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nseen masters clutch the Realm of Dread

in a jealous grip, intently poring over its

every detail. This lonesome world is

° theirs — their crearion, their plaything

to do with as they wish. Their Mists can

reach every mortal world, yet within their realm,
no force or god will stand in their way.

So vast and implacable are these masters that
few denizens of the Land of Mists even suspect that
they exist, and no mortal can comprehend the roles
they play in the grand design.

The unseen masters fill their realm with sights
both glorious and terrible. They create life and they
kill innocents. They bathe the night sky in the
light of a full moon, raising a chorus of baying
wolves. They paint the rosy skies of dawn each
morning, sending the minions of darkness scut-
tling back to rheir tombs. They reward virtue, but
allow evil to torment it. They reward evil, then
torment it themselves. They silently observe he-
roes and villains alike, subtly ensuring that their
paths cross.

The Realm of Dread is a grand tapestry, woven
from threads of mist, shadow and dream, but only
the unseen masters can see its patterns in all their
awful glory.

In the world of Ravenloft, these unseen mas-
ters are the Dark Powers.

In the game of Ravenloft, the ultimate master
is you.

{bat Is Chis Book?

elcome to the Ravenloft Dungeon

P~ : \ .

) Master’s Guide. If you're reading this,
then you likely have already read many

LR | Ravenloft core sourcebooks and related

supplements. We should also assume
that you are already familiar with the core Dun-
geons & Dragons rules, including the Player's
Handbook and the Dungeon Master's Guide. So,
what does this book have to offer on top of all that?

Ifyou'rea Dungeon Master running a Ravenloft
campaign, this book was written with you in mind.
The Ravenloft Player’s Handbook is designed as
an introducrion for both players and creative DMs,
grounding players in the details of the setting and
the expectations of the genre while giving DMs the
tools they need to go out and create Gothic adven-
tures of their own. Mystery is a vital component of
Ravenloft’s atmosphere, so some elements — such
as the darklords’ identities —are cloaked in secrecy

to preserve their dreadful surprises. This book un-
veils more of Ravenloft's secrets and expands on
the game’s rules, enhancing the scope of your
campaign. Thisbook can help you incorporate new
races and classes, add more cursed magic items,
modify psionics and even create memorable sink-
holes of evil and Vistani prophecies.

But what if you aren't a Ravenloft DM? The
Ravenloft Dungeon Master’s Guide still has much
to offer, regardless of the d20 campaign or setting
you prefer to play. [t can be useful even if you just
want to add a few elements of horror and dread to
your adventures. These pages greatly expand on
the Ravenloft Player’s Handbook's guidelines for
running tales of Gothic horror and adventure.
Here you will find detailed advice on using pacing,
structure and mood to set your players on edge
while maintaining a balanced and entertaining
game. You will even find complete advancement
tables for the NPC classes from the D&D Dungeon
Master's Guide — the “everymen” of the game.

Use this book as you will. Just remember: The
Dark Powers are watching.

W bat Hre the Dark |
v Powers? ]

Ravenloft hasexisted asacam-
paign setting for 13 years, and in /
that time many theories have been
offered to explain the true nature /
of its faceless masters. Are the Dark J

\ Powers good orevil? Are they many

\ or few — or perhaps just one! Is

\ their world real or just a living
dream?

Now, let the truth be told.

\ The Dark Powers are a mys-

it tery, a secret. They are inherently
unknowable, and no theory will
ever fully explain them.

In other words, the Dark Pow-
ers are a creative device for the
Dungeon Master. They're what-
ever you want them to be in your

\ campaign, and no book will ever /

contradict you. d
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We begin with a brief introduction, featuring
an overview of the darklords for all the domains
detailed in Chapter Four of the Ravenloft Player’s
Handbook.

Chapter One: Techniques of Terror explores
how to create a rich atmosphere of Gothic adven-
ture worthy of Ravenloft. Here you will find simple
tricks to set your players on edge, advice on using
pacing to heighten tension and tips on how to use
music, props and dramatic devices to enhance the
feel of the game. Chapter One also addresses three
different approaches to utilizing the Land of Mists
in your game: the Native Campaign, the Weekend
in Hell and time-honored Cannibalism.

Chapter Two: The World and Its Horrors
delves into the Land of Mists. The core campaign
setting offers an overview and the Ravenloft Gaz-
etteers provide further details, but they cannot
coverevery corner of the Realm of Dread, norevery
facet of the ever-expanding range of options pre-
sented by the d20 rules. Thus, this chapter provides
advice on creating memorably eerie locales for your
adventures, as well as adapting the general guide-
lines of the setting to whatever clements you
introduce to your campaign, including new races
and prestige classes.

Chapter Three: Structuring the Campaign
addresses the practical aspects of running a
Ravenloft campaign. Here you will find guidelines
for running campaigns at all levels, including ad-
venture styles that work best for your PCs’ levels, as
well as the types of monsters that can provide a
challenging, but still balanced game. You will also
find ideas for rewards for PCs other than experi-
ence points and treasure.

Chapter Four: Parting the Mists covers how
to use the Vistani as a plot device to add additional
layers of intrigue to your campaign, with a focus on
their unequaled gifts of prophecy. Here you will
find creative advice on predicting the future with-
out railroading your players. We also present specific

: guidelines for using the Vistani's tarokka cards and
: dikesha cubes, including how to substitute ordinary
playing-card decks and six-sided dice for these
specialized props.

Chapter Six: Magic in Ravenloft expands on
the guidelines for magic found in the Ravenloft
Player’s Handbook. Here you will find many new
magic items for your campaign, additional tips for
creating cursed items and guidelines for using
psionics in the Land of Mists.
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>

he Ravenloft Player’s Handbook only
hints at the identities of the Dread
Realms’ true darklords. Sadly, space pre-
0 vents us from collecting Ravenloft’s
doomed souls in all their tarnished glory
within these pages, but a hasic overview is pre-
sented here for ease of reference. Where noted, full
details and game statistics for these villains can be
found in either Secrets of the Dread Realms
(SDR) or existing volumes of the Ravenloft Gaz-
etteer (GAZ) series. Future Gazetteers will present
the rest of Ravenloft’s darklords as the series
progresses.

Che Core

Barovia: Count Strahd von Zarovich, ancient
vampire and gifred necromancer, is the infamous
master of Castle Ravenloft. Centuries ago, he slew
his brother Sergei to steal his bride Taryana, then
rampaged when she flung herself from the castle
walls. Strahd still seeks her roday, convinced he
will one day be reunited with her reincarnation.
(SDR, GAZ)

‘ = o
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Borca: Two feuding aristocrars rule Borca: the
breathtaking lvana Boritsiand her mercurial cousin
[van Dilisnya. Both of these master poisoners gained
their positions by killing family members both
teeter on the edge of madness. Ivana, the Black
Widow, seeks love but leaves a trail of dead suitors
behind her. Ivan seeks only pleasure, but his favor-
ite sensations are now so much ash upon his tongue.
(SDR, GAZ 1IV)

Darkon: The endlessly scheming lich Azalin
rules Darkon with an iron fist. Having sacrificed his
son and his mortality for power, Azalin now finds
those talents frozen; he can learn no new magic.
Despite his limitations, he has never ceased in his
spitefully defiant attempts to break free of the Dark
Powers' shackles. (SDR, GAZ 11)

Dementlieu: Dominic d'Honaire, an unassum-
ing adviser on the Council of Brilliance, is the true
power behind Dementlieu’s throne. Able to bend
men’s minds to his will with but a word or glance,
d’Honaire has secretly enslaved many prominent
citizens. For all his power, however, the women he
longs for can always see the vile corruprion hiding

behind his face. (SDR, GAZ TII)
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Falkovnia: Vlad Drakov, the sadistic merce- Invidia: The Vistani-blooded enchantress
nary warlord, earned his domain through years of Gabrielle Aderre is the true darklord here. When
butchery and carnage. Drakov craves respect: re- Gabrielle was just a girl, her mother prophesized
spect as a ruler, as a general and above all else, as a that she must never know love, for any child
man. Yet, every invasion he launches against his Gabrielle bore would bring only sorrow. When
neighbors meets a crushing, humiliating defeat. Gabrielle later abandoned her mother to a grisly
(SDR, GAZ 1I) death and slew the former darklord of Invidia, she

Forlorn: Tristen APBIGHC, an unhappy soul inherited the domain. For years, Gabrielle de-
trapped within Castle Tristenoira, is the true mas- lighted in using her bewitching ways to torment
ter of this forsaken land. Tainted with vampiric the Vistani who had cast her out and any folk who
blood from birth, Tristen turned against his druid found the love denied her. In 747 BC, however, a
guar(ﬁan, In return, she cursed him to a strange, fiendish Gentleman Caller seduced Aderre. The
dual existence: vampyre by day, ghost by night. result of their union was Malocchio Aderre, the
Centuries later, he still seeks to break the curse, but Dukkar, a fiend in human form whose sins now
the evil and agony of his past deeds continually overshadow those of his mother. (SDR, GAZ1V)

L drags him back into his own history to relive his Kartakass: Harkon Lukas is both a charismatic
' tragedies again and again. (GAZ 1) bard and a ravenous wolfwere. Lukas dreamed of
Hazlan: Hazlik, the Red Wizard, was long ago power in the world of men, alienating him from his
humiliated by his Mulan peers, who tattooed him predatory kin. IHis ambition and murders drew him
) with feminine symbols. He repaid their petty cru- into the Mists, but his dreams are even more distant
" elty with murder. Even now, Hazlik's bitterness now. Lukas can assume only a few humanoid forms,
o still drives him to woefully punish the Mulan of his forcing him even further into human society, and
" distant homeland. When he sleeps, his dreams his domain is a politically insignificant backwater.
haunt him with his shame, continually eroding his (SDR, GAZT)
hopes of success. (SDR, GAZ 1)
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Keening: The legendary banshee Tristessa
haunts this desolate wasteland. In life, she was an
Arak sith and high priestess of the Spider Queen.
She led her depraved cultists in a war for control of
the shadow fey, but in the end, she lost. Tristessa
and her deformed, spiderlike infant were staked to
the surface to meet the dawn. Their bodies boiled
away in the sunlight, but Tristessa’s agony sut-
vived, tearing her domain from Arak. Her
tormented spirit cannot rest until she finds her
long-lost child. (SDR)

Lamordia: The hubris of Dr. Victor
Mordenheim gave birth to Lamordia’s twisted
darklord. The monster Adam, a powerful and intel-
ligent dread flesh golem, wants to live as a man, but
never will. His patchwork body hideous and his
mind wrathful, Adam roams the wilds of his do-
main, never ceasing to torment the creator who
thrust an unwanted existence upon him. (SDR,
GAZII)

Markovia: Frantisek Markov is the master of
this remote isle. Originally a humble hog butcher
from Barovia, Markov turned his tools toward
unnatural experiments. When he made his wife
into one of his test subjects, the Dark Powers
granted him a land where his blades and stitches

could make men from beasts and beasts from men,
but they also forced his body into an animalistic
shape. Markov now seeks to use his skills to restore
his own humaniry. (SDR)

Mordent: Longago, the aristocrat Lord Wilfred
Godefroy murdered his wife and child in a bout of
jealous rage, then took his own life when their
spirits returned to torment him. When Strahd and
Azalin wrenched Mordent into the Mists, Godefray
became its master. He now lords over the flictering
spirits trapped within malevolent Gryphon Manor,
but still cannot escape his vengeful family each
night. (SDR, GAZ I1I)

Necropolis: The delusional negative energy
elemental that rules this ciry believes itself to be
Death, the end of all things. In truth, Death was
originally Lowellyn Dachine, a servant of Azalin
monstrously transformed in a test of the same
experiment that cloaked Il Aluk in a shroud of
undeath. Death thinks its destiny is to slay the
entire world, but Azalin stymies its plans and the
truth gnaws at its thoughts. (GAZ 11)

The Nocturnal Sea: The reclusive and pow-
erful necromancer Meredoth controls the Nocturnal
Sea from icy Todstein Island. Meredoth wants
nothing more than to be left alone with his soulless
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undead creations, including the insidious lebendtod,
but the passions and emotions of the living within
his realm continually distract him from his work.

Nova Vaasa: The serial killer and crime lord
Malken rules Nova Vaasa's underbelly, but he does
not truly exist. He is an ancestral curse, born of
jealousy and betrayal, handed down to the honor-
able Sir Tristen Hiregaard. Now the two entities
share a single body, caught in a struggle for domi-
nance that may never end. Malken detests Hiregaard
and all he stands for, but to destroy Sir Tristen is to
destroy himself. (SDR)

Richemulot: The cultured wererat rogue
Jacgqueline Renier rules these rat-infested cities, hav-
ing murdered their first darklord, her grandfather
Claude. Jacqueline is a scheming manipulator, but
she also possesses the capacity for true love. How-
ever, she iscursed toassume rat form in the presence
of anyone she loves, and the true object of her
affections proved immune to her lycanthropy be-
fore vanishing entirely. Jacqueline is both
surrounded by sycophants and utterly alone. (SDR,
GAZ I11)

The Sea of Sorrows: The ghost of the naurical
explorer Pieter van Riese sails these waters at the
wheel of his spectral ship, the Relentless. Captain

van Riese sacrificed the lives of himself and his
crew in an obsessive quest to find passage through
the arctic ice of his home world. Now he sails the
Sea of Sorrows, futilely seeking passage through
the Mists to reach the glory he thinks awaits him at
home.

The Shadow Rift: The shadow fey were cre-
ated by the Colossal outsider Gwydion, an eldritch
horror from the Plane of Shadow. When the shadow
fey fled from Gwydion's clutches through a massive
portal, Gwydion pursued them but was trapped in
the void between realities when his slaves col-
lapsed the portal behind them. The portal led to
Ravenloft; Gwydion was contained first as the
darklord of Arak, then of the Shadow Rift after the
tumult of the Grand Conjunction. A being of
unspeakable power, Gwydion still claws at the
walls of existence, seeking to free itself.

Sithicus: The traitorous and power-hungry
Vistana Inza Kulchevich earned damnation by mur-
dering her mother, betraying her tribe and leading
the former darklord of Sithicus to his doom. The
Night of Screaming Shadows was her doing, but it
claimed her humanity in the bargain. Inza is now a

creature of seething darkness, lurking unseen be-
neath her subjects. (GAZ 1V)
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Tepest: As young girls, the sisters Laveeda,
Leticia and Lorinda Mindefisk used their lies and
beauty to lure many a man to his death, after which
they would steal his coin and feed his flesh to their
unwitting family. When a handsome rake turned
the murderesses against each other, the Dark Pow-
ers gave them a domain to share and transformed
them into a covey of hideous, cannibalistic hags.
The Three Hags still use illusions and deceit to lure
young lovers into their clutches, but they cannot
hide their true, revolting appearance from each
other. (SDR)

Valachan: Baron Urik von Kharkov began life
as a simple panther. A spiteful wizard transformed
Urik into a cultured man, then had him fall in love
with a woman who had spurned the wizard’s ad-
vances. When the wizard withdrew his magic, the
panther slew its lover. When the mage made Urik
human again, Urik fled in horror. Entering the
Land of Mists, Urik surrendered his mortality to a
Kargatr vampire, vainly hoping to escape the an-
guish of his past. When Urik later fled Darkon, he
received his own domain. Von Kharkov is a feral
panther, a charming aristocrat and a fledgling
nosferatu all ac once, but he forever pines for the

humanity that he never had. (SDR, GAZ IV)
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Vechor: Long ago, the wood elf Easan stood
alone against the rise of a demonic tyrant. The
tyrant captured Easan and placed a demon’s spirit
in his soul to study the nobler aspects of his nature.
Slowly, the spirits of Easan and the demon merged.
As Easan’s attempts to save himself grew more
desperate, his experiments to study the immortal
soul became increasingly deranged. Today, Easan
the Mad still performs twisted scientific and arcane
experiments to manipulate the immortal soul, but
he can no longer remember why. (SDR)

Verbrek: Alfred Timothy, son of the former
darklord of Arkandale, is chief cleric of the blood-
thirsty Wolf God. Alfred is a fearsome werewolf in
his bestial forms, but slight and frail when human.
Alfred despises all humanity for the weakness he
sees in himself, but he cannot purge thar weakness.
Whenever Alfred indulges in his animal lusts, he is
forced back into his feeble human shape. (SDR,
GAZ V)

Che Clusters

It is common for the darklords of clustered
domains to share a common past or culture.
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Har’ Akir: Asamortal man, Pharaoh Anhktepot
was high cleric of Ra and unquestioned ruler of the
Black Land. Despite these blessings, he feared the
afterlife and used his empire’s resources to seek
immortality. As the years wore on, he turned
wrathful and razed many temples. For this sacri-
lege, Ra cursed Anhktepot; he would win
immortality, but not as he had hoped. When
Anhktepot’s priests struck him down, he could still
sense his surroundings as he was mummified and
entombed. Anhktepot is now an immensely pow-
erful ancient dead, but he slumbers for decades at a
time, risingonly in times of dire import. Anhktepot
longs to live just a few more years as a mortal man.

Pharazia: The beauteous, angelic Diamabel is
busy creating a new religion in his own image.
Once amundane desert nomad and son of a wealthy
sheik, Diamabel was repulsed by his own people.
As the leader of his tribe, Diamabel waged a brutal
cultural war, intent on wiping out all who did not
follow his creed. He believed that by “cleansing”
the deserts, he would hecome a being of light and
splendor. When the Dark Powers granted him a
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domain, his wish came true — by day. At night, he
becomes a winged, skeletal horror, a form no less
horrifying to him than to his people.

Sebua: The ancient dead Tiyet wanders these
wastes alone. Unlike Anhkrepot, she is still fair of
form, on the surface at least. Beneath her supple
skin, she remains as dry as dust. Born the daughter
ofaprince’sscribe in the Black Land, Tiyet seduced
and deceived her way to becoming the prince’s
First Wife. When the depth of her treachery was
uncovered, Tiyet committed ritual suicide to es-
cape the wrath of her husband and the gods. Tiyet
now haunts the desert, a lonesome creature driven
to feed on beating hearts.

