregon Manor.

But on his way there, the knight Lambert caughtith him. Lambert, uncertain at the meeting
with the Circle, was now certain Morgoroth was tieeromancer he sought. Lambert attacked
Morgoroth, and Morgoroth slew him with his aresevfaspells.

Enraged, Morgoroth returned to Teregon Manor, sivgdhat if the world thought him to be
evil, then by all the gods he will return to hisl@vays. Thus ended Morgoroth's attempt at
redemption.



Morgoroth teleported into the church of AvonleighfAurora was being made priestess. He
bound her with spells and took her with him bacK épsegon Manor, encasing her in a glass
coffin and leaving her in eternal slumber.

During this time, the Circle was trying to convinloerd Shadowborn that Morgoroth was the
necromancer the knight Lambert sought. Disbeliednd horrified, Lord Shadowborn fled the
Circle and rode to Teregon Manor, needing to hesafriend Morgoroth say it was not true. At
the gates of Teregon Manor, Lord Shadowborn agaimecface-to-face with Lambert, now a
walking, rotting corpse. Shadowborn destroyed thenanation, freeing Lambert's spirit, and
strode boldly into Teregon Manor... and was neeensagain.

The Circle, bent on rescuing Lord Shadowborn arsrdging Morgoroth, attacked Teregon
Manor. But less than half reached its gates asphés of the Phantasmal Forest fell upon them,
draining them of thier lives. The rest perishedhimtthe walls of Teregon Manor as the Mists of
Ravenloft ripped the portion of Avonleigh in whigleregon Manor and the Phantasmal Forest
lay out of that prime and placed it within the Mist

Morgoroth was no fool however, he knew he was tedpgomewhere. He devised a plan to use a
mirror to create a gate out of Ravenloft. The DRaokvers were wise to his plan though, and as
Morgoroth entered the mirror, they caused the mioashatter into 13 shards. The shards were
scattered though Teregon Manor and Morgoroth hiimgsd trapped within the walls of Teregon
Manor and became much like the greater animatoli®f Thus he was trapped even worse,
most of his great magical powers lost to him whilthin the walls of Teregon Manor. Though

he did slowly learn of other abilities he now p@ssal in his current state.

Eventually, a brave group of fools found their viagugh the Mists and into Avonleigh. They
fought their way though the Phantasmal Forest teda Manor, drawn by the light in the
belfry. They gathered the 13 shards and pieced tbgether in the old frame that originally held
the mirror.

Morgoroth was free! A great battle followed, andiglaroth slew most of the company. The rest
fled to the belfry, intent on waking Aurora, whdlstlept within the glass coffin. They hoped to
escape Avonleigh and Ravenloft by a silver potiat ivas prophesized to appear when the
priestess is awakened. They did not succeed, Motigaised his spells to destroy them as they
rang the bells that would shatter Aurora'’s glassrco

The domain of Avonleigh lies in a state of etemmght and temperatures seldom rise above 50
degrees Fahrenheit. Twin moons, Alyn and Zyla hiaragstarless sky. No light within

Avonleigh can produce a glow brighter than thaa chmpfire. Most of the domain is covered by
the Phantasmal Forest, which is full of any kindpéctral undead. The River Avalon flows
from Wyndham Lake and out into the Mists. Also réhis Devonshire Pond, Shrappcroft Marsh
and an area known as the Old Fens. The King's Hagltesemes out of the Mists and leads
directly to Teregon Manor, which is at the hearthef domain.



Shadowborn Cluster Formed

In the year 747 of the Barovian calendar, Avonlgahed with two other lands also associated
with the Shadowborn line and curse. Shadowborn Meame out of the Mists, its Lord an
intelligent artifact sword known as Ebonbane. Fdrg&th the darkest of spells, Ebonbane was
made to slay Lady Kateri Shadowborn and it sucae@dending her mortal life. Lady
Shadowborn still haunts her Manor. The land of Nédalso joined with Avonleigh and
Shadowborn Manor. Nidalia is ruled by Elenia Fadtllh a once mighty paladin who rode beside
Lady Kateri Shadowborn in holy quests. Faithholdvaéd her desire to destroy evil consume
her, and is now a fallen paladin, coldly murderamy who she suspects of harboring some evil.
Together, Avonleigh, Nidalia, and Shadowborn Mamake up the Shadowborn Cluster.