Che frozen Reaches

Sanguinia: As a young man, Prince Ladislav
Mircea was as handsome as he was vain and selfish.
When a lethal plague ravaged his lands, Mircea
abandoned hissubjects, retreating to Castle Guirgiu
with his dearest friends to wair it out in splendor.
When disease penetrated the castle, Mircea had
his infected friends thrown over the walls. When
Mircea himself contracted the plague, he turned to
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a frantic study of alchemy and bodily humours,
attempting o save his own life with the unrainted
blood of his guests. When Mircea finally suc-
cumbed, he rose again as a vrykolaka, his mind
terribly intact. Mircea still lurks in his castle,
seeking an alchemical cure for undeath.

Vorostokov: Boyar Gregor Zolnik was once a
simple hunter, trying to find game to support his
village through a long and brutal winter. He dis-
covered a huge, mortally wounded black wolf and
remembered an ancient legend. Donning the wolf's
pelt and devouring its heart, Zolnik gained the
ability to take the wolf's shape. In this new form, he
downed much game, became a hero to his village
and won a wife, but the lycanthropic hatred and
hunger grew strong in his heart. When Zolnik
discovered his wife had been untrue, he slaugh-
tered her and her entire family. Eternal winter
settled overthe land. Zolnik still wants tobe ahero,
but now he can only feed his people with the
corpses of villagers who would not submit to his
control.

Che Shadowlands

Avonleigh: The tyrannical wizard Morgoroth
once ruled a vast empire, but he came to regret his

Hyonleigh
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evil ways. His power crumbled, so he created a
magic portal to a new world — a fresh start. He
entered the lands of the Circle a generation after
the War of Evil. There he met the last two
Shadowborns: the paladin Ferran and his sister, the
cleric Aurora. They forgave him his sins, but
Maorgoroth’s ill-fated love for Aurora tormented
him, and old foes pursued him. Morgoroth returned
toevil, slaying Ferran and abducting Aurora. When
the rest of the Circle rode to her rescue, he de-
stroyed them all. Morgoroth soon discovered the
Mists around his lands and found Aurora in stasis
within a crystal coffin. He tried to open another
portal to escape, but this one backfired, annihilat-
ing his body. The ghost of Morgoroth still haunts
Tergeron Manor, jealously guarding Aurora.
Nidala: Knight Protector Elena Faith-hold was
once a noble and true paladin of Belenus, who
fought beside the renowned paladin, Kateri
Shadowborn, in the Knights of the Circle. To-
gether, they led their forces to victory against the
armies of the incorporeal, demonic entity
Ebonbane. When Lady Kateri was mysteriously
assassinated shortly after the Heretical Wars, Lady
Elena launched a new War of Evil to wipe our all
malevolent forces everywhere. Her merhods turned
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bloody; her righteousness turned to wrath. As
Belenus abandoned her, the Dark Powers drew
close. Elena is now a blackguard, crushing the will
of her people. She still believes herself to be an
upstanding defender of good, but she is tormented
by moments of doubt.

Shadowborn Manor: This estate, which drifts
through the Phantasmal Forest like the nucleus of
an amoeba, is the prison of the demonic entity
Ebonbane, nemesis of Lady Kateri Shadowborn.
After she drove Ebonbane from her world in the
Heretical Wars, its last followers channeled the fell
spirit into a magic sword to strike her down.
Ebonbane won its duel with Lady Kateri, but the
Dark Powers trapped it within the manor grounds
with Lady Kateri's resolute spirit. Ebonbane is
consumed by the desire to destroy Lady Kateri and
all she ever held dear, Ebonbane is so powerful, that
should it ever shed the corporeal form that binds it,
the Dark Powers would not be able to contain its
spirit.

Che Verdurous Lands

Saragoss: Draga Salt-Biter, wereshark and cleric
of the Sailor’s Bane, began as a cabin boy. Pirates

Saragoss
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raided his ship, killed the crew and threw him to
the sharks as bait. Draga survived, but was secretly
infected with lycanthropy. Impressed, the pirates
accepted him into their ranks. After he had gained
their trust, Draga slew them all, then launched his
own long and brutal career of piracy. Draga’s ship
and crew are gone now, dragged to the bottom of
Saragoss. Draga’s curse terrifies him; he can no
longer breathe air, and every time he assumes shark
form, he permanently becomes more sharklike in
mind and body.

Sri Raji: Arijani is the high priest of Kali, a
rakshasa and a demigod, son of a human mother
and the deity, Ravana. Arijani was raised among
rakshasas, who ridiculed him as a half-breed. Arijani
despised his kind and betrayed them to human
hunters. Ravana sent an avatar to stop Arijani, but
the rakshasa used trickery to overpower his father.
Arijani drew a promise from his father — that no
rakshasa would ever harm him —and then slew the
avatar anyway. Arijani believes that Ravana has
imprisoned him in Sri Raji, and he worships Kaliso
she will free him. He is powerful and cunning, but
he can no longer walk among men; his illusions
always cloak him in monstrous forms.
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The Wildlands: A cruel and massive Croco-
dile, king of his kind, roams the swamps and rivers
of these untamable jungles. When humans first
came to the Wildlands, each animal gave Croco-
dile a gift of themselves to bolster his power, so that
he could devour the naked apes. Crocodile did as
he promised, but then used those gifts to prey upon
the animals themselves. Crocodile hates and fears
the naked apes, for prophecy claims that one may
someday destroy him. The Wildlands are no place
for mankind. Crafted goods break down, while
animals slowly gain Intelligence, as if affected by
the awaken spell.

Zberisia

Paridon: The hidden master of Paridon is the
dread doppelganger Sodo, who carefully wiped out
all the elders of his clan so he could rise to power.
The Dark Powers gave him the ability to mimic any
humanoid shape, but he can only hold those shapes
for a few moments at a time. Sodo is a sadist
addictred to dealing pain, but his touch heals wounds
and can even raise the dead. The “Bloody Jack”
killer that has stalked Paridon for generations has
been a series of doppelgangers, all wielding the

Fang of the Nosferatu (Chapter Five, “Cursed Arti-
facts”) on behalf of their lord.

Timor: The Hive Queen is an exceptionally
intelligent and powerful marikith queen, but she
was not always so. The Hive Queen was once a
lovely but heartless human princess. Her mother
was a greedy queen who had the city of Timor
constructed over a marikith hive solely to prove
that she could conquer her own fears of the horrid
creatures. The princess despised her mother and
had a wizard transform her into a marikith queen to
frighten her mother to death. The plot worked, but
the wizard betrayed the princess. Rather than a
mere illusion, her transformation was real and
irreversible. The Hive Queen is deeply ashamed of
her appearance, but her primary interests lie in
expanding the power of her brood.

Islands of Cerror

Bluetspur: This blasted realm is ruled by the
[llithid God-brain, a living conglomerate of thou-
sands of mind flayer brainsand an entity of immense
psionic power. No human knows exactly what
crimes the God-brain committed to earn its do-
main; perhaps no human could ever understand.
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The God-brain floats alone in a briny pool, far
beneath the surface, attended only by mindless
illithid tadpoles. More than anything else, the
God-brain desires experiences — to move; to
breathe; to truly live.
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G'Henna: The ancestors of Yagno Petrovna,
Prophet of Zhakata, survived the massacre at Castle
Ravenloft. They hid themselves away and isolation
led to inbreeding. Even Yagno's own kin considered
him deranged. As Yagno grew, he started to worship
an imaginary deity he called “Zhakata.” When he
attempted to sacrifice his sister’s newborn to this
Zhakata and was driven into the Mists, his delusion
became reality. However, Zhakata never answers
Yagno’s divinations or speaks to him in any way.
Petrovna is continually plagued by doubr.

Odiare: The bogeyman Maligno is the beloved
creation of the kindly and gifted, but deranged, toy
maker Guiseppe. A dread carrionette of unusual
intellect and guile, Maligno simply wants to be flesh
and blood, not wood and paint. Unlike other lesser
carrionettes, however, Maligno cannot transfer his
mind to a living body. Maligno adores children, who
treat him as though he were real, but he despises
adults and anyone else who sees him for what he is.

Rokushima Téiyoo: Shinpi Haki may be the most
impotent darklord ever known. In life, Shinpi was a
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ruthless warlord and daimyo who twisted the codes of
bushido tohisown ends. Over the course of hislife, Shinpi
carved out a mighty empire using treachery, murder and
despair to crush his foes. Before he died, Shinpi divided
thesixislandsofhisempire between hissixsons. Hisbody
had barely cooled before the Mists descended and his
sons turned on each other. When the first two sons died,
their islands sank into the sea. Daimyo Shinpi, now a
powerless geist, can only watch as his remaining sons—
Yoku, Yake, Yami and Yugami — destroy all that he
buile.

Souragne: Anton Misroi was originally a sorcerer
of minor skill and the owner of a large plantation.
When he erroneously came to believe that his wife
was unfaithful, he had herand herfriend dragged into
the swamps and thrown into quicksand. Misroi's wife
cursed him as she drowned — and then her corpse
resurfaced to drag him down to the same doom.
Misroi begged the heavens for salvation as he was
pulled under. When he remerged, he was neither
living nor dead: a zombie lord. For years, he haunted
the swamps, killing his former slaves and servants as
best he could. He also spied on the spirits of the
swamp, and from them, learned several forbidden
secrets. Misroi used those secrets to restore a sem-
blance of his humanity and to become a Lord of the
Dead, but he can never leave the swamp he calls
home. Misroi craves human contact; the workers on
his plantation are now all mindless, rotting slaves.
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avenloft blends the thrills and wonder
of classic sword-and-sorcery adventur-
ing with the looming dread of Gorhic
horror. The battle against evil in
Ravenloft can be daunting — even ter-
rifying — but it is not futile. Chaprer Six of the
Ravenloft Player’s Handbook explores the themes
and motifs of Gothic adventures. This chaprer isa
companion piece to that overview, delving into
the derails of DM tips you can use to evoke an
atmosphere of dread for your players while ensuring
that the game stays fun for everyone.

This chapter begins with “Crossover Cam-
paigns.” That section explores several methods of
incorporating Ravenloft elements into your ad-
ventures, whether you're running an entire
campaign in the Land of Mists or just looking for a
horrific change of pace.

Next, “Creating Atmosphere” examines vari-
ous ways to create an eerie and engrossing gaming
environment for your players. This section pre-
sents simple ways to tweak the d20 rules, notes on
roleplaying NPCs and advice on using music to
evoke the moods you desire.

Lastly, “Dramatic Techniques” provides two
stylistic tools — pacing and cut scenes — that any
Dungeon Master can use to finely tune the levels of
intrigue and suspense in her adventures.

Crossover Campaigns

[though Ravenloft isafreestanding cam-
paign world, nothing says you have to
use it that way. This section examines
several ways for you to use Ravenloft's
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horrors in your game.

’ .
Che Mists Campaign

The Ravenloft Player’s Handbook already
presents the Realm of Dread as a full, independent
setting, its ties to other worlds only as strong or as
tenuous as you desire. The default assumption is
that youwill be setting your entire campaign within
the Land of Mists, so you can find ample support for
this style of play in any Ravenloft sourcebook.

Thar said, Dungeon Masters running Mists
campaigns would always do well to remember a key
difference berween fanrasy and supernatural hor-
ror: the difference between the fantastic and the
unnatural. Both genres are home to mortal mages
who can command the dead to rise from their
graves; what distinguishes the two is the reactions

each strives to evoke. Fantasy seeks awe and won-
der; horror lends itself to outrage and disgust.

When running a long-term Ravenloft cam-
paign, always remember to maintain this sharp
contrast between the wondrous and the wrong.
Allow heroes to marvel at towering citadels, dis-
plays of magic and fantastic creatures. At the same
time use NPC reactions and the repercussions from
events in your game to hammer home that the dead
should not walk; men should not transform into
slavering beasts, and morrals should never play with
the toys of the gods. Accentuate the unnatural by
emphasizing the natural. For every prowling vam-
pire, remember the village of decent folk it preys
upon. For every tale of obsession and betrayal,
consider the families whose loving ties see them
through the years,

Should you neglect the lushly romantic as-
pects of Ravenloft, presenting the setting as an
unceasing parade of horrors or as a gruesome meat
grinder with which to destroy player characters,
then the unnatural becomes commonplace. The
sharp contrast of light and dark fades to gray, and
both horror and wonder curdle into grim resigna-
tion.

Che Weekend in Pell

You may not be interested in running full
campaigns of Gothic adventure. Indeed, other
settings, even other genres, may simply hold a place
of prominence within your heart.

Whart if you're in the mood for a Gothic
change of pace? Dow you want a chance to give
your players one taste of true horror, perhaps? The
Dark Powers are here to oblige. Their Realm of
Dread is a nexus of worlds, many of its domains
madeled on, or stolen from, the countless worlds
within its grasp.

For reasons known only to the Dark Powers,
the Mists sometimes reach out to snatch up out-
lander player characters, keeping them only long
enough for an advenrure or two before just as
inexplicably sending them home once more. Tra-
ditionally (and rather sardonically), these brief
jaunts to the Realm of Dread have been known
among Ravenloft’s design reams as Weekends in
Hell.

When running a Weekend in Hell adventure,
feel free ro accenruate Ravenloft’s horrific aspects
(just as long as you don't drive your players away).
You don’t need to worry about shedding light on
Ravenloft’s “good side,” because your outlanders’
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home world already provides a sharp contrast with
the claustrophobic and forlorn Land of Mists. In
fact, when running a Weekend in Hell scenario,
you only need to consider two things: Getting the
heroes into the Mists and getting them back out.

Spirited Hway

The Mists of Ravenloft can capture any mortal
in their rendrils, regardless of its power, and they
can reach into any world that has ever felt a shiver
ofdread. In fact, many of the darklords of Ravenloft
originally hailed from distant worlds. Therefore,
the Mists provide a ready-made excuse to pull your
outlander player characters into Ravenloft for a
session of horror gaming. Of course, the Mists can
also appear within a Mists campaign to draw native
heroes into distant domains.

Why the Mists abduct certain people and not
others is a mystery. Sometimes they seem to have
specific goals in mind for those they snatch away,
yet at other times it appears to be a completely
random event. Whether the Mists have a specific
purpose in mind for your characters is up to you.

Of course, using the Mists is a big hint that the
characters are headed to Ravenloft. If you prefer to
keep things more mysterious, the Mists may mani-
fest asa blinding storm or heroes may enter one end
of a tunnel in their world, emerging from the other
end in Ravenloft. Whenever a character passes
through any kind of portal or barrier, be it walking
through a door, waking from sleep or just dunking
her head under the surface of a cool mountain pool,
she may find that she has not emerged where she
expected to be. _

Heroes may even become Mist-led in their
home worlds, not noticing as the terrain around
theircampground slowly fades away. If they emerge
into adomain culturally similar to their home, they
might even wander for weeks before realizing how
far from home they truly are.

Portals, Magic and the Planes

The Mists of Ravenloft also linger in the
places between places. Whenever heroes use magic
portals or teleportation spells, the Mists may divert
their journey. Planar travelers are also at risk,
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though the Mists usually seem to ignore the Outer
Planes. Wanderers who find their way to the Deep
Ethereal must also beware. The Realm of Dread
prowls eternally through that hidden plane, that
bottomless sca binding the Near Ethereal of every
mortal world. One moment, a planar traveler may
be floating through the featureless fog of the Deep
Ethereal; a moment later, she may find herself
rudely dumped into one of Ravenloft’s domains,
with just a few wisps of mist dissipating around her
heels.

Conjunctions

Conjunctions are the inverse of being spirited
away. Rather than dragging the characters into
Ravenloft, a piece of Ravenloft comes to them.

Sometimes, a sliver of the Realm of Dread is
superimposed on another world, The original land-
scape vanishes, replaced by that of one or more
domains. No one knows where the original terrain
goes during its time of displacement, but some sages
speculate that it may be drawn into the Mists,
replacing the lands missing from the domain. Where
once stood nothing but a barren hill, travelers
might now see a ruined tower, a regal manor or an
entire town— and vice versa. This rare, unpredict-
able eventisknownasaconjunction. The cataclysmic
Grand Conjunction of 740 BC stands as the most
notorious example of this phenomenon. Had the
Grand Conjunction not collapsed, the Realm of
Dread would have turned itself entirely inside out,
casting its domains to the Material Plane, while
drawing the Material Plane into itself.

During a conjunction, individuals may freely
walk between the original world and the section of
Ravenloft that appears, but they should be cautious
in doing so, for conjunctions are always temporary.
Eventually, the piece of Ravenloft vanishes, and
the original landscape is restored, unchanged. Those
who are in the piece of Ravenloft when it vanishes
find themselves trapped in the Land of Mists.

While spiriting your characters away provides
your outlander PCs with a chance to interact with
Ravenloft, a conjuncrion lets your entire campaign
world interact with the Realm of Dread. Soldiers
from Falkovnia or werewolves from Verbrek might
invade your characters’ homeland, or the ruler of
their home might find herself abducted by a
Barovian vampire because she reminds him of his
long-lost love. The possibilities are endless, and
once the adventure is over you can banish the
tendril of Ravenloft back to its misty confines.

Escaping the Mists

Of course, once the adventure (or group of
adventures) is over, you need a way to return your
outlander characters to their homeland. The Mists
free their prisoners only when the Dark Powers
command it, and the Dark Powers follow your
commands. Thus, ultimately, all escape routes from
Ravenloft boil down to the will of the Dungeon
Master.

Should you decide to end your players’ time in
the Realm of Dread, you have several options at
your disposal. The Mists might simply deposit the
heroes back home after their harrowing adventure,
perhaps after they perform some virtuous and note-
worthy deed, such as destroying adarklord or lifting
acurse. Time flows strangely in Ravenloft, so when
the heroes are freed, they could, conceivably, be
sent to any place and any time on the Marterial
Plane. Indeed, many outlanders are returned to the
exact time and place they first entered the Mists,
regardless of how many months, years or centuries
may have passed for them in the meantime.

If the Mists are not so kind, the Vistani might
be able to return the characters to their homeland,
forasuitably epic price. A few darklords even claim
to have discovered secret exits, though of course
they cannot use them for themselves. These
darklords may offer to reveal their secrets in return
for unthinkable services — whether or not their
claims hold any truth.

Failing that, the heroes may choose to seek out
conjunctions, hoping to find one that can carry them
home, or they may search for one of a handful of two-
ways portals rumored to exist. However, escape is not
as simple as that. In truth, no permanent portals exist
offering true escape from Ravenloft, but afew tempo-
rary gates to the Material Plane do exist. These gates
remain closed, intangible and undetectable, except
for specific triggering conditions. These triggers may
include dire prophecies, complex rituals or astra-
nomical events such as eclipses or falling stars. Other
triggers may be even more esoteric. According to
legend, one gate can be found within Castle Hunadora,
former home of the darklord Duke Gundar, bur it
remained open only as long as the floor was kept wet
with the blood of Gundar or his kin.

If the Mists do not simply free outlanders, then
their quests for escape are always arduous and often
futile. The search for a passage out of Ravenloft has
formed the central motivation of many an out-
lander campaign.
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Optional Rules: Canguage Barriers

As mentioned in the Ravenloft Player’s Handbook, no Common tongue is spoken in the Land

: of Mists. In a Mists campaign, where the heroes can contrast unwelcoming foreign realms with the
comforts of their homelands, the lack of widespread languages can be a useful tool to socially isolate

the PCs. However, if the heroes have no grasp of the local language — a situation that outlanders are

likely to encounter — their complete alienation can quickly become counterproductive. Heroes
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\ unable to communicate will likely be unable to understand the events occurring around them. Clues
4 become useless, investigations are rendered all but impossible and carefully structured plots degener-
ate into a bewildering string of inexplicable events.
i If language barriers are threatening to become a serious problem for the outlanders in your game,
g the following options may provide solutions.
No Change: The heroes must sink or swim based on their ability to improvise means of
* communication. Using this option, the “default” for the Ravenloft setting, spells such as comprehend
! languages and tongues become far more important for outlanders and wide-ranging heroes. If such
magic is not available, you may want to provide a helpful NPC who can act as a translator. The NPC
may befriend the PCs, perhaps she too came from their homeland, or she may be a professional guide,
forcing the heroes to pay for her services.
Local “Common”: When outlanders enter the Realm of Dread, allow them to discover that their
“Common” is known here as the local domain language. For example, outlanders who enter the Mists
in Mordent may find themselves fluent in Mordentish (or rather that the Mordentish speak
Common), allowing them to get their bearings before continuing on to more exotic lands. Other
domain languages remain just as inscrutable, however. This option is particularly effective if you select
a domain that shares other cultural traits with the outlanders’ homeland, perhaps hinting that the
domain’s darklord was also drawn from their world.

“Common” is Common: If language barriers are simply causing more trouble than they're worth,
as can be the case in Weekend of Hell scenarios, simply add the Common tongue back into the setting.
Moast NPCs are again able to communicate with the heroes, but they may still revert to their local
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\ domain language when making private, suspicious asides to their kinsmen.
¥ 5
/
|
b
'
I
4

Using Bonus Languages

Characters from culturally isolated lands (be they Islands of Terror or simply remote villages) may
begin the game fluent only in their native domain language, regardless of their Intelligence score. If
acharacter leaves her bonus language “slots” empty, she can later fill those slots through total cultural
immersion, allowing her to learn languages without having to expend skill points. The player should
state her intent to use the “total immersion” technique whenever she wishes to fill one of her empty
bonus language slots. Once a character decides to learn a language, each month she spends immersed
in a foreign culture entitles her to an Intelligence check (DC 25) to learn that culture’s language. Each
additional month the character spends studying the local tongue (which she can do while engaged in
otheracrivities) grants her a cumulative +1 competence bonus on the Intelligence check. (Thus, after
six months of immersion, the check drops to DC 20.) Of course, this process can be time-consuming,
but characters can always learn languages more quickly by spending skill points as normal.

Example: Casidhe hails from the village of Briggdarrow in Tepest. Although she has an
Intelligence score of 17 (granting three bonus languages), she grew up with minimal exposure to
foreign folk and thus begins play fluent only in Tepestani. If she later travels the Core, she can learn
up to three additional languages simply by interacting regularly with the local populace. Aftershe uses
total immersion to fill her three bonus language slots, however, she must spend skill points to learn
further tongues.
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Bringing the Dorror Pome

A third option is to simply incorporate pieces
of Ravenloft into your own campaign world. Few
campaign settings are mapped out in their entirety
and thus provide plenty of room for bits and pieces
of Ravenloft to intrude. The various domains of
Ravenloft are, in many ways, worlds unto them-
selves, and you can usually remove them from
Ravenloft and place them in your campaign world
without doing them harm. Don’t hesitate to think
of Ravenloft accessories as a toy box filled with
horrific rules, locales, NPCs, monsters and more to
add to your preferred settings. Cannibalism is a
time-honored DM tradition, after all.

Creating Htmospbere

avenloft is a campaign setting that fo-
cuses heavily on mood, atmosphere and
tone. [t isimportant not just to create an
atmosphere of darkness, but one charged

g

-~

with emotion. Ravenloft isn't simply

about terror. It is about tragedy, triumph and re-
demption; it embodies good and evil, love and
hate, justice and cruelty.

Creating such a strong emotional atmosphere
can be challenging. After all, you are trying to
instill excitement and horror, not just in the char-
acters of the campaign, but in your players as well.
You aren't just trying to appeal to any audience;
youare trying to affect the emotions of your friends,
the people who may know you better than anyone
else in the world.

Ravenloft’s unique atmosphere and the emo-
tions it evokes distinguish it from other fantasy
games. This section helps you find ways to create
the dark moods and eerie atmosphere of Ravenloft.

Chirteen Cips for Cension

Below is a list of tips and tricks that Dungeon
Masters can use to enhance the levels of suspense
in their games. Not all these tips will be effective
for every group, and many of them are subject to
the law of diminishing returns: the more you use
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them, the less effective they are going to be. Experi-
ment with these tips, find the ones that work best
for you and your players, and don’t hesitate to
develop your own methods that best fit your style
and campaign.

One thing to remember is that roleplaying is a
cooperative experience, not a competitive one.
Ravenloft puts a lot of power and responsibility in
the hands of the Dungeon Master, and the stated
goal to “Make things scary!” can be an intimidating
one. In the effort to craft a frightening adventure,
it can be tempting to be heavy-handed, and some
Dungeon Masters come to the mistaken conclu-
sion that the best way to run a horror campaign is
toabuse the players. Some of the rips below encour-
age hiding information from the players in order to
keep things suspenseful, but you should endeavor
to be honest even in your secrecy. Arbitrarily
punishing player characters for using their class
abilities or fudging die rolls and stats so that the bad
guys always win is going to frustrare players quickly.
Even inRavenloft, fun is more important than fear.
These tips are designed to help make your adven-
tures more frightening for the players, but if you
find that any of them are making the players more
frustrated instead, it's time to stop using them.

1. Remove Distractions

Some groups like to set a mood when they
play: turning down the lights, playing by candle-
light and so forth. Whatever environment you find
conducive to roleplaying is fine, but before you
worry about using more advanced techniques to
maintain a horrific atmosphere, the most basic and
important thing todo is to remove any distractions.
Turn the relevision off, try to avoid unrelated
conversations and remove anything else that might
pull your players’ minds out of the game.

I1. Bide the Mechanics

James' rogue, Vandel, is ambushed by a broken
one. David, the DM, checks his notes: Vandel has an
AC of 17. David rolls for the broken one’s two slam
attacks: a 15 and a natural 20. Rerolling the critical
threat for an 18, the broken one has scored a near miss
and a critical hit. The DM volls damage: 10 points,
leaving an already-battered Vandal with just 9 hit
points left. David relays the results to James:

DM: The creature lashes out with its misshapen
hands. One claw barely misses your throat, but snags
onyour collar. In thatmoment, the shaggy monstrosity’s
other paw brutally smashes you across the jaw! Searing
pain shoots through your face; you can taste hot blood
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in your mouth. The force of the blow knocks you free
of the creature's grip again as your collar uselessly tears
away, but you know you can't survive another hit like
that. James, you're up. What do you do?

An important part of building tension is the
maintaining of atmosphere, and phrases such as
“saving throw,” “artack bonus,” and “Hit Dice” can
make it hard to retain a believable atmosphere of
horror. Whenever possible, let the game mechan-
ics remain invisible. For example, don't refer to the
Mummy King’s high Armor Class; describe the
unnatural durability of his undead flesh instead.
Don't tell players the DC of their saving throws or
ability checks; just let them roll and tell them if
they succeeded or failed. This can turn every com-
bat into a mini-mystery, as the players spend the
first few rounds working out their foes’ defenses
through trial and error.

Perhaps the most dramatic possibility is to
keep track of the player characters’ hit points
yourself. Don’t let the players know exactly how
many hit points their characters have left. Instead
of telling them to deduct 8 hit points thanks to the
mummy’s backhand, provide a colorful description
of the blow, including how forceful it was and how
much pain it caused and let the player guess exactly
how much damage was done. Be prepared to give a
playera general, descriptive reminder of her health
whenever she asks, however. A hero who's only
lost a few hit points might just be “a little ractled,
with a few scrapes.” If a hero is down to her last few
hit points, you might say that “her limbs are stiff
and her vision is swimming, as she struggles against
the pain to stay on her feet.”

Ultimately, this tactic’s goal is simply to en-
courage the players to think about their characters
in descriptive terms, rather than raw numbers.
Hiding the mechanics has the added bonus of
leaving your players uncertain about the exact
capabilities of the foes they face, and nothlng adds
tension like uncertainty.

IT1. Pbantom Dice

DM: You discover a narrow stone staircase
curling down into whatever dark chambenrs lie beneath
the ruined abbey.

Carissa: “Whatever that thing Marik saw was,
it must have gone down here. I will go first.”

The DM checks hisnotes. The staircase is cramped
and shadowy, but neither trapped nor guarded.

DM: All right. Before you start down the stairs,
though, give me a Spot check.
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Perilous

Ravenloft is a realm of Gothic adventure;
though heroes can expect to be regularly terrorized
by their foes, they should be capable of striking
back against the darkness. Adventures where he-
roes have to hack their way through a clutching
mob of the walking dead have as much place in
Ravenloft campaigns as the slow and considered
exploration of a vampire's mausoleum. That said, if
your PCs have started to greet onrushing horrors
with a jaded yawn, you might want to experiment
with methods of making combat more lethal. The
Thirteen Tips for Tension present ways of creating
a threatening atmosphere within the existing d20
framework. The rules provided in the next few
sidebars present optional changes to those rules.

As always, you should discuss new rules with
your players before introducing them in your game.
The goal is to make combat more thrilling for the
heroes, not to inadvertently convince your players
that you're stacking the deck against their characters,

Option One: Cower the Chresbold

If a creature suffers damage equal to the massive
damage threshold (PHB, Chaprer8, “Injuryand Death,”
Loss of Hit Points) in a single attack, it must succeed at a
Fortitude save (DC 15) or be slain outright.

One of the simplest and most effective meth-
ods of increasing the danger to PCs is to lower the
massive damage threshold. At its default level of 50
points, mid-level heroes can wade into most battles
with confidence. The lower you set the threshold,
however, the more the heroes need to worry about
a single, lucky shot striking them dead.

If you reduce the massive damage threshold 1o a
mere 10 points, the heroes become dangerously fragile.
Regardless of a character’s level or hit points, virtually
any foe suddenly has the chance to tear out her throat
with asingle attack. Combat ina “threshold 10" game is
very lethal, so you should expect your players to avoid it
atevery opportunity. Character classes geared for battle,
such as fighters and barbarians, will be much less attrac-
tive than classes that shine outside of open combat, such
as rogues and bards.

To create the balance between menace and
thrilling action called for in Gothic adventures, we
recommend setting the massive damage threshold
at 25 points. In a “threshold 25” game, minor foes
won't deliver instant kills, giving the heroes the
confidence they need to face their enemies. How-

ever, heroes may have think twice before approach-
ing a powerful menace.

Some creatures, primarily constructs and the
undead, are not subject to massive damage, regard-
less of where you set the massive damage threshold.
Thus, the lower you set the threshold, the more
powerful you will make these creatures in compari-
son to the PCs.

Keep in mind that this option is most influential
while the player characters are in the mid-levels. At
starting levels, any attack that deals massive damage is
likely to wipe out a character’s hit points, killing her
whether or not she makes her saving throw. Conversely,
atthehighestlevels, heroes willusually be able tosucceed
at the Fortitude save, dampening the danger.

Option Cwo: Drag Chem Down

The default d20 rules allow characters to keep
fighting at their full abilities right down to their last
hit point, proving a basis for extremely heroic,
“cinematic” combat. Another method of making
players more wary of combat is to impair their
character’s ability to function as they near death.

Using this option, a character must make a
Fortitude save (DC 15) when he drops below half
his total hit points (do not include temporary hit
points in this total). If the creature fails this saving
throw, then a combination of pain, anxiety and
fatigue causes him to suffer a —1 circumstance
penalty on all attack rolls, ability checks, skill
checks and saving throws. If the character drops
below one-quarter of his normal hit point total, he
must succeed at another Fortitude save (DC 15) or
the circumstance penalty increases by -1 (toatoral
of =2 if both saves are failed). These penalties go
away as the character recovers hit points.

Creatures ignore these penalries if they either
have no Intelligence or no Constitution score, are
not subject to critical hits or massive damage or are
immune to pain or stunning effects. Thus, while a
single lucky stab at a barbarian’s arm may impede
her for the rest of the fight, a shambling golem or
dripping ooze can battle on unhindered to the end.

As opposed to lowering the massive damage
threshold, thisoption’s effects manifest more evenly
across the levels, but keep in mind that it too gives
creatures such as constructs and undead a distinct
advantage. It also increases the importance of
healing magic in your campaign, since the PCs
survival often depends on keeping their hit points
replenished.
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Patrick: All of us?

DM: No, just Seriah; she's the one in front.

Carissa: Okay. [Rolls.] I got a 22. What does
Seriah see?

DM: [Pausing to scribble in his notes, then
sounding guarded.] Hmm. You don’t notice anything
out of the ordinary,

Carissa: Oh. Maybe Marik should go first?

Dice rolling can detract from atmosphere as
well, but it’s a simple matter to turn things around
and have it work in your favor. By having your
players make meaningless die rolls and allowing
them to think that the rolls have meaning, you let
the players’ imaginations create tension for you,
Have the players make Listen or Spot checks
without telling them why, and don’t tell them if
they succeeded or not. Roll dice behind your screen
when a player declares an action, pretend to make
note of the results and refuse to elaborate on what
the roll meant.

Overuse of this technique can grow tiresome,
but when employed judiciously it can give your
players enough paranoia to make the actual threats
that much more frightening.

| IV. Death Be Not Proud

| This is a crucial tip on what not to do. Some
DMs believe that the key to horror playing is a high
body count, but using character death asa means to
| create tension is almost always a bad idea. Don’t
‘ make your adventures a contest to see who can go
the longest without dying. In fact, the more fre-
quently you kill off the PCs, the less your players
will emotionally connect with their characters. If
you feel a fiat death is the best way to accentuate
the terror of a situation, sacrifice an NPC to the
moment. Of course, Ravenloft wouldn't be very
scary without the threat of death, so don’t be afraid
toface your players with potentially lethal encoun-
ters. Just make certain that you always give thema
fair, fighting chance, and remember that it’s impos-
sible to frighten a dead man.

V. Cosmetic Changes

Experienced players are often familiar with
the exact capabilities and vulnerabilities of the
monsters that cross their paths. You don't need to
constantly create new monsters to throw a little
fear of the unknown into them, however. All you
have ro do is make the familiar seem unfamiliar.
Changing a monster’s appearance, environment
and habits can make the players uncertain of what

they face, and you don’t need to change the
monster’s statistics at all. The caliban is one ex-
ample of an old creature (the half-orc) given new
life by a simple change in presentation.

For another example, consider the cloaker.
Using simple descriptive changes, or with just a few
minor tweaks to its game statistics, you can make
the cloaker asheet of flying, animated flesh created
by a mad necromancer, an amorphous mantalike
creature from the bottom of the sea or a furry bat-
thing lurking in the treetops. All these descriptions
can use the cloaker's statistics with little or no
modification, but the resulting horror may well be
unrecognizable even to your most jaded players.

VI. By Hny Other Name

DM: As you round the comer, several skeletal
corpses pry themselves from niches in the catacomb's
walls. Their skulls turn to glare at you in unison, and
they all start shambling in your direction.

Carissa: Seriah can handle a few skeletons.
“Stand back!"

Carissamakes a turn check for her cleric and adds
up her turing damage. The DM notes the results.

DM: Good job! All but one of the skeletons shy
away, throwing their bony hands across their fleshless
faces. They're already starting to retreat. Patrick,
Marik is up.

Patrick: Onlyone left? No problem. Marik steps
forward to strike it down.

DM: Okay; roll to hit,

Patrick gets atotal of 16, no match for this skeletal
ancient dead's AC of 21.

DM: Your sword skitters down the corpse’s ribs
without cracking any of them. As you realize this
skeleton is tougher than it looks, it looses a hollow,
echoing cackle as it strikes back. ...