For many years, Lady Kateri Shadowborn was thotmbe the last of her line, though another
Shadowborn has surfaced of late, pledging to fegfiitand redeem the Shadowborn name. Sages
are now compileing his story for release to thesaagthe novethadowborn by William W.
Connors).

In honor of the Circle of Avonleigh, another groegiling itself the Circle has formed in
Ravenloft under the guidance of Alexi Shadowbomnstdad of paladins, this Circle is made up

of avengers sworn to oppose the evil of the dortmads and shine the light of truth and justice
on the darkness. These Knights of the Shadows eveey year at a circle of standing stones in a
grove within Avonleigh (seBomains of Dread Secret Societies).

Within Azalin's Black Vault in the Grim Fastnesstbé now destroyed city of Il Aluk, lies a
relic of Morgoroth's reign before he came to Avagile Known as the Headsman's Axe, its
wereabouts are now unknown ($emged of Darkness).

Morgoroth
In his human form, which may be the one you usés k13’ level Necromancer. No
necromantic spell can function in his land unlessvishes it to.

His stats are Str:12 Dex:15 Con:16 Int:19 Wis:1&QhA. He has 50 hp and a magic resistance of
50%. He can cast any necromantic spell in justseggnent. All other spells he casts are half
there normal casting time. He can also summontspirost of these spirits will be harmless but,
20% of them will have the powers of shadows. Hedmithis summoning once a day. With 4d4
spirits arriving. In the final encounter of the gaime was able to summon much more than this.
With all of them being more dangerous forms of wattlé believe this was done to make the
fight more interesting. He is clean shaven and sdokbe in his forties. He has a commanding
presence (Cha 17). In the game the players truttéhg mirror back together. If they do they
release Morgoroth but, he is still tide to the mirThere for, shattering it again will return him
to his earlier state. Until he is freed by the pdsone can go into the bell tower where Aurora
sleeps. Morgoroth still loves Aurora and he seemmadrn the death of his friend Ferren. In his
first form he can do just about anything the DMiBrcreepy. He is after all the house and there
for has much control over it. His power over mig@ most prominent. He can make anything
appear in them he wants.

Dreamweaver Kitsune of the Fifth Talil



The True Hisfory of Arijani and Kali
By Asplagis
Arijani's Origins
First of all, the story | use is based upon ArijamWeb of lllusionsmeaning that for you who
have the red box, the story isn't quite the same.

Arijani had indeed been raised as a member ofalver caste within a Rakshasa community
because they felt his mother (a human) was tooylcavid a bastard child like that deserved
nothing better. Arijani grew to detest his brethreuat while a normal rakshasa has a natural
respect of his brothers, Arijani had human blootim, so this natural respect was greatly
lessened. This made possible the betrayal of his. ki

Arijani was considered a lowly bastard child by kiisd who knew nothing of his father's
origins... But inside of him, the blood of Ravaregan to take effect. Soon Arijani discovered
powers beyond those of other rakshasas, in fadtatlgpower over his brethren's powers. He
realised he could negate another Rakshasa's illpgiover and even trick a rakshasa with his
own illusions with no chance of the later discomgrit. His physical and mental strenght grew as
well, his mind became much sharper than a typioahyg rakshasa, his wits were faster than
most of his elders and he was even able to outdhemtat times. Arijani now had means with
which he could repay his kind for their cruelty atigrespect. He would become the king of all
rakshasas. But first, his village would feel hiathrand so he laid his plans to make his brethren
the hunted instead of the hunters.