This tactic is a variation on cosmetic changes
and hiding mechanics, but is worthy of its own
mention: Never call a werewolf a werewolf if you
can call it something else more evocative and
mysterious (though without lying). Once you iden-
tify a creature as a “werewolf,” it's defined, and the
player characters dutifully break out the wolfsbane
and silverware. Instead, describe its appearance,
relaying only what the heroes’ senses can tell them,
without resorting to definitive identifiers. Don’t
call it a lycanthrope; call it a “huge, twisted beast,
shaped in mockery of a man but with a wolfen
mien; it is covered in heavy fur, and vicious teeth
fill its slavering maw.” Faced with this wolf-thing,
the player characters can plainly see the threat
before them, but they cannot be sure what the
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threat actually is. It might be a werewolf, but it
could also be a wolfwere, some kind of gnoll oreven
awizard employing a polymorph spell. Until you tell
the players what it is, they can’t be certain, and
uncertainty is the mother of suspense.

VII. Getting Personal

During their adventures, the player characters
should have the opportunity to encounter charac-
ters they like: friends, family, allies, romantic
interests and so on. These emotional entangle-
ments are a prime way to get the proper level of
tension in subsequent adventures, When a close
friend is abducted by a madman or dominated by a
vampire, the personal investment makes matters
significantly more urgent. However, never forget
that these allies should act as moral support for the
heroes and should be full characters in and of
themselves. Placing allies in danger too often risks
reducing your NPCs to nothing more than serial
victims. Should an ally actually betray the heroes,
expect a struggle to restore the players' trusting
natures. You don't want to inadvertently punish
your players for forming in-game relationships, but
as an every-once-in-a-while motivator, it’s hard to
beat.

A closely related tactic, but one thar carries
much less risk of backlash, is simply to identify the
players with their characters during your game
sessions. To be clear, this is not to suggest that the
players exist in the world of Ravenloft. It's simply
a way to make the events that characters experi-
ence seem more immediate and exciting to the
players. Encourage the players to do this as well, as
long as they're comfortable with it. Rather than
saying, “The ettercap lunges at your bard,” say,
“The ettercap lunges at you.” This simple change
in pronoun use places your players rightat the heart
of the action.

VIII. Che Cicking Clock

Nothing adds suspense like the tick of asecond
hand. Giving the player characters a time limit in
which to accomplish their goals adds a sense of
urgency that makes every encounter more fright-
ening (as well as limiting the heroes’ ability to take
20 on many checks). It's best to express the time
limit in game time rather than real time, as the
players need to have the opportunity to freely
express their characters’ actions. By scrupulously
keeping track of just how long the PCs’” actions
take, you will be adding a whole new level of
tension to the proceedings.

Rest and Restlessness
Given the choice, every hero would face her
foes while fully rested and ready for action. Sadly,
the forces of evil are seldom so accommodaring.

| Sleep

—

Victims are never so vulnerable as when they
lie in slumber. A sleeping creature is considered a
helpless defender (PHB, Chapter 8, “Combat
Modifiers”). Sleeping creatures are aware of their
surroundings, butonly dimly. Assume thatasleep-
ing creature is raking 10 on all Listen checks and
“taking 1” (adding +1 to the check rather than
rolling a die) to all Spot checks. A sleeping char-
acter who succeeds at either check is roused by the
nearby activity and awakens. Once awake, a char-
acter needs to spend a standard action to get her
bearings before she can act.

Staying Hwake

Sometimes, particularly when facing a “Ticking
Clock” (see text), a hero may need to carry on in the
face of her worsening physical and menral exhaus-
tion. After a full night’s rest, a character can remain
active for 16 hours (20 hours for elves) before tiring.
At the end of that period, she must succeed ar a
Fortitude save (DC 15) or become fatigued (PHB,
Appendix, “General Guidelines and Glossary”). If
the character decides ro stay awake, she must make
another Fortitude save every four hours. Each succes-
sive saving throw increases the DC by a cumulative
+2. For example, a human resisting sleep makes
Fortitude saves at DC 15 after 16 hours, DC 17 after
20 hours, DC 19 after 24 hours, DC 31 after 48 hours
and so forth. The Endurance feat grants its +4 bonus
on these saving throws.

A fatigued character who fails a second
Fartitude save to stay awake becomes exhausted
(PHB, Appendix, “General Guidelinesand Glos-
sary”). Each time an exhausted character fails
further Fortirude saves to stay awake, she suffers
a cumulative =1 penalty on all atrack rolls,
ability checks, skill checks and saving throws for
each failed saving throw.

In addition, whenever an exhausted character
experiences a calm, quiet moment of rest, she must
succeed at a Concentration check to avoid falling
asleep. The DC of this check is 10+2 for each
Fortitude save the character has made to stay awake,

All penalties for lack of sleep return to
normal after a full night of complete rest.



For examples of situations where time is of the
essence, consider heroes trying to reach the master
vampire's coffin while sunset steadily approaches
or fighting their way through fanatical cultists
while the high priest conducts asummoning ritual.
The ticking clock also works in the long term. Keep
a campaign journal, using it to track not only
information such as the heroes’ exploits, dates for
Horror or Madness recovery checks and the like,
but also sunrise and sunset times and the lunar
cycle. (Any farmer's almanac can provide this
information for you.) The nights grow long in the
Core, plunging the land into as much as sixteen
hours of darkness at midwinrter. The vampire hunt-
ers among your PCs will soon come to dread the
ebbing days of autumn, while afflicted lycanthropes
will keep a wary eye on the waxing moon.

IX. One Pand Cied

The heroes have taken shelter from an unexpect-
edly large band of goblins within a claustrophobic cairn
in the Tepestani hills, splitting up to guard both en-
trances. Unfortunately, none of the PCs have noticed
that the cairn itself is of goblin design....

DM: ... And yet another goblin marauder falls to
Marik’s blade! At this rate, you can tell that these
raiders would need to be pretty lucky to get a spear past
your full plate.

Patrick: Good, good! 1 glance back down the
tunnel and yell out to the others to see if they need any
help at their end.

DM: You do that, but you twrn just in time to see
something silently gliding up the tunnel toward you. It
has the same silhouette as those degenerate creatures
outside, but its form is luminous, transparent and
indistinct. All you can make out clearly is the hatred in
its burning red eves.

The DM rolls for an attack and scores a hit.

DM: Before you can react, the spirit reaches out
— and sinks its knobby hand into your chest, passing
through your armor as if it weren't even there! Make
a Fortitude save.

Patrick: Uh oh.,

Players know what their characters are good at
and what they are bad at, and they naturally try to
place their characters in positions where they can
excel and avoid situations where they will have
difficulty. One method of adding suspense to an
encounter is to place the characters in a situation
where their strengths are worthless and they must
fall back on less developed abilities. A party that
prides itself on its power in combat is going to be
less comfortable with an encounter where stealth is
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required to prevail, while a group with impressive
spellcasting ability is going to be nervous if depos-
ited in an Island of Terror where magic doesn't
work. Like many of the tips in this chapter, this
tactic should be used with care; by making a char-
acter with specific capabilities, a player is making
it known that she wants situations in which those
capabilities will be useful. Don't take the heroes
out of their element too often, just often enough to
keep them on their toes,

X. Che hidden Weakness

Few gaming styles can ruin suspense more
than a full-tile, head-on, sword-swinging charge
through an adventure. Suspense needs time to
build, and that means your players should be en-
couraged to be patient and take things a step at a
time.

One method of doing that is the hidden weak-
ness. For example: The heroes are faced with an
evil ghost that is impossible to harm by conven-
tional means; their mightiest weapons and magic
do nothing to it. Forced to pull back, the player
characters begin a closer investigation of the
haunted house and the village it lies in. Eventually,
by talking to the local doctor, they discover the
ghost was murdered by arsenic poisoning. The next
time they face the spirit, their weapons are smeared
with arsenic, and the ghost falls, its hidden weak-
ness exposed.

Damage reduction, a common special quality
among monsters, implicitly encourages this concept.
For example, silver weapons cleave neatly through
many lycanthropes’ flesh, but most of the damage
dealt by other weapons is absorbed harmlessly. The
revised Dungeons & Dragons rules have reduced
damage reduction ratings across the board, but in a
Ravenloft campaign, you may wish to increase crea-
tures’ existing damage reduction by +5 (thus
increasing 10/silver to 15/silver) or to bolster their
supernatural defenses. We recommend that you only
increase a creature’s damage reduction if some kind
of nonmagic weapon can pierce its defenses; a crea-
ture vulnerable only to powerful magic may well
leave heroes with no choice but to flee.

The hidden weakness has the added bonus of
encouraging the player characters to learn more
abourt the villains they fight, which always makes
for more interesting adventures. As an aside, char-
acters should get at least as much experience for
defeating a foe with their wits as they get for
bashing it to death.
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XI. Use All the Senses

To perk up his players, the DM has decided to

spice up an otherwise uneventful overland trek with an
encounter with a dread troll.

DM: As you hike through the woods, you come
to a small stone bridge spanning a wide gully. The
bridge is crumbling and mossy; considering the over-
grown wagon trail that crosses it, you would guess it
hasn’t been maintained in years. For a while now, the
crunching of the leaves under your feet has been
bothering you, but only now do you realize why. The
crunchingisn’tunusually loud , but the rest of the forest
has fallen silent. The only sounds are those of your own
movements and the subdued burbling of the creek
before you.

James: Does the bridge look safe? How big is this
gully, anyway?

DM: The bridge seems solid enough. The gully
looks to be about 20 feet across. You peer over the steep
edge and see that it's about 10 feet deep. Shallow,
muddy water at the bottom ripples as it flows around
anumber of pale, rounded stones poking up out of the
creek bed. Younotice a faintly stale, acrid scent in the

air. The creek smells stagnant, even though you can
see the current.

James: Hmm. “Let’s not get our feet wet, guys.”

Carissa: “Come on, let's keep going.” Twill walk
carefully to keep my footing.

Patrick: “Ladies first! I will be right behind
you."

DM: Fair enough. Seriah’s about halfway across
the bridge, when a long, warty green arm suddenly
lashes up from the shadows beneath the bridge, its
clawed hand slapping against the stone with a wet
smack. A damp-looking creature pulls itself into view,
grinning up at you all with a wide maw of yellowed
fangs. “A toll for my bridge,” the creature snarls, its
voice sounding like metal scraping on metal. “A skull
for my toll. It matters not whose, but quickly now
choose!”

If you want to keep your players engrossed in a
scene, make sure you describe the heroes’ sur-
roundings in detail; not just how things look, but
also how they feel, sound and smell. If you can
subtly hide clues of hidden dangers within your
descriptions, your players will kick themselves later




b

for not picking up on the warnings. Fot example, if
the heroes are checking into an inn run by preda-
tors that use it solely to lure in their victims, you
might mention a coating of dust on the bed sheets
— a hint that no guest has actually slept here in
some time.

Props are another good way to engage the
players’ senses. Instead of reading what a note or
journal says, hand them a note and let them read it
for themselves. Don't go crazy with props, though;
rubber spiders and silly string are not going to make
adventures more suspenseful.

XII.H Pouse Divided

The player characters are strongest when they
stand as a unit. Fear comes from being in a position
of weakness. Separating the player characters and
having them face individual menaces while they
try desperately to reunite can deliver plenty of
suspense. The game’s class system strongly supports
this tactic; each character has areas of expertise
and areas of vulnerability. Only when the heroes
work as a group can they combine their strengths to
counter their weaknesses.

PCs can become physically separated, or they
can be mentally separated, although they remain
together as a group, devious foes may find ways to
turn the heroes against each other. Domination
magic and shapechangers such as doppelgangers
are particularly effective at eroding party unity. On
occasion, a strongly motivated foe may be able to
divide the party’s loyalties simply by arguing and
defending her position; this is most effective when
the villain's twisted actions are intended to pro-
mote some “greater good.”

If you're physically separating the heroes, you
usually don’t need to separate the players them-
selves. In fact, doing so can prove irritating; players
like to be privy to the ongoing action even if their
characters aren’t. Don't split the party too often or
for too long, as the technique requires a lot of
jumping from scene to scene that can detract from
the mood if done in large doses. In fact, serious
overuse of this tactic can result in paranoid players
who are aghast at the thought of “splitting the
party” for any reason.

XIII. Changes of Scenery

Whether your game focuses on native heroes
or outlanders, it’s often a good idea to give your
campaign a solid grounding in a specific location
before sending the party to all ends of the Land of
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Mists. Not only does it give your settings a richer
background and a base for the heroes, it enables you
to use changes of scenery to throw the characters
off guard and make adventures more unsettling,
again contrasting the unnatural (or merely exotic)
with the familiar. If your campaign kicks off in
Mordent, for example, run several adventures in
Mordent and let the players grow accustomed to
that environment before widening your scope.
When the Mists swoop in and drop them in
Har'Akir, they will have quite a few adjustments to
make before they get their bearings. If you use this
tip, the courteous thing to do is to drop the charac-
ters back in their preferred setting once the
adventure is over. On the other hand, you might
find that the players prefer the flavor of the newer
environment, while many outlander campaigns
focus on the search for a way home.

Portraying NPCs

Regardless of how you present or alter the
rules, the surest and most time-honored way to
achieve an emotion-charged atmosphere is through
roleplaying. How you portray your NPCs sets the
tone of the game session while setting a precedent
for your players. If you are roleplaying heavily,
throwing yourself into each character, your players
will be inspired to follow suit. If you maintain a
detached perspective on the game, your players
likewise remain distant from the events before
them. More than anything else, roleplaying is your
maost powerful method of dragging the emotions of
Ravenloft from the game itself into the room with
your players.

Co Voice or Not to Voice?

When portraying a specific NPC, many Dun-
geon Masters affect a character voice: a verbal
persona woven from a distinct accent or affect.
Employing a character voice is an extremely effec-
tive tool for the DM. By speaking in a character
voice, you help players differentiate between your
various NPCs. If you refrain from using character
voices, you must be prepared for the fact that your
players are listening to the same voice every time
they encounter a different NPC. After a while, all
NPCs begin to sound the same. At best, players
may have a hard time distinguishing various NPCs
in your campaign. At worst, your players may soon
begin to think that there is no difference between
the various NPCs. They could come to see your
characters as various iterations of yourself.



The best tip for assuming a character voice is
to avoid feeling embarrassed. If you have never
used character voices, it may be awkward ar first.
However, if you persist with the use of voices in
your game, you will find that youcan easily build up
a repertoire of dozens of character voices, which
greatly expands the gaming experience for you and
your players.

ﬁow Do I Do Voices?

Learning how to do character voices is fun and
easy. Here are a few basic pointers:

Start With What You Know: Most people
can switch to ane or two accents just from their
general life experience, affecting commonly heard
dialects, such as “British,” “Southern” or “Brook-
lyn.” Find an accent that you can imitate and
practice it. You aren't looking for authenticity.
Indeed, your accent will most likely be less than
perfect and would never foolanative, but that’s not
what matters at a game table. All you're looking for
is something to help your players instantly distin-
guish a particular NPC from others they meet.

Play With Pitch and Volume: Affecting a
character persona can be as simple as adjusting the
pitch of your voice. Try talking in a high voice
when portraying one NPC and in a low voice with
another. Play with volume as well. A character
that only speaks in whispers is very different from
a character whose boisterous nature means she
only speaks with shouts.

Developing Personas: A famous imperson-
ator once told an interviewer that he crafts his
impersonations around certain “key phrases,” a
little quip or saying that his persona often repeats.
Once he had mastered the key phrase of the char-
acter, he would expand his persona from there,
slowly developing all the various quips and man-
nerisms of the character he portrayed. This
technique of picking up voices can be used to
expand your character-voice repertoire greatly.

Example: David wants to develop a good, solid
Irish accent for his bartender NPC. After watching
some movies set in Ireland, David decides he really
likes the Catholic priest featured in one of the
films. David particularly likes the way the priest
says, “Ach. In all me life and times, | never saw a
woman do that before.”

David practices saying this line until he settles
into the right inflection and tone. Once he has
this one line nailed down, he expands from the
catch phrase, practicing the use of other words

with the same accent. He starts with changing the
end of the line:

“Ach. In all me life and times, | never saw a
horse running so fast.”

“Ach. In all me life and times, | never drank so
much ale.”

From there, he progresses to changing the
beginning of the line:

“I' have lived for 73 years. | never saw a woman
do that before.”

“] have seen a man do that, but I never saw a
woman do that before.”

And so on, until David can speak just about
any line while affecting a fake Irish accent. Once
David has practiced enough, he no longer needs to
use his key phrase. David will never pass as anative
Irishman, of course, but he will at least be able to

differentiate between his NPCs.

Practice Makes Perfect: It may feel childish
at first, but many Dungeon Masters actually prac-
tice using their character voices. Some practice in
the car, others practice in the shower. Where you
choose to practice, be it aping movie lines as you
leave the theater or later at the breakfast table, is up
to you, but practicing your character voices regu-
larly helps you feel more comfortable with them.

Don’t Get Embarrassed: The first time you
affect a voice in front of your friends, they may be
uncomfortable; if it strikes them as comical, they
may even laugh. If you stick with your character
voice, however, everyone eventually sees that you
aren't joking around and settle down. Most players
appreciate it when their Dungeon Master puts on
a character voice for them; it shows that the DM is
going the extra mile and that she is putting effort
into their gaming experience. If you are successful
with your character voices, you may find your
players joining in the fun and developing unique
voices for their own characters.

Establish Recurring Character Voices: Once
you have a few voices down, associate those voices
with particular characters in your campaign. Each
time you speak as a particular character, use a
specific character voice. You will find that soon, all
you need to do is start using a certain voice, and
your players instantly know who's supposed to be
talking at any given moment.

Example: Andy has been running a campaign
for a while in which the main villain has clashed
with the party several times. The villain, a Barovian
blackguard, speaks with a heavily accented
Transylvanian accent.
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Andy waits for a moment in the campaign
where the player’s characters believe they are alone.
They are speaking to each other about their future
plans when all of the sudden, Andy interrupts them
with a strongly accented, “Well, well, well. We
meet again.”

His players are startled; so are their characters.
“He’s here?” they all exclaim at once. The players
recognized the campaign’s major villain simply by
Andy’s use of the villain’s particular voice.

Develop a Grab Bag: In the back of your
mind, always keep a few character voices floating
around your head, ready to pull out at a moment’s
notice. By doing this, you continually have a quick
repertoire of NPCs to whip out as needed, such as
agrumbly shopkeeper, a curious child ora pompous
noble. Having a grab bag of voices helps with any
campaign, because this allows you to produce in-
stant personas for any NPC for any unexpected
occasion.

I Just Can't Do Voices

Many Dungeon Masters simply don’t use char-
acter voices. Some lack the verbal agility. Others
have a hard time keeping different accentsstraight.
Yet others simply can't take themselves seriously
while affecting an accent or vocal tone that isn’t
theirs. Don’t worry; there is something that is just
as effective as character voices when it comes to
characterization.

Che Importance of Motion and Gesture

Affecting a character voice is not the only
thing a Dungeon Master can do to promote atmo-
sphere and roleplaying, nor is it the only way a DM
candifferentiate between her NPCs. Your gestures,
posture and motions can develop a persona with-
out having to speak, let alone using a character
voice. Here are some examples of gestures and
postures:

Shy or frightened characters tend to stay
shrunken and small. They hunch down and keep
their arms close to their sides. Their eyes may dart
about if especially nervous, and they try to avoid
physical or eye contact.

Bitter or grizzled characters frown and glare.
Their lips are set in a permanent snarl. Their
motions are lackadaisical (after all, what's the
point?). They tend tosit back a lot, content to have
things happen to them.

Authoritative characters stand tall and proud.
They make broad and sweeping motions to match

their grand stature. All their gestures bespeak power
and action. They might pound a fist into a palm or
point at someone in condemnation.

Sinister characters tend to look at the world
through very wide eyes or narrow, squinted eyes.
They often carry a wry smirk on their faces, as if
they know something you don't.

Elderly characters look about with half-lid-
ded eyes. They move slowly and gesture minimally.
Their hands might shake while they are gesturing
or speaking. Taken to an extreme, these manner-
isms canalso mark undead that bear the insufferable
weight of countless centuries. When Bela Lugosi
portrayed Dracula, he always remained as still as
possible; every movement had a specific purpose.
Try portraying a lich or mummy the same way,
acting as though indulging in any indication of life
is a distasteful burden.

Wise characters look thoughtful. They may
wear a slight frown upon their faces and listen
before speaking, nodding sagely at every word.
They may clasp a steady hand on someone’s shoul -
der when about to give out a piece of advice.

Spunky characters can’t help the grins on
their faces. They like to wink at others or bite their
lip in a sprightly way. They enjoy teasing and
poking fun at others. They're always moving about
in every direction.

Brooding or angry characters speak little.
They glare steadfastly at those they address. They
clench theirjaws, ball their hands into fists and fold
their arms.

Sad characters often stare into space, ponder-
ing their woe. They move slowly, using little effort.
They shuffle their feet and slump their shoulders.
They may smile slightly, but their smile doesn’t
quite reach their eyes, and it falters quickly.

Calculating characters stare at people for a
long time, in order to assess them. They often look
people up and down, scrutinizing them from head
to foot. They think before they speak and move
with very orderly, restrained gestures.

Manic characters are never quite in control of
their bodies. Whether madmen or goblyns
chomping at the bit, they may exhibit nervous tics,
or they may continually twiddle their fingers. Their
bodies are seldom still.

Happy or welcoming characters often hold
out their arms to people. They laugh often, even if
it’s just to humor their guests. They often touch or
clasp their friends, giving them pats on the back or
rubs of the shoulder.




Of course, none of these suggestions is abso-
lute. They are meant for your perusal, to prompt
you to explore different ideas for your own perso-
nas. You may find a different way to portray a
character or characters. Do whatever works best for
you.

Using gesture and posture is very important
when it comes to roleplaying or characterization.
Dungeon Masters who don't use different voices
often differentiate their characters through ges-
tures and posture. Some DMs combine both
techniques, adopting voice, gesture and posture to
transform themselves into a truly different persona.

Whatever techniques you choose to use,
roleplaying is of primary importance in a Ravenloft
campaign. The more convincing you make your
NPCs, the more your players will buy into the
world that you have created. And the more they
believe in your world, the more excited, thrilled
and emotional they will feel about it.

Sinister Scores

Imagine watching Stanley Kubrick's The Shin-
ingwithout the discordant, haunting music drifting
through the empry halls of the haunted hotel.
Picture Steven Spielberg’s Jaws without its famous
theme implying the presence of the unseen shark.
Think about the showerscene in Alfred Hitchcock's
Psycho without the famous screeching of violins
echoing the stabbing of the blade.

It’s hard to imagine these great thrillers with-
out the music that accompanies them, isn't it!
Music plays an integral role in setting a movie's
feel. It prompts the audience, tells them what to
expect and emotionally prepares them for the
coming scene.

Why should your game be any different? By
using music, you can insidiously alter the mood of
your session, just like movie scores alter the mood
of the scenes for which they were written. In fact,
many terrifying horror movies suddenly feel flat
and lifeless if deprived of the emotional underpin-
nings of their musical scores.

In movies, music greatly affects the dramatic
content of the scene. For example, a long drive
down a country road can seem either peaceful or
terrifying; a darkened room might be sad or tense;
the preparations for a battle may feel invigorating
or doomed. It all depends on the tone of the music
accompanying the scene.

Using Music ina Campaign

Different Dungeon Masters prefer varyingstyles
of music in their campaigns. Some DMs prefer
modern pop; others use strictly classical works.
Some DMs use movie scores; others use CDs filled
with sound effects or environmental backdrops
(such as thunderstorms or crashing waves). In
many ways, movie scores work best since they are
specifically designed to affect a particular mood
and to play as background under an extended
scene. Popular or contemporary music may nort
work well for Ravenloft, particularly since popular
music has a modern context and, of course, modern
songs tend to be short. Allow your personal raste
and the taste of your players to determine what
music you use. Here are some tips on selecting the
right music for your campaign:

Preview Your Music

Before selecting the music for your campaign,
make sure you preview it. Many websites thar sell
CDs allow you to listen to portions of a CD before
purchasing one. Some bookstores allow you to
preview all the tracks of any CD in the store. These
places are great resources for you to preview music.
Nothing is more disappointing than purchasing a
CD and then discovering that only one or two
tracks on the CD are usable for the campaign. In
particular, be sure to differentiate between movie
scores and movie soundtracks. Scores are the in-
strumental themes that set the emotional tone of
the film, while soundtracks are collecrions of indi-
vidual songs that may only be vaguely related to the
film itself. Obviously, the former is what you want.

Select the Right Music

Imagine a really great Ravenloft session. You
have the lights turned down and creepy music is
playing softly in the background. Your players are
staring at you, rapt with attention. Then, suddenly,
the music you put on turns into a sweeping love
theme just as you introduce your villain. Everyone
laughs, and the mood is ruined.

Nothing is more disastrous to a game session
than playing a grear music track and having the
music change unexpectedly. When selecting mu-
sic for a campaign, choose music tracks that
maintain a steady, persistent mood. This type of
music is called thematic music. Avoid dynamic
music: music tracks that change frequently
(soundtracks being a prime example).



@by Chematic Music?
Thematic music in a campaign allows you to
take the time to describe things to your players.
During your descriptions, you want your music to
flow with what you are describing or saying. You
don’t want the music to disrupt your scene with
sudden changes in the tone of the music. Musical
changes tend to break the mood. The best way to
ensure you are purchasing thematic music is to
preview it before buying it. Listen to the entire
track that you want to use once you have bought it.
While this might seem obvious to some, many
Dungeon Masters don’t listen to their music tracks
all the way through before using them and miss the
sudden changes that may come near the end of the
track.
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Make sure the music that you want is at the
beginning of the track as well. It is troublesome to
try to fast forward through a CD track in the middle
of a game session, just to get to the part of the song
that you like. If you use a computer in your game
sessions, you may want to create sound files from
your CD collection. Doing this allows you to select
the specific music you want at any time with just a
click of the mouse.

Become familiar with Your Music

Make sure you know your music well. This
aspect of using music is difficult for some Dungeon
Masters because, while the music they have se-
lected makes for a great game, it's not always
something they want to listen to in their spare
time.

Nevertheless, knowing your music pays rich
dividends. If you are familiar enough with your
music tracks, you will know when the music is
about to swell or diminish. You can use this knowl-
edge of your music to your advantage, making your
voice swell or die down with the melody, becoming
dramatic as the drama of the music increases.

Hvoid Overkill

Dungeon Masters tend to find one or two good
tracks on a CD and use them over and over. Avoid
this pitfall. Eventually, your players will get sick of
the music you use and instead of getting them in
the mood, your music will get them to roll their
eyes and say, “Not this again!”

When using a music track, it's all right to let a
track repeat three or four times. More than five
times, however, and even the most engaging melo-

Y dies can grow repetitive, boring your players.

Use your music sparingly. The best time to
play music and establish the mood is at the begin-
ning of a new encounter. After a few minutes,
slowly turn down the music, for a nice “fade-out”
technique and play without the music for a while.
You will find your music is more effective when you
use it to punctuate something in your campaign.
Note that the “hide the mechanics” tip is useful
here as well; try to draw as little atrention as
possible to your manipulation of the music. If the
action has to pause for a minute every time you
want to switch CD, you may be doing more harm
than good.

Hdvanced Music Cechniques

Many DMs are already familiar with using
music in their campaigns. Here are some tried and
true techniques that take the use of music a step
further.

Develop Character Chemes

One very effective way to use a music track is
to play it every time a certain character or setting
comes up in a campaign. Representing characters
with repeating themes often occurs in movie scores.
Heroes, villains and even locales or events can
have pieces of music associated with them.

If you use this technique well, you may not
even have tointroduce your characters. As Spielberg
did with Jaws, all you have to do is start playing a
particular character's music and your players know
he or she has arrived.

This technique is especially powerful when
crafting villains. Imagine your PCs sitting and
talking quietly, when suddenly you cue up the
theme for Strahd! Without having to say a word,
you have announced the arrival of a major figure in
Ravenloft! You can even use this music when a
character’s presence looms large, even when the
actual character is nowhere to be seen. Strahd's
theme might arise not only when he is physically
present, but when some weary burgomaster stares
absently out a window, telling the heroes what he
knows of the vampire’s wretched tale.

You can also apply themes to places in the
same way you assign a piece of music to particular
characters. Perhaps you always play a certain piece
when the PCs arrive at particular village or enter a
particular realm.
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Develop Campaign Chemes

You can add a nice touch to your campaign by
assigning music that reflects the mood or geo-
graphic location of your campaign. Try to choose
similar sounding music and avoid music that doesn’t
mesh well. The heavy sound of thrash metal may
appeal to your idea of music to underscore combat,
but it may clash incrusively with your selection of
eerie, atmospheric themes for a scene that takes
place in a haunred house.

Whenever you run a new campaign, try to
select music that not only goes together, but also
fits the kind of campaign you're thinking about. For
instance, if you're running a campaign set in a misty
land full of moors and cliffs, you might look for
music with a distinctly Celtic bent. In Ravenloft,
you probably want a good selection of dark, brooad-
ing music. However, you also want your music to fit
the domain in which you base your campaign. A
Barovian campaign might have heavy Romanian
connortations, while a Mordentshire campaign
might be more reminiscent of an English country-
side. Try building a library of folk music from

around the world, popping in a CD of “gypsy
violins" when your PCs visit a Vistani camp or
Indian music when visiting a marketplace in Sri
Raji.

If you own alot of music by the same composer,
you can try using only that composer’s work for
your campaign, giving your campaign a specific
sound. This, too, can establish a musical theme for
your campaign,

Musical themes for campaigns serve as an
effective DM tool because it draws players further
into your world. If all your music pieces refer to
each other, then your campaign world will be all
the more consistent and convincing.

Craft Scenes Hround the Music

Normally, dynamic music can prove difficult
to use effectively in a game session. Dynamic music
may change so often or so suddenly that it breaks
the mood. That's why we advise against using it.
On the other hand, dynamic music can be used to
great effect when using ascripted description or cut
scene (a dramaric technique introduced later in
this chaprer).
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You may play dynamic music in the back-
ground while youdescribe ascene oraction, varying
your voice along with the music. Usually, the best
idea is to use dynamic music to accompany a
specific speech or description you prepare before
your game session, giving you a chance to rehearse
your timing. This technique is challenging, since it
requires you to listen to the music, think about
what you are going to say, and then speak in time
with the melody. However, if you can master this
technique, you will not only amaze your players,
you may create a riveting scene that lingers in your
players’ memories for a long time to come.

Develop a Repertoire

Many Ravenloft DMs focus on buying creepy,
mysterious music, but not every moment of your
campaign is going to be dripping with dread and
suspense. Remember that much of your heroes’
time is spent in taverns, talking with NPCs or in
the thick of combat. Thus, it is important to
develop a musical repertoire to cover varying situ-
ations.

Consider selecting music for these eight com-
mon roleplaying scenes:

Tragedy: Ravenloft is a campaign rich with
tragedy. Selections of melancholy or lonely music
suit scenes where the players are consoling some-
one suffering from grief or oppression or when they
feel that way themselves.

Mystery: Scenes of terror often have a myste-
rious element about them. Try selecting cloying
themes that hint at and play with the listener.
Naturally, scores from mystery or conspiracy films
often work best here.

Warmth and Friendliness: You may want
more convivial music for happier situations such as
relaxing in a tavern, exploring a town fair or
carousing with friends. Medieval or renaissance
style music often reflects the appropriate mood for
these moments.

Stealth and Suspense: Play music that reflects
atense, quiet theme when the PCs are sneaking up
on an enemy’s forces or breaking into a crypt or a
supposedly deserted mansion.

Royalty: When your player characters inter-
act with people of power in formal situations, you
need good music for “throne room” scenes. Use a
grandiose march or royal theme for these occa-
sions.

Celebration: Play music with a boisterous,
lively theme to reflect the mood of a festival, ball
or some other social gathering.

Romance: Romance, particularly doomed or
star-crossed love, plays a big part in Ravenloft.
Classic love themes work well for these scenes. You
will find that most movie scores have a love theme.

Action: Playing good action music during
combat is always an effective technique to enliven
the players. Energetic marches or stirring scores
from action movies work well here.

All these situations come up a lot more than
you might imagine. If you can find music for all
these situations, you may find that you have a
complete musical repertoire that fits any situation.

Recommended Music

Here is a sample list of music that may be
effective in your campaigns. The selections below
focus on music for scenes of eerie, whispered dread
or frantic action, since music will often be most
effecrive in these situations. However, most of the
CDs listed below contain a variety of music that
you can adapt to other scenes as well. Remember,
even in Ravenloft, life is not always dark and
brooding. Sometimes the light shines through,
giving the heroes something to fight for.

Creepy Music

2001 : A Space Odyssey (various artists): Aside
from the famous orchestral themes, this score in-
cludes some wonderfully haunting music. A number
of the tracks are filled with a choir of men or women
singing single, high-pitched notes. You may only
find four or five usable tracks, but those may be
enough.

Blade (Mark Isham): This score contains dark,
brooding music with a bit of a modern bent to it.
Despite the movie’s modern setting, the score is
timeless. Not all the CDs’ tracks are usable, but
there are enough good selections to warrant the
purchase.

The Craft (Graeme Revell): This score evokes
anice, solid mood. Be careful, some of the tracks are
pretty dynamic and change in mid-stride.

Eves Wide Shut (Jocelyn Pook): This score will
be something you love or hate. The opening theme
is a single note played faster and faster on a piano.
While this effect can prove nerve-wracking to
players, youmight find it useful for scenes invoking
madness or involving locations such as insane
asylums
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The Haunting (Jerry Goldsmith): The score to
this remake opens with “warped carnival music”
that is particularly effective for use in a macabre
ball or carnival. There are some great horror themes
on this CD, but overall, the score is dynamic.
Beware of sudden changes.

Hellbound: Hellraiser 11 (Christopher Young):
This is a favorite among movie score aficionados.
The opening track is one that is extremely grandi-
ose, dark and majestic. This is a great track for
when your most powerful villain arrives.

The Sixth Sense (James Newton Howard): This
score contains great themes of terror and sadness.
The only drawback is that this music is fairly
dynamic. It’s a useful score, but be sure to know the
sequence of tracks thoroughly before you use it.
Further Recommendations
12 Monkeys, Paul Buckmaster
8MM, Mychael Danna
A Simple Plan, Danny Elfman
Dewil's Advocate, James Newton Howard
Mary Reilly, George Fenton
The Omen, Jerry Goldsmith
The Others, Alejandro Amendbar

Hction Music

The 13thWarrior (Jerry Goldsmith): Thisscore
makes an excellent CD for combat music. Almost
every track on the CD evokes the spirit of battle.
This score is one that you can easily put into your
stereo and leave running for extended combat
scenes.

Aliens (James Horner): There are about three
solid combat themes on this CD and two dark
suspense themes. One nice thematic track con-
tains a sad, tragic theme. Despite the score's hard,
technological edge, it can be extremely effective
when the heroes are besieged by a relentless on-
slaught of foes.

Dark City (Trevor Jones): Lovers of modern
music in their games should like this CD. It is split
into two sections; half of the tracks are modern,
while the other half contains the classic score. The
action-packed themes of the scored half sound
great, but they are very dynamic, so use them most
effectively for scripted scenes.

First Knight (Jerry Goldsmith): This score of-
fers another good choice for combat music, since
most of the tracks lend themselves to battle or
conflict. The last combat theme is not just action-
filled but also epic in scope. The opening theme of

the CD is fantastic for the feeling of walking into a
grand castle, but may be too bright and shiny for
Ravenloft.

Gladiator (Hans Zimmer): This score has some
energetic combat tracks that differ from each other
enough to prevent your players from tiring of them.
The music represents a variety of moods, some of
which evoke great tragedy and mystery, not just
action.