After the massive bloodshed of the nightly raidtgy rakshasa, Arijani began to plot in hopes of
making himself the king of all the rakshasa. Sdrheelled around the world, seeking his others
of his kind and proclaiming himself their king, feeadily accepted him, but his displays of
power were undeniable, and they were forced to tawn to him. Within a short period of time,
Arijani's puberty ended and his powers and reaéhlégotential. But by now, the king had
noticed how much power he had, how superior he iWasvas no longer even comparable to his
kin, he was more than a king: he was becoming &Botto be a god, he first needed to prove
to himself how powerful he was... he needed to seeery member of his kin why he was a
god... Ever since his youth he had been told tiatakshasas have a god named Ravana. So
Ravana became his target: he would defeat thisagddake his place. Kali was pleased with
Arijani's progress and the black mother kept upsodatle encouragements, she knew how much
more blood would be shed as Arijani gained power.

Three years had passed and Arijani's skills witgimevas unrivaled, he was quite possibly the
mightiest spellcaster of his world. He had full tohover the rakshasas of his world, he was
already revered as a god in some groups. He felirtie was near, he knew Ravana would not
let this go on and would come to confront him. WKidli's help, he tricked his father and
slaughtered his avatar, but not before makingates grant him a divine wish, adding more
humiliation to Ravana, and gaining even more powenvas a god now. However, he feared
Ravana even more now. He was not as powerful aariRayet: he could best his avatar, but only
with Kali helping. He wanted a sanctuary, a platere he could be free of Ravana's influence
while he could let his newfound powers grow. Helgestwish... and the Mists embraced him for
his sins.



Arijani in Sri Raji

The mists gave him Sri Raji, where Ravana wouldbsotible to interfere with his son's plans,
but Arijani was no longer a god. He had no oth&slnasa to worship him, he lost most of his
powers, even becoming weaker than a normal raksNasahe couldn't even masquerade
properly. Arijani's blood is that of a god, but yebw he is nothing more than an average
member of his kind. And even though he could atik his own kind, none exists in his land.
Kali isn't responding to his prayers, he fears & displeased her and that she might come after
him to destroy him, for Kali accepts no failure.

Arijani grew to understand the land better, Kalulcim't come in this prison, just as Ravana was
locked out. But lately, members of the dark siskerge betrayed him, two tried to assassinate
Arijani during a ceremony to Kali. The answer te Imterogations came in the form of his
mother. The later told her son that Kali had appeé&o some of her followers. Arijani couldn't
believe it, but yet, just recently he had fealtreag weakness. Seemingly, some powerful being
had ripped a part of his land from him... the bdiag somehow taken a part of his power and
added it to its own. Arijani went pale as he thaugfwhom could have such power: could Kali
be behind this prison ? Could she have been théhamémprisoned him ?

The dark sisters are restless, they serve Arifartithey cannot disobey Kali. The black mother
wishes him dead and has asked the sisters toikillBut is it truly Kali? Is she that powerful?
Who could this creature be? She claims to be theaawf Kali, yet why would the Dark Powers
allow her in?

Arijani began to ponder why and how Kali could haeene to him like this, until one day, a
strange being came to visit him with an offer. ld&dis name was Inajira: he was a jackal
headed fiend, an arcanoloth. He explained to Arijaat the reason behind their names is
unimportant, for Kali seems to be the real problei@.offered to help him, saying that he would
get rid of Kali in exchange for a favour later. Elearly mentioned that this favor is an
obligation. The favor is to help him get out of themiplane once Kali is gone. He assured
Arijani that his plan would work out and that Anjavould be able to fufill this promise. The
rakshasa agreed, seeing no other alternativess@dreng Inajira bid farewell to his "rakshasa
brother" and set out to get rid of this avatar afiK

The Truth about Kali

Inajira is directly responsible for the avatar hoalke fiend he found was a marilith slumbering
under the peaks of Lamordia. She was somewhat aaenbaving only faint memories of who
she was. Also she was very weak at the time, sthdéen in a scuffle with Kali, after she
impersonated the goddess to gain a few more southd Blood War. She was planning on
massive bloodshed by the priestesses of Kali amglriiaking them prime targets for future
larvaes. Her plan went haywire when Kali saw ttiferese and cursed the fiend to spend eternity
in the ethereal plane. Eventually she was grablygtdmists and transported under the peaks of
Lamordia to sleep until someone waked her... Thateone happened to be Inajira. Inajira found
the fiend while looking for a rare artifact rumongdbe hidden within the domain of Lamordia.
Instead he found her... and was quite surprissgéosuch a powerful fiend inside the demiplane,



especially one in such a pitiful state. With hisgimehe discovered her history and a scheme
came to his mind. He thought that perhaps a powkefud like her could become something of
a demigod and could find a way out of the demiplaioee easily than him. At worst, she would
make a powerful weapon against Strahd...

But Inajira also had another fortunate discovegyldarned of a being named Arijani. This
sparked his interest, wondering why one would hsea¢verse of his name as such. He learned
of Arijani's past, and was amazed at a certaincdd@mce. Arijani came to be because of Ravana,
actually being his son, while Inajira was createthpart of Ravana's power in him. This made
them brothers.

But the most interesting part of Inajira's discgweas that his little brother actually came close
to becoming a god if it weren't for the dark powefshis foul land... But since it was part of his
curse, perhaps stripping away his lordship couldaram regain his original power and perhaps
make him able to exceed it. And the marilith wagedect candidate to take the Arijani's
lordship away from him.

Inajira used magic to implant a few thoughts inrtegrilith’s mind, including "directions” to Sri
Raji. He gave her knowledge of Arijani's betraydlhow he wanted to exceed the power of even
the black mother herself. Inajira appeared to ithredf and offered his help to get rid of Arijani.

He told her of his knowledge of the land and hovkhew she could weaken Arijani by simply
sucking the power from his land. He showed heiatisane methods by which a fiend creates a
power ritual and how she could use this to her athge against Arijani. The fake Kali took his
advice and went ahead to Sri Raji where a groufadf sisters saw the six armed creature
standing before them. They recognized their blaokher and proclaimed thier eternal servitude
to her. She asked that a certain Arijani be kilfedhe was a traitor to her faith. The sistersever
confused, but agreed, for they knew better thahdobey Kali.

To date the fake Kali has managed to secure somerdoom Arijani's land, and she keeps
performing rituals to increase her hold on the ldndjira thinks that his brother cannot maintain
his lordship for long, the marilith is much tooastg for the weak rakshasa. The Dark Powers

will soon embrace her and Arijani will be freed.efhthe second part of Inajira's plan can come
to be, he can help his brother gain back his geditiatus and perhaps disrupt the power structure
in the land in such a way that he will be freechglavith all other inhabitants.

But the fiend is quite unsure of herself, she rab doubts about her status as a god. She feels
too weak to be a god and knows that somethinghmuetis more powerful than her, that belief is
reinforced with every ritual she completes. Shésfdee Dark Powers, the Mists... how can a she
be a god if she is puzzled by these things ?

Therein lies the flaw in Inajira’s plan. He madeedncated guess at how long it would take her
to get enough power to overthrow Arijani, but ifakes too long, her doubts may cause her to
stop the rituals and see the hoax. Also, Arijamigher is highly doubtful about this avatar of
Kali, she feels no real connection to it and hellspdo not come from her. Granted she has
never been near an avatar of the black mothemvbytdoes she feel so distant from her when
she is so close ? The other priestesses are toeddcarealize this, but Arijani's mother is
doubtful...



Kali the Marilith

All stats are per a normal marilith.

SA : lllusions

SD : immunity to Illusions

Power rituals - lllusions: Her newfound connection to Sri Raji gave hergbwer of illusion.

She can use any spell from the illusion/phantassnlgbree times a day at will. She is also
immune to illusions herself, even those casted b, for she has intimate contact with his
land and shares some of his power. Also, she leadatk sisters to help her out. Arijani cannot
fully trust them any longer...

Weaknesses : If she is given sufficient reasons to doubt hadigpod, then she will be confused
and unable to act for one round. After this round siust make a madness check or suffer from
some delusions. Usually she teleports the nextdeoitmer secret temple, deep under the city of
Pakat.