Last of the Mohicans (Trevor Jones and Randy
Edelman): This CD consists of with fantastic ac-
tion-packed music that will get your players going,
butitcontains more than just action music. Besides
containing a compelling love theme, the CD's
opening theme is extremely heroic in scope. The
only drawback is that the music has a Celtic-
Native American bent that may not be appropriate
for many Ravenloft campaigns.

Lord of the Rings (Howard Shore): These scores
have some great action tracks, as well as ominous
tracks of mounting evil, but the music is fairly
dynamic. A great strength of these CDs is that they
include a variety of themes that you might find
useful for many different scenes.

Total Recall (Jerry Goldsmith): From start to
finish, this score contains nonstop action music
that provides an excellent background for combat.
This is a movie score you can just put into your CD
player and play without having to think about ir,
but it also contains a great mystery theme. Overall,
it is an excellent buy for those wanting combat
music.

Further Recommendations

The 7th Voyage of Sinbad, Bernard Herrmann

Carmina Burana, Carl Orff

Enemy at the Gates, James Horner

The Mummy, Jerry Goldsmith

Requiem for a Dream, Clint Mansell

Sleepy Hollow, Danny Elfman

Soundtracks to Computer Games

Soundtracks to computer games are hard to
come by, but well worth the purchase. Even more
so than movie scores, computer game soundtracks
are composed to sustain a single mood for an
indefinite period of time. Thus, most computer
game soundtracks are filled with thematic music
and almost devoid of dynamic music.

Finding and purchasing the soundtracks to
video games can be difficult, though. Most are only
offered in a special collector’s edition of the com-



puter game. Some soundtracks are actually sold
separately from the game, but only offered for a
limited time. In a pinch, however, if you play near
a computer, most of the time you can simply load
up the game and allow it to sit idle, providing a
soundtrack for your session.

A number of computer game soundtracks that
have proven themselves memorable are listed here
for your consideration.

Diablo and Diablo 1I: These CDs contain a
variety of dark music to choose from. Fortunately,
these CDs also feature a wide selection of tracks,
from ones used in the village to ones used in
combat.

Icewind Dale: This is an excellent CD with a
wide variety of music. The only drawback (if it can
be called a drawback) is that there are numerous
tracks and it's hard to remember them all. The CD
is made up of a majority of lonely themes that work
perfectly well in a horror setting.

Myst: The soundtrack of the famous computer
game can be found in special editions of the game
and in some specialty stores. This soundtrack con-
tains with lonely, distant themes

Riven: The music to the sequel of Myst is even
more compelling than its predecessor. This is a
great CD filled with thematic music. Most of the
tracks blends together, so a DM can simply put this
CD in the player and forget abour it. This title is
versatile enough to prove useful for DMs who are
just starting to use music.

Quake: The excellent score to the original
game by Trent Reznor is possibly one of the best
CDs one can buy for a horror game. You won't find
the actual soundtrack anywhere, but the music is
included on the CD-ROM of the computer game.

/ If you can find the old Quake I computer game, the
music tracks are included after the program track.

Other Picks

1492: Conguest of Paradise (Vangelis): This
score is what you need to round out the rest of your
soundtrack collection. It has very little in the way
of creepy music or action music, but the score is
perfect for all the downtime your PCs spend in
other places, such as darkened ballrooms or quiet
bedchambers. What makes the CD excellent is
that almost all the tracks can be used in a campaign
for something. It’s a must for campaigns where
intrigue and conspiracies are rampant.

Bram Stoker's Dracula (Wojciech Kilar): This
is an excellent soundtrack, but it's filled with
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dynamic music. The love theme is excellent, a
haunting melody that might be happy or scary
depending on how you use it. “The Hunt Builds” is
also an excellent track for combart or preparation
for combat. There is one really nice track with a lot
of sound effects of female vampires flicking their
tongues. It is an excremely disturbing track and
great for when you want your party to fight a horde
of ravenous creatures.

Conan the Barbarian (Basil Poledouris): Again,
this CD contains usable music on almost every
track. The familiar theme of “The Anvil of Crom”
will get your PCs excited during combat, while the
“Friendship Theme" supplies perfect tavern music.
The only drawback for Ravenloft fans is that this
CD doesn’t have much in the way of creepy and
mysterious. But you can use it for just about any
other scene.

The Crow: The City of Angels (Graeme Revell):
This CD contains savage, dark music. The opening
theme suggests approaching doom, while the sec-
ond track may make even the staunchest of players
uneasy. This CD has a variety of songs, but most of
themare filled with overtones of grand wickedness,
making itan excellent purchase for Ravenloft fans.

Dune (Brian Eno and Toto): This score of the
David Lynch film has it all. A number of the tracks
are mysterious and creepy, but there are several
combat tracks as well. This CD contains a track
perfect for use in a throne room and even a great
love theme. You could buy this one CD and never
have to buy another for use in a campaign.

Ravenous (Damon Albarn and Michael
Nyman): If you decide to get or listen to this CD,
don’t be discouraged by the first four tracks. The
rest of the CD is amazing for Ravenloft. Filled with
disturbing music, this score is a must for those who
wish to instill horror in their players. The next to
the last track is the secret treasure of this CD. It will
disturb you.

Silence of the Lambs (Howard Shore): This CD
consists of brooding, dark music. All youneed todo
is put it into your CD player and let it play. The
music rarely changes, so you can almost forget that
the CD is there. This is another recommended
score for those just beginning their Ravenloft mu-
sic collection. For those who want that special
track, Number 12 suggests a theme from someone's
nightmares. A particularly disturbing track at the
end of the CD evokes a nice layer of horror.

Further Recommendations

Brotherhood of the Wolf, Joesph LoDuca
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The Ghost and the Darkness, Jerry Goldsmith
Mary Shelley's Frankenstein, Patrick Doyle
Messa da Requiem, Giuseppe Verdi

Norma, Vincenzo Bellini

Requiem, Wolfgang Amadeus Mozart

Dramatic Cechniques

p to now, this chapter has offered tips
that any Dungeon Master could use at
any time to heighten the tension of any
® advenrure. Using the advice in the re-

mainder of this chapter, however,
requires more forethought on your part. This sec-
tion is devored ro presenting two ways tospecifically
structure the flow of your adventures for the maxi-
mum dramatic potential.

Pacing

Think about the last horror film you watched
or the last eerie novel you read. In most cases, if you
examine the structure of these entertainment pack-
ages, you notice that the nerve-wracking,
action-packed scenes are interposed with quieter,
more introspective scenes. These “quiet” scenes
may serve to add depth to the characters, increas-
ing audience empathy or they may simply act as
breathers, giving the audience a chance to sertle
down and reflect on what they have seen. Just as
importantly, these calming scenes relax the audi-
ence, lulling them into dropping their defenses. In
fiction as in roleplaying, if you simply harry the
audience with a ceaseless succession of horrors,
never offering a change of pace or a moment of
respite, eventually you simply batter the audience
into submission. Horror drains into dull shock as
the audience no longer can emotionally react to
what they see.

How do tales create these moments of anxiety
or calm? That answer is all in the pacing. Every
medium incorporates some way of accelerating the
flow of information to the audience. Like the
waters of a river, the faster the information flows,
the more turbulent it becomes. In film, action
scenes use quick cuts from shot to shot to create
dynamic scenes. Comic books rely on a rapid suc-
cession of narrow panels to much the same effect.
Prose moves from long, languid descriptions of
peaceful moments to terse statements as the crea-
ture bursts through the door! Splinters go flying!
The beast eyes the room's cowering occupants.
Throwing its head back, the beast shrieks its rage!
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Although the ultimate goal is the same, pacing
works a little differently in roleplaying games than
in fiction. Even in the most chaotic melee, your
players still need you to describe the world for
them, so it's unfair to withhold vital information
(such as what a hero can see from round to round),
even if it does slow down the action.

However, you do have an advantage that film-
makers and novel writers do not: By adjusting the
challenge of encounters in your games, you can make
it easier or more difficult for your players to proceed.

This section offers three simple models of how
to pace encounters in your adventures to create a
more suspenseful experience for the players and
their characters.

Scaling Encounter Levels

The D&D Dungeon Master's Guide introduces
the concept of Encounter Levels (ELs), which are
tied to the Challenge Ratings (CRs) of the obstacles
you place in the paths of the player characters. ELs
thus present a method of tailoring the difficulty of
encounters to your party’s level, ensuring that the
heroes are sufficiently challenged without making
the adventure impossibly hard. The better you un-
derstand Encounter Levels, the more skillfully you
can control the pacing of the adventures you create.
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To establish exactly how difficult an encounter
of a given EL is for your heroes, add the character
levels of all party members, then divide the total by
four. This determines the effective party level, or PL,
at least as far as Encounter Levels are concerned.
Include NPC allies such as companions and cohorts
inyour total, but do not include summoned creatures
or animal companions gained through class abilities;
these are already taken into account.

Example: A party of four 6th-level adventur-
ers has a PL of 6; but six 6th-level adventurers
result in a PL of 9.

Comparing an encounter’s EL to your heroes'
party level provides a basic guideline for how much
of a challenge that encounter poses for the heroes.
Keep in mind that the “resources” referenced below
includes all the heroes’ expendable assets, including
spells, potions, scrolls, arrows, hit points and so on.
Heroes won't use up their most valuable resources
unless they need to, so a fully refreshed party that
drops to 80% of its resources seems far less noticeably
damaged and desperate than a party reduced from
40% to 20% of its resources. Inaddition, never forget
that ina basic, four-member party, “losing 25% of the
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party's resources” may manifest as an unconscious or
even slain party member.

EL = PL - 6. Expect the encounter to expend
no more than 2% of the party’s resources. Foes at
this EL are nuisances at most, obstacles that can be
easily surmounted.

EL =PL — 4. Expect the encounter to expend
only about 5% of the party's resources. Opponents
at this EL pose a minimal threat, though they may
get in a lucky hit or two before being defeated. The
heroes likely won't use any resources that cannot
be quickly replenished. Heroes are unlikely to feel
threatened, but twenty encounters at this EL in a
row, giving the heroes no chance to rest and
replenish themselves, may drag them down.

EL = PL - 2. Expect the encounter to expend
roughly 10% of the party’s resources. Ten encoun-
tersat this EL in a row, without a chance to rest and
recover, may wipe out the party.

EL = PL. Expect the encounter to expend
roughly 20% of the party’s resources. Five encoun-
tersat this EL in a row, without a chance to rest and
recuperate, could wipe out the party.

EL = PL + 2. Expect the encounter to expend
roughly 40% of the party’s resources. This is a chal-
lenging fight; fatalities are possible, but members of
awell-organized party are likely to be badly wounded.
A second encounter at this EL, without a chance to
rest and recover, will likely leave the party badly
battered; a third such encounter might destroy them.

EL = PL + 4. Expect the encounter to expend
roughly 80% of the party’s resources, One or more of the
heroes may survive, but it could be a Pyrrhic victory,
leaving the survivors devastated. A second encounterat
this EL, without a chance to rest and recover, almost
assuredly wipes out the remaining heroes.

EL = PL + 5. Expect an encounter at this EL
to expend 120% of the party’s resources. That is to
say, unless the party is exceptionally prepared to
handle this threat, it likely either poses an insur-
mountable obstacle or destroys the heroes.

Keep in mind that the farther youstray from an
EL equal to your party’s level, the less predicrable
the results become. Depending on the skill of their
planning and the adventuring classes of individual
party members, some groups of heroes may be
better suited to overcome certain obstacles than
others. It's not unnatural for heroes to have unex-
pected trouble with an encounter which, purely by
the numbers, should be an easy task for them.
Meanwhile, that same group may tromp all over a
foe who, again based on its EL, you had assumed




would be invincible. You can lessen this
unpredictability, though not eliminate it, simply
by paying close attention to the adventurers in your
group. A party that focuses all its strengths in one
arena leaves itself comparatively weak in others.

Example: A party with extra front-line com-
batants, such as fighters or barbarians, should have
less trouble hacking apart physical threats. A party
with extra clerics has less trouble with the undead.

A party that favors rogues has an easier time at
stealth and can bypass most traps. Arcane
spellcasters are particularly well suited for tackling
supernatural foes, but their resources are the most
sharply limited. A fighter might be able to hack
down wave after wave of minor enemies, but once
a sorcerer uses up her spells, she's in trouble.

Che Pendulum

In the Pendulum model of pacing, ELs swing
back and forth between highs and lows. Just as in
the tales described above, scenes with low ELs give
the PCs a chance to catch their breath and hope
that the worst is over, but the next encounters,
when the EL rises yet again, quickly disabuse them
of that notion.

To plot a Pendulum adventure, select a “high-
point” EL and a “low-point” EL. High-point ELs
should be quite challenging but not lethal. ELs one
to three levels above the party level act as a good
ceiling. Low-point ELs should be comparatively
casy, ranging between two to four levels below the
party level. Once you have your extremes set, you
must decide how rapidly to shift between them.
There should be a sense of balance in the adven-
ture; if you decide to run two successive high-EL
encounters, you should follow it with two low-EL
encounters. This gives the PCs achance to recover
before you raise the stakes on them again, creating
an emotional roller coaster for the players.

Pendulum adventures are actually so common
that they are virtually the default system of pacing.
Indeed, any adventure in which the player charac-
ters have the freedom to set their own pace follows
Pendulum pacing; whenever the heroes drain their
resources in a difficult encounter, they can retreat
to a “calm” scene to rest up.

The classic dungeon crawl is the epitome of
the Pendulum adventure. One room might be
harmless and empty (or nearly so), while the next
could contain monstrous vermin or a ghost of
fearsome power.
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Example Pendulum Scenarios

¢ Castles Forlorn: At the behest of their
new, druidic allies in Forlorn, the heroes delve
into the haunted halls of Castle Tristenoira to
rescue an important captive. One moment, the
castle is a ruined goblyn lair, but turn a corner
and the heroes may find themselves lost in the
castle’s distant past. Can they preserve their
sanity long enough to rescue the hapless soul and
escape while time twists around them?

® They Hunt by Night: The heroes are
pursuing a foe that only emerges at nighr, be it a
vampire, spectre or afflicted werebeast. Although
the heroes mustspend their nights battling against
the creature’s minions, daytime gives them a
chance to recover and prepare.

® The Signature Killer: The heroes are
asked to investigate a murderess stalking the
narrow streets of a large city. The heroes spend
most of their time gathering information, but
each new clue leads ro an atrack from one of the
killer’saccomplices. Each defeated foe brings the
heroes closer to their nemesis, but is there a
conspiracy of blood at work here?

® In the Crypts of Kings: The subterranean
tombs of Har’ Akir are said to hold the treasures
ofa lost kingdom. The heroes can take their time
creeping through the stone passageways, but
each chamber reveals new lethal traps and an-
cient guardians.

® Piecing It Together: The heroes discover
the existence of a foul artifact. Split into five
pieces and scattered to the far corners of the Core
longago, it could grant awful power to those who
reassemble it. Even worse, the PCs learn of arival
group already seeking the components to claim
the artifact’s gifts. The heroes must race against
time, and across the world, to collect the five
components and find some way to destroy them
before their evil rivals catch up.

¢ The Fever Dream: Afterashort bout with
disease, the heroes find themselves fading be-
tween dueling realities. In one, they wander
through a nightmarish world; in the other, the
normal townsfolk of a humble village insist that
the heroesare raving madmen, their minds addled
by fever. Are the heroes truly deranged, or can
they see something the villagers cannot? Which
reality is real?

—— -
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Che pit

In the Pit model of pacing, Encounter Levels
start at a comfortably low level and stay low before
shooting suddenly and dangerously high as the
“floor drops out” beneath the PCs — perhaps

literally. The sudden rise in ELs should be dramatic \

and unexpected. The Pit model develops suspense
by lulling the PCs into a false sense of security
before turning things upside down with a menace
that hursts out of nowhere.

To plot a Pir adventure, start with a low EL,
low enough that encounters do not pose a serious
threat. ELs three or four levels below the party level
is a good baseline. ELs should stay more or less at
this level, perhaps varying by a level or so, until a
crisis point sometime during the adventure. How

to you, but keep in mind that the players should be

many encounters occur before the crisis point is up K

fairly close to full strength when the crisis finally
erupts. At the crisis point, the EL should rise
sharply. The EL at the crisis point should be ex-
tremely challenging, ar least two or three levels
above the party level.

Alternatively, you may want to make the set
EL just one level above the party level if you have
many encounters planned for the immediate after-
math. On the other hand, to truly terrify the
heroes, you could send the EL soaring four or more
levels above the party level. However, only do this
if you also intend to give the heroes an obvious
escape route and hints that discretion can indeed
be the better part of valor. These “forced retreats”
are most satisfying for the players if they can later
discover the hidden weakness of their insurmount-
able foe, allowing them a second chance to come
back and claim victory.

Following the crisis point, ELs drop back to
high, but survivable levels, perhaps one or two
levels above the party level, and then remain
steady until the end of the adventure.

The epitome of the Pit adventure is the classic
scenario in which the heroes are ambushed and
captured and must then escape from their captors
after being stripped of their gear. Alternatively, the
heroes might discover that the minor villain they
thought they were dealing with is actually the1
henchman of a much more powerful foe. !

Che Vise

In the Vise system of pacing, Encounter Levels
start low but gradually and steadily rise through the
course of the adventure as the situation grows ever

\
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| €xample Pit Scenarios

® From the Shadows: During a disastrous en-
counter with a spectral, headless horseman, the
heroes are wiped out to the last — or so they think.
When they awake, they discover that they are now
nothing more than severed, animate heads mounted
on a shelf in the laboratory of a lich who has been
carefully studying their progress for years. Their
headless bodies are nearby, reduced to mindless
servants. Can the disembodied heroes find a way to
restore themselves and escape!

® The Strangers: The heroes retreat to a bu-
colic inn or the remote cotrage of a friendly peasant
family for rest and relaxation as they have so often in
the past. Unfortunately, since the heroes’ last visit,
creatures in the service of a powerful villain have
replaced their old friends. Be they skin thieves,
doppelgangers or podlings, the impostors are more
than happy to wait until the heroes have retired to
bed before they strike.

® The Chrysalis: The heroes finally corner a
villain they have been doggedly pursuing for some
time. They easily defeat the evildoer, but the Mists
are not yet done with him. Perhaps the villain was a
wizard, who needed to be killed in order to rise again
asa lich; perhaps the heroes catch up with the villain
just as the Dark Powers finally sweep him into a
domain of his own, trapping the heroes with him.

¢ The Other Side: Through a strange curse or
magical mishap, the heroes are unexpectedly shunted
into the Near Ethereal. Now they must contend with
restless entities and the tangible memories of old
horrors as they try to find a way back to the material
realm before the spirit world claims them forever.

® The Capricious Hand of Fate: The heroesare
traveling through a hot clime, such as the Verdurous
Lands or summer in the Core and are appropriately
attired, when the Mists sweep them into a domain
frozen in the depths of winter. Unless the heroes
quickly adapt to their new environment, their bodies
may not be found until the spring thaw.

® The Maddening Storm: An apparently nor-
mal day rapidly descends into chaos when an
unusually violent storm envelops the town. For-
merly friendly and welcoming residents suddenly
take to the streets to attack each other and the
heroes. Can the heroes uncover the cause of the
spreading insanity before the townsfolk all murder
each other! Even worse, the heroes are besieged by
the same monstrous hallucinations affecting the
residents; can they save a reality they cannot recog-
nize!

_—— — e A . -
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Example Vise Scenarios

® The Awakening: Longago, acruel priest-
ess was promised seven lives after death. Now
her tomb has been opened, and she walks the
earth once more. Each time the heroes destroy
the ancient dead, it returns in a more powerful
form. Will they be able to stop the cycle of
reanimation before the seventh, most powerful
incarnation!

e The Yawning Gate: A cult of evil
spellcasters is performing nightly rituals to open
a gate to an infernal realm. Each night, the gate
grows wider, allowing larger and greater horrors
to enter the world.

e The Endless Horde: The heroes find
themselves surrounded by seemingly limitless
enemies, such as rats, zombies or goblyns. Indi-
vidually, the creatures pose little threat, but
each battle presents a slight drain on the party’s
resources. The heroes can repel the early waves
without difficulty, but if they can’t escape be-
fore their supplies run out, they will be overrun.

® The Mark of the Beast: During the
heroes’ exploits, one of their number is afflicted
with lycanthropy. The hero can be safely con-

tained during the full moon, until an innocent
mistake frees the beast one night, allowing it to
maul a friend. Now two party members must be
contained each month; if another accident occurs
before the bloodline is severed, will another ally
fall victim to the curse?

e The Charnel Pit: The heroes are staying at
the sprawling, ancient manor of an aristocratic friend,
taking shelter from the storm raging outside. When
their host asks them to look into some eerie spectral
sightings, the trail leads them to a mass grave sealed
beneath the cellar floor. When the heroes break the
seal, they release an amorphous horror driven by the
vengeful spirits of long-forgotten murder victims.
The creature appears to be a grave ooze, yet it is asly
killer, and with each victim it absorbs, it grows....

® The Play is the Thing: The heroes have
fallen into the illusory world of an accursed play-
wright who believes that all reality flows from his
quill. The more they struggle against his control,
the more bluntly he plots their doom. The heroes
have seen this play before, and they know their
characters are fared to die in the final scene. Can
the heroes free themselves from the mad writer’s
yoke before the curtain falls?
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more dire. Early encounters should be easy for the
player characters to overcome, but it should soon
become apparent to the heroes that their situation
is worsening: If the heroes don’t act quickly, events
eventually become too difficult for them to handle.
The Vise model uses this combination of increas-
ingly difficult encounters and the implied time
limit to make for a suspenseful adventure.

To map out a Vise adventure, choose an EL as
a starting point. It should be easy for the party to
handle, perhaps 4 levels below the party level.
Then choose an end point, which should be quite
challenging; perhaps three or four levels higher
than the party level. Between the starting EL and

" :
the ending EL, the ELs should rise slowly but
steadily. Exactly how quickly they rise depends on
how many encounters you plan on including and
how you wish to pace the adventure, but each
encounter should be at least as challenging as the
one before. In a Vise adventure, the heroes usually
need to investigate and stop the source of their
peril before the Encounter Levels overwhelm them.

Inaslight variation on the theme, you can also
create a Vise adventure by keeping the ELs steady,
but never giving the heroes a chance to rest and
recuperate. Although the challenge remains static,
the player characters steadily grow more tattered
and fearful as they exhaust their resources.

Example Combined Scenarios

Vaults of the Damned

This example demonstrates how to use different pacing models to create thrilling and varied
adventures.

e Act I: The Pendulum. Whether through bad luck or poor judgment, one of the PCs comes into
possession of a dangerous and destructive cursed object she cannot seem to destroy, perhaps even the
Wishing Imp (see Chapter Four). As the heroes attempt to continue with their lives, the object causes
intermittent havoc. Eventually, the heroes investigate means of ridding themselves of the object without
unleashing any more evils upon themselves or the world. Perhaps with the aid of the Vistani, the PCs learn
of a special chamber buried deep within the heart of an ancient vault complex in a distant land. Within
this chamber, curses hold no power, and the object can be abandoned with no further harm. The heroes
journey to the vault’s location.

e Act 1I: The Pit. Having found the long-forgotten vault, the heroes work their way inside. Within,
they discover that the vault is still protected by magical guardians. Before they can reconsider their plans,
however, the vault’s doors seal shut behind them, cutting off their only means of escape. An inscription
warns that no curse may escape the vault until all its chambers have been filled. The heroes cannot leave
as long as they carry their cursed baggage.

* Act 111: The Vise. The PCs locate a mechanism to open the inner vaults. However, once the cursed
object has been safely abandoned, the massive doors to all seven of the other inner vaults start sliding open,
one after another. Each vault is the prison of some accursed, ageless horror, left here long ago. Now that
the chambers are filled, the great vault releases its trapped horrors back into the world, all at once. Each
entity is more dangerous than the last, and the heroes have a few minutes to deal with each prisoner before
the next vault slides open. Even worse, the doors leading outside are the last to open. If the heroes are to
survive to see daylight, they must destroy the vaults’ damned contents.

The Combined Campaign: The Blood Moon

This example demonstrares how different pacing models can be used to accentuate different stages of
a player character’s story arc.

e The Pit: The Attack. As a PC walks home late one night, a werewolf savagely attacks her without
warning. She survives but the blood of the wolf now flows through her veins.

» The Vise: The First Moon. Fearing for her fate, the PC somehow confirms that she is indeed
afflicted. However, she must immediately race to prepare for the full moon, which triggers her transforma-
tion. Perhaps she has days to safely secure herself, perhaps only hours.

* The Pendulum: Wax and Wane. Once the initial horror has passed and the PC has established plans
to deal with the moon, she sets out to hunt down the beast that damned her. For most of the month, her
lycanthropy may be easily forgotten, but the moon always returns.
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A Vise adventure might consist of a town
slowly being taken over by a plague or an alien
force, with the PCs desperately trying to uncover
that source before they too are consumed. Alterna-
tively, the heroes might be exploring a tomb where
the undead occupants are awakened by their ac-
tions. Only a few are roused at first, but as the PCs
press on, they garner more and more attention.

Combining Pacing Models

Naturally, adventures don't have to fit neatly
intoasingle system of pacing. In fact, by combining
models, you can gain the dual benefits throughout
the entire adventure of both keeping your encoun-
ters fresh and your players’ characrers off balance.

Pendulum pacing works best early in an ad-
venture, as the heroes gradually entwine themselves
in the horrific events surrounding them. Put Pit
scenarios to best use by using them as shocking
introductions to your adventures or as bridges
between one act and the next. Vise scenarios work
best for climactic scenes, when all events are rush-
ing to their conclusion.

Cut Scenes

The player characters have spent the past five
game sessions hunting down the vampiric necroman-
cer, Traven the Cold. Traven has been sacrificing
young maidens to foul entities in hopes of perfecting a
ritual that will bring his daughter back from the dead.
At last, the heroes have tracked the vile wizard to his
lair, a defiled church.

DM: All right, you break down the door to the
forgotten chapel. You see before youawrecked church.
Barbed and twisted runes mar the walls of this once
holy place. Traven's latest victim lies stretched out
upon the altar, awaiting sacrifice. Traven himself has
his back to you. At his feet lies what could only be the
desiccated husk of his dead daughter. He raises his head
and speaks. “Ah. You have come at last. Now, you see
that [ am not ewil, as you would label me, but—"

Patrick: You mean he's actually here? Marik
attacks.

DM: What?

Carissa: Yeah. Seriah starts casting.

DM: Uh, Traven says, “Wait you fools. .. soon
you will see—"

James: Vandel rolls initiative... a 22!

How many times has this happened to you!?
You have created a perfect villain, ironed out all his
game statistics and pracriced roleplaying him in
your spare time. You have even pulled your

bedsheets around your shoulders and posed like
him in the mirror (when no one is home and the
blinds are closed). Now, at the climactic moment,
when you are about to deliver the greatest mono-
logue of your dungeon-mastering career, the players
ruin it all by rushing to the arrack!

In fact, your players are only being consistent
with their characters. Marik the paladin, Seriah
the cleric and Vandel the scout would no more talk
to a vampiric necromancer than they would sit idly
by and wartch a village being attacked. But this
poses a problem for the Dungeon Master. Assum-
ing the villain cannot adopt a pleasant guise, how
does a DM make her villain visible as something
more than fodder? How does a DM showcase the
character that she has spent weeks designing so
that her players see their adversary in three dimen-
sions?

The Dungeon Master has various options to
circumvent this problem. The DM could have the
villain protected from PC atrack, perhaps by spells
ormere physical separation, long enough to deliver
his dramatic monologue. Alternatively, the DM
could arrange for the PCs to be seized and have the
villain talk to his captive audience. These tactics,
however, often lead ro player frustration. Worse,
yer, these techniques only work once or twice
before they risk getting old and feeling repetitive.

A simpler solution to the problem of showing
off your villain in a Ravenloft campaign involves
making use of a cut scene. A cut scene is a dramatic
rechnique that allows the players to view parts of
the game their characters don’t necessarily witness.
Once you have perfected this technique, your
players may find it one of their favorite parts of each
session.

{bat is a Cut Scene?

A cut scene depicts a moment in the
advenrture’sstory thar the players may observe even
though rheir characrers may not. Similar to a
movie trailer, a cut scene is designed to move
quickly, giving the audience (your players) a sud-
den jolt of emotion, whether it be sadness,
excirement, mystery or terror.

The cutscene isa technique that is used widely
in movies, jumping suddenly from the action sur-
rounding the main characters to show the actions
of the antagonists or other characters. Keep in
mind that cut scenes aren’t for everyone; some
players find it jarring to move from a first-person to
a third-person view of the world, so to speak.



However, used well, cut scenes can reveal other-
wise hidden layers in the tales you tell.

Sample Cut Scene

DM: You ride up to the farmhouse. As you
dismount, you can see that the front door is wide open.
It swings back and forth in the dry wind. Beyond the
entrance, you see a knocked over chair and table. A
single candle burns on a shelf, the lonely flame pitching
and twisting in the strong breeze.

Patrick: Marik looks around and shakes his
head. “We're too late.”

Carissa: Seriah agrees with him, “This is not
good.”

James: Vandel crouches to the ground. He's
looking for tracks.

DM: Hold on, James. Cut scene. Somewhere in
a chamber, we see an old music box. A slender, pale
hand winds it up and opens it. It begins to play a tune
both childlike and yet strangely warped. Traven looks
up from the music box over to a bed, where a bound
farmwoman lies.

Traven speaks in a sad tone. “This music box
once belonged to my daughter. You have a daughter,
don't you? Then you must understand why it is that |
must do what I do now.”

The cold, white porcelain mask that covers her
face covers any response the woman might have made.
Only her wide, terrified eyes can be seen through the
mask. Traven calmly picks up a scalpel from the table
and crosses to her. He waves his hand through the air,
quietly conducting the bent notes of the music box.
Reaching down, Traven gently strokes the woman's
hair. “This will take some time,” he whispers. “Let us
hegin, shall we?"

End cut scene. Now, what are you guys doing?

Carissa: “Vandel, how about those tracks?
Marik, we have to find that woman. Now!”

In the example above, the cut scene has added
to the tension of the moment. The heroes already
know that another victim has been kidnapped, but
by adding the cut scene, the DM has raised the
stakes, adding to the drama of the moment. Fur-
thermore, he has helped to characterize his villain
and give the characters a closer look at the victim.
Now, when the characrers finally face Traven,
their confrontation means more to the players.
They will face an actual character they have come
to understand, not just a set of statistics.

Though the players witness this scene, their
characters are not present. This little cut scene
doesn’t spoil any surprise for the players, either,
because the PCs are already aware of what Traven
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does to his victims. The chamber in which the
scene takes place could be anywhere. There are no
real hints as to Traven’s location.

{@by Use Cut Scenes?

Cut scenes can play an essential part in a
campaign in which drama and roleplaying are
important,

Imagine a movie in which only the actions of
the hero are shown on screen and in which the
villain never appears. The hero constantly defeats
his enemy’s minions and traps, but the villain
remains off-screen and behind the scenes. At the
climax of the movie, the villain finally arrives. The
drama is completely lost, because the audience has
never seen the antagonist until now!

Cut scenes solve this problem by revealing the
villain’s actions, thus allowing the players to un-
derstand the personality of their characters’
opponent.

{Ibat Makes a Good Cut Scene?

A good cut scene is short and sweet. Long
scenes result in players losing interest; they have
come to play, not passively listen to you. A cut
scene usually takes place during the point of high-
est action, preceded by a short building of tension,
followed by something dramatic.

Cut scenes should serve a specific purpose.
Youshould never throw in adramatic cut scene just
for the fun of it. Here are some of the reasons you
might use a cut scene in your campaign.

Chbaracterization

As stated before, you can use cut scenes to
show characterization. Showing the nature and
personality of your villains is important, because
once the jaded adventurers identify their foe, they
rarely, if ever, confront the villains without mov-
ing in to attack immediately; should they hesitate,
they may just be giving the villain an opportunity
to draw first blood. Knowing what motivates a
villain is especially significant in Ravenloft, where
darklords and other opponents often have rich and
complex backgrounds. Cut scenes need not be
limited to the actions of a villain, but can also serve
to focus on the actions and personalities of other
NPCs, such as trusted allies. The use of such scenes
also helps the players understand and appreciate a
special character in the campaign:

DM: After you leave the tent, Madame Eva
turns and looks at the younger gypsy before her.



“Well, Gregor,” she says with awry tone. “What
do you think of those three wanderers?”

Gregor folds his muscular arms and frouns. “They
are fools, raunie; they will be dead within a week.”

Madame Eva chuckles and shakes her head. “Ah,
skeptical as always, I see. No, Gregor, I think we shall
see our young friends again. Indeed, a great destiny
stretches before their path. And we must be prepared
for when next we meet them.”

In the scene above, the players can see a side
of these NPCs that they normally wouldn't be able
to witness. While their characters may not see this
aspect, it helps the players understand Madame
Eva and Gregor a little more and appreciate the
relationship between them. This scene also makes
the players wonder a bit. What is this great destiny
that Madame Eva speaks of? Why must the Vistani
prepare for when they next meet the PCs? While
these questions may make the players wonder, the
scene gives away none of the DM’s secrets.

Parallel Hetion

DM: You break down the door to the Dark
Chapel. Sitting on his throne of bone sits Traven the
Necromancer. Behind him stands an entire squadron
of skeletons and zombies.

“You are too late, my dear chosen one,” says
Traven, sneering at Marik in particular. “I have raised
an army to face you and your companions.”

Patrick: Marik stands tall and says, “You could
have ten thousand armies. It would not be enough.”
He unsheathes his sword.

Carissa: Seriah displays her holy symbol and
attempts to turn the creatures.

James: Vandel gives a wry grin and pulls an
arrow onto his bowstring. “I always said 1 would go
down fighting an army of undead with you, Seriah. |
guess 1 should be careful what I wish for.”

DM: Cut scene. Even as you are about to engage
in battle, in the nearby village a lone woman stands
before a crowd — the very woman you rescued from
Traven. Standing before the assembled crowd, she
vaises a torch in the air.

“Brethren! Three brave adventurers go to Traven's
castle to fight for us. How can we cower here like rats
while strangers fight for the soil upon which we were
born? My ancestors were buried here. Let my own
hones be buried beside them! What say you?”

With that, a cry springs up from the crowd. The
harde of villagers charges forth, shaking their pitch-
forks, torches and staves to the sky. They reach the
gates of the castle and a battle ensues.

End cut scene. Back to you guys.

James: As the cry of the villagers sounds below,
Vandel's grin breaks into a smile. He winks at Traven.
“Looks like we have an army of our own, necroman-
cer!"”

Showing a scene of parallel action heightens
the drama of the situation. While the PCs prepare
to engage in a climactic battle, the NPCs of the
village make preparations of their own. This scene
creates the sense of a larger world in which more is
going on than just the PCs' singular battle. The
NPCs aren’t sitting idly by and letting the PCs do
all the work. Also, this scene shows the results of
the PCs actions. Because they rescued this woman,
she is leading her entire village against Traven’s
forces, thus demonstrating how the PCs have af-
fected the game universe.

Rewarding the Players

DM: Cut scene: Traven sits alone atop his throne
of bone and sinew. He glares at a tatteved tapestry
upon the wall. A lone ghoul scampers up to him, his
head bowed in supplication.

“Master,” rasps the ghoul. “Master, the sacri-
fice—"

Traven impatiently snaps at the creature, “Yes,
what about it? Is it heve? The Dark Ritual must begin
tonight.”

“M-master,” stutters the ghoul. “Our forces were
attacked.”

“What?" Traven leans forward, his eyes full of
dark fire.