Phylactery : A necklace made of human skulls that she womnfersonate Kali the first time.
Current sketch : As noted before, she has come to believe thatssKali. Inajira has been
advising her, using his own form of manipulatior growerful magics. Her original personality
is lost forever, all she remembers are moments wherwas Kali. But Kali left some memories
of how the black mother trouced her, but thesedaeply hidden, the fiend's mind unable to deal
with the pain and humiliation of defeat. In a wéwe smpersonates Kali because she doesn't see
who else she could be. If the illusion of her gaathavas to be destroyed, the fiend would
probably go insane or simply fall into a catatostiate...

She is constantly in illusionary form, a exact degte of Kali's avatar. Her real form is that of
all Marilith. Her natural hair is blond and rathsrort, she has piercing green eyes and her face
has a distinctively snakelike appearance. Her iskiilky white and she wears nothing to cover
her torso, except the necklace of human skulls.ad®s are adorned with jewelry that
ressembles those of Kali's. She has no weaponscétdiscated them and Inajira would not
want to risk giving her a preciously rare magicakywon.

Final Considerations

Well first off, the reason i chose the Marilithabvious: Kali is a six armed woman armed with
weapons in each hand like the Marilith, plus witimon illusion powers she can make her snake
tail look like legs and then you have a Kali of yown.

Second of all, Arijani is not my creation, | simphodified a few ideas here and there. What |
added was : his powers, his idea of becoming algeddea of ruling the Rakshasa people, his
relationship to Inajira (Inajira was created by BRaa, thus making them "brothers" in a way).
Third of all, the fake Kali isn't the lord yet apdobably wouldn't be... It's simply Inajira’s plian
wrench Arijani out of lordhood and use him to get of the demiplane. But this hasn't happened
yet and all Inajira has done is set loose thisf#lali... But as | said, she doubts herself athat a
there is a strong possibility that his plan fails..

Finally, Arijani could never get out of the demipé&unless he found his old powers. The theory
that Inajira proposes is that his loss of powetus to his curse and removing lordship means
removing the lord's curse... thus Arijani shoulngly gain his original power level. But the

catch is that it is but a theory. Arijani's powante from both his heritage (Ravana's son) and his



close contact to Kali. Coming to the demiplane miaidegpower level drop considerably, much
more than Vecna. Vecna is still a demigod, Arijamas never really that close to becoming one.
If he did, Kali would probably be very careful awduld not hesitate to push him down. Still, his
power level was closely related to his relationgbigali, without her around, he will never
come close to godhood, although he could be venepal.

As for the power rituals, this is a way fiends getraw power from a domain, ripping some of
the lord's contact with his domain at the same tiflgs gives the fiend powers that are tied in
with the land (Charm powers in Dementlieu, chokmgin Barovia...). But the fiend's reality
bubble shrinks every time and he has to make akdioexee if it works or not, failure indicates
various effects including madness checks and Ibpswer. Also the fiend grows to have a
better contact with the land, meaning he will evally be so close to it that he will get his own
domain. That's why Inajira wants the fake Kali tawl power from the land...

[the Power Rituals are explained\ian Richten's Guide to Fiendls

Asplagis (Sylvain Parent)



The Visfani's Hisfory

By R. Sweeney

The vistani have several myths about their histoug,none except the "War of all Time" can
easily be taken to explain their presense in RL.

My mind, at least, does feel a need to tie theani& special nature to the dark powers in some
way. Partially, this is because of a pet theorgnofe that the Red Death on Gothic Earth is one
of the Dark Powers that was exiled from his friertde seems to have brought with him the "lost
tribe of vistani". (These vistani are rumored tedantered the mist one day and never
reappeared... sééan Richten's Guide to Vistani

For some reason, it appears to me that the viatahthe Dark Powers are tied together in some
integral manner.

One theory is baised on the "War of All Time" ahd tshadows of the Gods". This was
mentioned before by someone else, and I'd hate thain a disservice by implying that the idea
was mine. Basically, the Gods had a problem withkimal (and the 'shadows' of these gods),
but still liked the vistani and taught them therséx of time. (Presumably, the vistani helped
them in some conflict.) Later the gods made up witinkind and regretted that they had shared
the secrets of time with the Vistani (which canbetunlearned). The vistani and the shadows of
the gods are expelled to RL to be confined.

Other Vistani traits, however, imply that they werece camp followers of a large army. (The
tasques have skills usefull for an army. Some acemionally good at raising animals, others at
healing, still others at weaponsmithy.) One ofithegends imply that they were following a
large army and the army was defeated. The victarsdf spite) prevented the vistani from going
home. One of their leaders became convinced tleattrld was round and that they could get
home by going west (or was it east?) every days @ibesn't explain why the buggers are in RL.
Anther tale implies that they were following a dgrkmder (who is sometimes called Strahd.) VR
believed that this was Strahd's father or some,dudh don't. When the Warlord was done
conquring the world, he refused to let the visgmhome for some reason.

This is the way I'd lay out the origins of the argtand RL.

The vistani are wanderers. Long ago, the learnedaicee a living as the camp followers of an
army. They developed skills with animals, healiaggd weaponsmithing. Some even developed a
mystical level of skill.

Amoug the strongest vistani powers were: Prophlegyhich they could see the future), Curses
(to avenge wrongs done to them), and the Evil Eyepfotection.) These they developed
naturally, but the powers were still weak.

It just so happened that the vistani were followsra great warlord that tried and failed to
conquer Strahd's father's land/estate. Strahtigimame of his just god, absorbed the vistani into
his camp and waged war against the aggressortummréThe warlord the vistani were



following was defeated and the victors would nothe vistani go home... this appears in one of
their legends.)

The God of Barovia, required the aid of the vis@mil their powers in a war against the gods'
'shadows' which had come to a life of their owne Bhadows of the gods were leading man
against the gods. Powers were vested upon theawvistahe Gods of Barovia to better aid them
in helping their chosen warlords conquer in thaime. In time (after the defeat of their
shadows), however, the Gods of Barovia began t@tegying this power to the Vistani, since
they could not readily take the knowledge back.

Strahd (that is Lord Strahd, the villian we all knand love) was just one of these conquerors.
He campaigned long and hard until he eventuallyuragd his own land and settled down. He
would not, however, allow the vistani to leave (f@gthat they would come into the employ of
one who desired to make war against Strahd or sdrhis family's holdings.)

The vistani woman, Madame Eva, had had just aboagh of this. Not being allowed to leave!
Why the vistani would suffer the "Static burnlifety remained in one place too long! (Some
portion of their mystical power causes them to haveeep moving or suffer this 'static burn’
mentioned in VR Guide to Vistani).

As a matter of fact, she wae upset, that the almost vanquished "shadows ofjdds” was able
to infest her soul. (Feeling very much at home i anguished rage she felt.)

Madame Eva saw Strahd's desire for Tatayna (andikigdStrahd would never let her people
go.. and that they would suffer for being held e @lace) she decided to unleash a most
powerful curse upon him. She met with Strahd amkepo him about a way.. a deal.. a pact
through which he could have his beloved Tatayrddh@ victim chooses to accept his fate, the
curse is much easier.)

Thus, with the help of the neary vanquished shadwise gods, Madame Eva curses Strahd.
Strahd commits the horrible acts attributed to himd becomes a vampire. The Gods of Barovia,
seeing the near-resurgence of their Shadows uaé magical might to seal up their Shadows
and the shadow's new Prince of Darkness in a danegrom whence they cannot leave.

Thus, according to my storyline, the Vistani haveag powers tied to the Dark Powers because
of Madame Eva's pact with the Shadows at a highigtenal time. The dark powers (like it or
not) are locked to the vistani in some intangibleywhanks to this pivotal event.

Thus the vistani grow more powerful with Curseg, Bvil Eye, and Prophesy... also gaining
'mist navigation'.

One of the dark shadows (at odds with its felloiw®xciled along with the tribe of vistani to
which it has bound. Some moron on Gothic earth psegerful summoning magic and enables
this Dark Power to come to Earth as the Red Ddathie must draw with him the vistani that
are bound to him.) Thus vistani appear on Gothitheas well.

Robert Sweeney
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RUDOLPH VAN RICHTEN: FROM BIRTH TO DEATH

a Chronology by J.W. Mangrum

Rudolph Van Richten born, son of Otto and Mian Richten

Rudolph’s sister Maria Van Richten born

Rudolph Van Richten sent to boarding schodlantok. A childhood friend is Eldrenn Van
Dorn.

Casimir (not to be confused with Harkon Luksm) starts working at Richten Haus as the
gate keeper.

The servants of Richten Haus are all killéilevthe family is away one day. (summer)
Rudolph Van Richten meets Robert Tatenna)@fedtudent at boarding school. (fall)

The Crimson Death spreads across Darkon (Wititetaims Van Richten’s great aunt
Helga, despite his efforts; Rudolph is even moreedrinto his medical studies.

Rudolph Van Richten attends the Universityl @llk. While there, he meets a fellow
student, Harmon Ruscheider. (fall)

Rudolph Van Richten marries his childhooéetheart, Ingrid.

Rudolph and Ingrid Van Richten's son Erasmibeis.

Dr. Rudolph Van Richten finishes his studiggres his practice back home in Rivalis.

Dr. Van Richten travels to Lamordia, hearshefltoud Man

Dr. Van Richten meets Antonin Madren and beohie mentor.

Dr. Van Richten suffers the wrath of the Rad#ioclan; the Vistani steal his son Erasmus;
they sell Erasmus to Baron Metus, a vampire frooh&inulot; with the help of an amused
Azalin, Van Richten wipes out all but one membethef Radanavich caravan; Madame
Radanavich curses Van Richten, although he doesadize it until the end of his career.
Van Richten puts his Erasmus out of his misery,tspite Baron Metus tears Ingrid van
Richten to pieces; Dr. Van Richten destroys Baraiuy, starting his career of hunting evil.
Unable to live with the memories in Richten HaWian Richten moves to Corvia

Dr. Van Richten researches vampires, and maetsn Davidovich, a fellow scholar of the
arcane.

Dr. Van Richten encounters his first werebaasr Varithne, a small village in northern
Darkon. Dr. Van Richten starts hunting werebeastwell

Dr. Van Richten meets Gedlan Ironheart, adésartlwarven innkeep in Corvia. Gedlan
becomes a frequent hunting companion.

Dr. Van Richten meets the mage Shauten; theg txnen they are attacked by one of
Azalin's patrols. Shauten  opens Van Richten's &y¢he existence of the Lich.

Dr. Van Richten is visited by the dying Dr. Rlsider, who tells Rudolph all he can about
several months spent as a lich's captive; Dr. ViahtBn starts hunting liches.

Dr. Van Richten receives a visit from his chddd friend, Eldrenn Van Dorn, who is how a
ghostly slave to Azalin; Dr. Van Richten learns téeible truth about Azalin Rex.

Dr. Van Richten moves to Mordentshire, sengirgpolitically unsafe for him to remain in
Darkon.

The evil spirit of Madame Radanavich and heteai retinue discover Richten Haus and
claim it for their own.

Dr. Van Richten and Shauten battle a creahay believe to be a priestly lich; it is actually
Van Richten's first ancient dead.

Dr. Van Richten battles the Bog Monster of Hr@nd meets Jameld. This is also Van
Richten's first visit to both Kartakass and Sitlsicu

Dr. Van Richten visits Sanguinia with Georgeaditiermay and Arametrius; they meet
Claudia DeShanes; Claudia becomes Rudolph’s assistad it seems he had certain
unspoken feelings for her.
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Marilee Markuza, the Child Vampire, kills Claawd Van Richten pursues the creature
relentlessly, but loses her in Lamordia.

While hunting the Child Vampire, Van Richtertvaisses the Thundering Carriage; Van
Richten decides he must put an end to these ghustigrs, too.

Dr. Van Richten defeats the Phantom Army.

The fiend Elsepeth enters Ravenloft via trassion in a small village outside Stangengrad,
near the Grashen Falls (sept)

Gedlan Ironheart killed while battling evil Sfs.

Elsepeth leaves Borca, having lurked thergédars

Antonin Madren writes to Van Richten aboutdleath of Madren'’s sister.

Antonin Madren shows up on Van Richten's deprsand gives the good doctor his notes;
Dr. Van Richten starts hunting the Created.

Dr. Van Richten is forced to kill his old friéishauten in self-defense, when Shauten tries
to sacrifice Rudolph in a bid for lichdom. Thisar-miss" may have inspired Van Richten
to start recording his collected knowledge for lesrto come.

Dr. Van Richten publishes the "Guide to Vanglre

Elsepeth goes to Nartok

Dr. Van Richten publishes the "Guide to Ghbsts.

The Vistana Cyrilla's niece Vaasa is kidnappear Corvus.

Vaasa returns as a clay golem; Cyrilla writeBt. Van Richten.

Dr. Van Richten publishes the "Guide to thenLic

Dr. Van Richten publishes the "Guide to Werst®a

Dr. Van Richten publishes the "Guide to theard"

Dr. Van Richten publishes the "Guide to theidntDead" (early spring)

Azalin forces the Grand Conjunction, also kn@srthe Great Upheaval, but because of his
interference and hatred for Strahd, adventurerslalieeto collapse the conjunction. The
universe is saved; the demiplane of dread is bstiiken (summer)

Dr. Van Richten inherits the library of Aimom{ddovitch. Dr. Van Richten starts studying
tomes (Sept)

Dr. Van Richten and friends battle Drigor; tleeg defeated miserably (Feb.)

Dr. Van Richten publishes the "Guide to Fiends"

Dr. Van Richten is depressed; he consults thigtdiviner, Inarin Alster; Rudolph realizes
he had been laboring under a curse all these yBar¥an Richten spends a year with
Arturi Radanavich studying the Vistani

Dr. Van Richten writes his "Guide to the Vistaand retires (Oct.)

Dr. Rudolph Van Richten dies (see Bleak Houseb set)

John W. Mangrum



Where is Lord Sofh?

By J.W. Mangrum

There is a recurring theme that surfaces every imonso both on the Ravenloft and
Dragonlance Mailing Lists: Lord Soth's real positi®ome claims it has traveled from Krynn to
Ravenloft as told iiknight of the Black Rose, kidnapped by the Mists while looking for his lost
love Kitiara. Others whom i won't name here (tofkd®m anonymous let's call them M.W. and
T.H. or the two persons who "invented" Soth) simfuse to acknowledge Soth's presence into
Ravenloft and insist that this Soth is only an isteo, probably a duplicate created by the Dark
Powers to fool.. well i guess to fool all Soth'sed§aand Ravenloft readers.

Actually, by my logic, it's the Soth in Krynn th&the impostor! Now relax a bit and see if
you're able to follow my reasoning...

The night Soth was drawn into Ravenloft was theesaight Kitiara invaded Palanthas, and
more importantly, the same night Raistlin challah@ekhisis.

This is a pivotal moment in Krynn's history, and@aing to various DL sources, time
travelers who attempt to alter history at one esthpivotal moments is likely to be shunted into an
alternate timeline, never to return.

Now then. Caramon and Tasslehoff traveled intdihg&e, where they discovered that
Raistlin had defeated Takhisis, become a god, lamgl-probably inadvertantly- destroyed the
world. OK, now here's the rub: this was the orgjitimeline! No one had done any temporal
meddling yet!

So, Caramon went back into the past -their prederity to stop this future from happening.
They go back to the night of the invasion, andrdtact changéistory.

And what does that mean? That's right: they creaealternate timeline! From that night
on, we readers have been following the alterha®ry of Krynn! And, | guess, in that timeline,
Soth may not have been claimed by the Mists!

But, in the Original timeline, he was. Unbeknowtts&oth, while we was arguing with
Caradoc in Dargaard, Raistlin was defeating Takhemid the death of the world was already
beginning. The Mists simply snatched him up bef@decame aware of the effects of Raistlin's
ascendance.

So, really, Ravenloft has the real Soth, the reghK died, and all the Dragonlance materials
published since Test of the Twins have been sa ialternate universe!

Gosh, I'm such a heretic...

John W. Mangrum