The ghoul’s eyes dart about. “Our forces were
attacked. Three fleshlings attacked the caravan of
undead that accompanied the prize. Our caravan was
destroyed. The captive is free.”

“Free?” shouts Traven. “Free? I laugh at the
word. For while this peasant walks, my daughter is
held captive in a dried, rotting corpse!” Traven shoots
out his hand and the ghoul screams in agony. The
creature bursts into flames, careening in agony about
the chamber for a moment before falling apart.

Traven strides from the chamber at a furious
pace. His cloak billows behind him as he calls out,
“Bring me my generals! Time is of the essence!”

This scene allows the players to see the fruits
of their characters’ labors. They have defeated
Traven's undead caravan that was bringing him his
latest victim. Not only do they reap the material
rewards of experience points and treasure, but they
also reap an intrinsic reward. They get to see how
theiractions have affected the campaign. Here, the
villain is no longer his calm and cool self, bur
expresses his fury that his plans have gone awry.
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Cut scenes such as this allow the players to see
that their actions have meaning in your game
world. It allows them to see that they can affect
things and that their actions have repercussions.
Though not all repercussions may he good. Just
imagine the players’ reactions when they see Traven
take his vengeance out on the entire village!

Hdvanced Cut Scene Cechniques

Cut scenes can be used for more than just
giving your players a little jolt of adrenaline or even
characterizing your NPCs. You can use the scenes
to help structure and direct your campaign. Below
are some examples of advanced cut scene use.

Justifying Cut Scenes

! Despite their uses, you or your players may still
be uncomfortable supplying these “independent”
. v, scenes without any justification within the world
itself. Should that the be the case, there are any
number of ways to deliver remarkable cut scenes in
a way that even a denizen of the Mists could
comprehend. Characters may experience psychic
visions, perhaps stemming from their own latent
talents or thrust upon them by powerful entities.
The Vistani are renowned for their ability to scry
the unseen, as this book later details. Ethereal
resonance can also capture moments of emotional
intensity, mindlessly playing out events over and

over for the select few who can see them.
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5 R Successive Cut Scenes
S X T DM: Traven looks down at a small, black coffin.
Within, wrapped in a white cloth, lies a tiny, mummi-
fied body. Long dark hair barely clings to the flaking

L b g Y scalp of the corpse. The desiccated face of the small
; ' ' /= body stares up with empty eye sockets. It grimaces with
oy |11 "/ bared teeth.

“I have made five sacrifices toward the Dark
Ritual, my dear,” says Traven. “Five souls have been
sacrificed in your name. What do you say to that?”

Traven chants ancient words of arcane power
over the body. Suddenly, the small husk sits up in the
coffin and begins to quiver. The shriveled body writhes
and twists. An inhuman scream issues forth from its
blackened lips. In horror, Traven recoils and stops his
chanting. The body collapses back into the coffin. He
grips the edges of the small black box and sighs.

“Not yet,” he whispers sadly. “I still need more
sacrifices.”

Imagine a scenario in which cach cut scene
progressively builds upon the one before. For ex-




ample, each time Traven claims another victim, he
makes a vain attempt to resurrect his dead daugh-
ter. Each time we see a new cut scene, showing how
Traven gets closer and closer to his goal. At first,
the body stirs only a little. Next, it begins ro writhe,
then to scream. Finally, toward the end of the series
of cut scenes, the little body speaks in short, raspy
words.

Successive cut scenes raise the stakes each
time you show them. They serve to add mounting
tension to the campaign. Thus, as the tension rises,
so does the nervousness of the players. Successive
scenes such as the ones above give players hints, as
well. They tell the players that time is running our;
the actions of their characters assume a sense of
urgency. In this way, successive cut scenes can help
push the plot of the campaign along.

Another way to utilize successive cut scenes is
to show an NPC's reaction to something the play-
ers have done. In this way, the players can see how
they have progressively affected the game universe.
For example:

DM: For the third time, Balric pushes open the
doorto the inn. “Time to pay up!” he roars. “Traven's
tax is nigh.”

The innkeeper looks up at him. His lips quiver.
“N-no. I'm not g-going to pay you."

“What?" Balric spits on the floor. “You dare defy
my will? Traven's will?”

The innkeeper takes a deep breath. His wvoice
becomes steady, his gaze, resolute. “No. I'm not going
to pay you. None of us are.” All around the inn, peaple
stand. Their eyes lock onto Balric, emboldened by his
words. “We're through taking orders from you," says
the innkeeper. “The adventurers are right. You have
no true power over us.”

Imagine successive cut scenes where a poor
village is oppressed, but through the intervention
of the PCs the villagers become more and more
defiant. A series of cut scenes used in this manner
show how the PCs are steadily influencing the
campaign world. The effect the PCs have on the
game world need not always be positive. The op-
pression of the villagers might get worse as the PCs
foil more of the villain's plots. The main point of
these cut scenes is to illustrate the dynamics of the
game world. Circumstances don't stay the same.
More importantly, successive cut scenes show the
long-term repercussions of the PCs” actions upon
the world.

foreshadowing

Picture a scenario where the party is tracking
down a killer that keeps his face hidden within a
cloak. During a nasty fight, one of the characters
pierces the killer's hand with an arrow. In a series
of successive cut scenes, the DM describes the
killer's mangled hand, reminding them of thislittle
clue. Finally, the PCs encounter an elder priest
who aids them in finding the killer. But as one of
the PCs is speaking with the priest, she notices that
the priest’s hand is mangled, thus revealing that
the elder “priest” is really the killer!

In this example, the DM has used successive
cut scenes to keep reminding the players of an
important clue. He has not told them anything
thart their characrers don't already know. After all,
their characters were present when the killer's
hand was injured. However, the DM uses cut
scenes to keep the memory of this important fact
fresh for the players even though several game
sessions may have taken place since the fight that
resulted in the mangled hand.

Leaving hints and clues of what is to come in
storytelling is a technique called foreshadowing.
While you don’t necessarily need cut scenes to
have foreshadowing in your campaign, cut scenes
provide a great vehicle for it.

Prologue

Consider starting a game session with a cut
scene that sets the rone and mood of the session,
much like the prologue of a book reveals the
background for the events to come.

DM: A young man walks down a lonely street.
He pulls his cape around his shoulders to keep the damp
of the fog from his body. As he turns the corner of the
street, he sees a tall figure draped in along, black cloak.
The figure holds a long scythe in one hand. The man's
evyes widen. He takes a step back, about to run, when
suddenly, another tall, dark figure steps from an alley
behind him. The man opens his mouth to cry out for
help. But nothing comes from his throat. He tries to
scream again, but there is nothing, nothing but silence..

End cut scene.

Now, your characters are heve to investigate the
scene of amurder. So far, they know that it took place
on a populated street, with a large bladed weapon.
Most peculiar of all, the murder took place without
anyone ever hearing a sound.

A prologue cut scene comes at the beginning
of a game session. In the example above, the action
following the cut scene focuses around the investi-




gation of several mysterious murders. The DM
doesn’t mind that this particular cut scene reveals
that the victims are somehow silenced, because she
reveals that piece of information to the PCs right
away anyway.

Prologue cut scenes are frequently used in
television series, where they are appropriately
known as “teasers.” An episode often starts with an
opening cut scene that tells a little about what's
going to come next. This prologue draws the audi-
ence in, often ending on a minor cliffhanger to
ensure that they want to know more. Your own
prologue cut scenes should be designed the same
way, with the intent of exciting the players about
the upcoming game session. They should be in-
trigued orat least entertained after listening to your
prologue.

Finally, remember that the prologue sets the
tone and mood for the rest of the game session. If
you set up the prologue with a lot of mystery, then
your players expect a mystery. If you set up the
prologue with a lot of action and combat, your

players look forward to a fight. A good prologue can
make for an excellent game session, simply because
it helps focus your players, creating in them the
mindset for the type of game you plan to run.

Epilogue

An epilogue cut scene takes place at the end of
a game session. [t may be used to tie up loose ends
in the game session or hint at upcoming storylines.
For instance, picture a game in which the heroes
conquer a vampiric nemesis. In an epilogue, the
DM shows one of the vampire's minions gathering
up his master’s ashes. This epilogue hints at a
continuation, leaving the storyline open.

Leaving the storyline open is a great way to

end any Ravenloft session. Ravenloft is not a world
where things always end on a happy note. Evil

continues, despite overwhelming victory by the
forces of light. The epilogue reminds the players
that their characters’ work is not yet done; though
the battle is won, the war is eternal.

)



Memorble Cut Scenes

Create memorable cur scenes in your own
campaigns by scripting them ahead of time, even

timing words and description to music. As the
music in the back&',nuund swells, led your voice

become more dramatic in description and move-
ment. As the music softens, drop your voice to a
rasp or whisper. Try to make your cut scenes as
powerful as possible, to help your players fall into
the mood of the game and suspend their disbelief
long enough to enter the world of Ravenloft.

[t’s important to avoid overpowering the story
of the game with cut scenes. The players should be
the driving force in the game, not the Dungeon
Master. The PCs are the stars of the campaign, not
the villain or the NPCs. Most cut scenes should be
crafted around the repercussions of the actions of
the characters in the game. After a game session,
think about what the characters did in the game
and craft cut scenes around the results of their
actions.

Try to avoid giving the players too much out-
of-game knowledge in cut scenes. For instance, if
players are looking for a killer, don’t reveal who the
killer is in your cut scenes. Instead, the killer’s face
should always be mysteriously hidden. Too much
out-of-game knowledge places players in a difficult
position. If your players know who the mysterious
killer is in their game, but their characters do not,
the players could be tempted to use the knowledge
their PCs don't passess in order to catch her.

For example, if your players know that it is
indeed the Baroness that is committing a series of
murders, but their characters donot, they might try
to “nudge” their characters in the direction of the
Baroness. They might begin to question her or

even break into her house, even though the char-
acters have no reason to suspect the Baroness yet.
In the end, it is best not to give your players this
temptation in the first place.
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standard scenes where the heroes are present is that
you are freed to indulge in a bit of creative omis-
sion. Return to the example of the killer with the
maimed hand. Were a player character to spot the
killer washing his hands in a marketplace fountain,
the player would be perfectly justified in demand-
ing as much information as possible. How tall is he?
How fine are his clothes? Does he walk with a limp?
Did [ see where he came from? Inacutscene, all you
need to do is depict the killer washing his wounded
hand in the fountain — nothing more. All other
dertails remain mysterious.

A good cut scene sticks with the players,
sometimes long after the campaign is over. Such
memorable scenes become topics for conversation
for months and sometimes years after the game
session in which they appeared.

Cying the Chreads Cogether

While good roleplaying, tweaks to the rules, cut
scenes, tight pacing and music all help you to evoke
an atmosphere of Gothic horror in your Ravenloft
campaign, these things do not do the work for you.
There are merely tools to aid your own DMing style.
If you want to instill a sense of Gothic horror in your
players, then you are the one who has todoit. A good
place to start is to think about things that scare you
and describe them in a way that would scare you. The
techniques presented here add to the drama of your
game and turn what may be a mundane game intoan
epic experience,
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he Mists of Ravenloft warp and curl,
drawing new souls into the Dark Pow-
ers’ shadowed realm. The Mists part,
o revealing new lands. The Mists are ever

changing, ever flowing and only you
truly know what horrors they may contain. This
chapter is devoted to rules you can use to personal-
ize your campaign.

Adventuring in Ravenloft has its own unique
potentials. The D&D Dungeon Master's Guide
(DMG@G) gives general information for creating your
own campaign world and populating it with inter-
esting people and exortic places. This chaprer
provides additional information that, when used in
tandem with the DMG, allows the DM to flesh out
his Ravenloft campaign so that it reflects his own
wishes for an intriguing and compelling game.
Here you shall find helpful hints on creating your
owndomainsand the darklords that rule them, plus
information on designing your own communities
and railoring them rto the specific Cultural Level
you desire. In addition, sample communities are
available for you to drop into your campaign set-
ting or to use as guidelines for creating your own.

Sinkholes, places in the Dread Realms where
evil coalesces and takes on physical, tangible form,
have their own section. Here you will find every-
thing you need to create your own sinkholes and
place them in your Ravenloft campaign.

In addition, the prestige and NPC classes
introduced in the DMG are presented here with
their adaptations for use in a Ravenloft campaign
setting.

For DMs and players who wish to use psionics
in their game or who want to run adventures
featuring the mind flayers of Bluetspur or the yogi
of SriRaji, a section on alterations and adaptations

to the Psionics Handbook allows you to bring psionics
into the Land of the Mists.
Domains of Darkness
ell hath no limits, nor is circumscrib'd
In one self place; for where we are is Hell,
‘ ) And where Hell is, there must we ever be.
— Christopher Marlowe, The Tragical
History of Dr. Faustus
The trio of companions had trekked through the
Mists for what seemed like days, though it might have
only been a few hours. Demara kept one hand on her
sword, the other on her brather’s shoulder. She told
herselfit was to keep from losing contact with him in the
white fog that surrounded them, making visibility only

e

a memory. That Timorian was also a priest of Ezra
had nothing to do with her need to feel his reassuring
presence.

Timorian mutteved prayers to keep up his cour-
age. He strained to see the form of Vangelia, the third
and youngest member of the company and its scout.

“Do you see anything yet?" he called ahead to the
young rogue.

“Not yet,” Vangelia's voice came back to him.
Though he could see her form faintly through the
Mists, she sounded farther away than she appeared.

“Wait!” he heard her say. “I see — something. It
looks like a forest....”

Vangelia disappeared, but Timorian and Demara
followed the sound of her voice until they, too, came
out into a thick, dark land carpeted with trees.

“Where are we?” Demara asked, her eves scan-
ning their new surroundings.

Timorian shook his head. “I have never seen any
place like this, nor have I read any accounts by other
Wardens of the church. 1 was expecting that we would
find ourselves back in Mordent, but...” his voice
dropped to an awe-filled whisper, “this is someplace
new.”

Typically, the DM can bring her players to
lands of her own creation only if she forges her own
game world from scratch or works beyond the
margins of the map in an existing setting. The
mutable, patchwork nature of the Realm of Dread,
however, renders it uniquely amenable to realms
created by the DM, no matter what their scale or
where they might lie within the Mists. Creating a
new domain is one of the most inventive and
exciting tasks that a Ravenloft DM can undertake.
The enterprise might seem daunting to some DMs.
The work involved can be significant, and there
are ample pitfalls to avoid. However, the satisfying
result, players who relish another adventure in a
land of your own creation, is well worth the effort.

by Create a New Domain?

Many Ravenloft DMs have the urge to craft an
original domain and introduce it into their cam-
paign. Within the context of the campaign setting,
however, there should be a reason for the revela-
tion of a new realm, beyond just the creative itch
of the DM.

New Villains

A compelling villain needs a home, a play-
ground or a prison, and the emergence of such a
villain is an excellent reason to create a new




domain. Since most domains derive their charac-
ter from their respective darklords, developing a
domain from the darklord up, so to speak, is highly
appropriate. A DM may have a rough concept for
anew villain, perhaps only a sketchy tragic history
and an array of interesting powers. In a campaign
that is already well underway, the DM may wish to
bring back an old enemy (or ally) of the PCs as a
new darklord. Perhaps a PC has even fallen into
unrepentant evil and become a darklord himself!

(See “The Most Dreadful Possibility,” below).

New Settings

Perhaps the DM is just not satisfied with the
backdrops presented by the published domains.
None of them may inspire him, or he may have an
adventure in mind that does not suit any of them.
The published domains cover a wide range of
themes and cultural milieus, but there is always
room for new landscapes.

New Developments

The shifting nature of the Realm of Dread
creates a unique environment for political and
supernatural upheavals. Heroes or other villains
may depose darklords, vile cataclysms may strike
the land and the Dark Powers may rend the whole
fabric of Ravenloft for their own inscrutable pur-
poses. Regardless of what sort of epic changes the
DM has in mind for his campaign, such changes
often precipitate the appearance of new domains.

Pow Much Detail?

Irrespective of how much work he intends to
invest in his new domain, the DM must describe it
in some derail. It is the descriptions that the DM
provides, of its landscape, people, culture and gov-
ernment, that shape the new setting in the minds
of his players. The descriptions of the established
domains provided in the Ravenloft Player’s Hand-
book are a good guidepost for how much detail the
DM needs initially. These descriptions do not
dwell on the trivia about life in their respective
domains. They merely provide enough detail to
establish a tone and seed story ideas in the mind of
the DM. The DM need not sketch out his new
domain in flowery prose, either. A simple list of
natural, cultural, political and supernatural traits
— perhaps gathering by an hout’s worth of brain-
storming — and a rough map may be all the DM
needs to bring the domain into his campaign.
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However, many DMs may need more sub-
stance than this to run adventures properly in their
new domain. Some DMs enjoy churning out a
hundred pages of vivid descriptive text or produc-
ing elaborate maps and illustrations. If the domain
is only for the DM’s own use, however, such exer-
cises are merely a creative pleasure. Even DMs
without such literary or artistic inclinations can
flesh out their domain significantly.

The DM should begin with a brief description,
perhaps just the domain’s vital statistics and some
simple concepts. It is difficult to build an elabo-
rately detailed domain from scratch. Once these
parameters have been established, the DM can
make her domain as detailed as she desires. The
Ravenloft Gazetteers are an example of how do-
mains for which there are at first only limited
specifics can be built up into developed settings,
each bristling with detail and steeped in its own
unique tone. Again, however, the DM need only
put as much work into her domain as she needs for
the purposes of her own campaign. An organized
notebook filled with handwritten notes probably
serves her purpose just as well as a slick computer
file with Gothic typefaces, exhaustive illustrations
and twenty pages on the grammar of the realm'’s
language.

Core, Cluster or Island?

Most new domains are Islands of Terror, if for
no other reason than there is a certain urge to
maintain the status quo in the Core and Clusters.
There is a tactical advantage to introducing a new
domain as an I[sland as well. Islands tend to be
thematically focused and unsullied by complex
dealings with neighbors. This works to the DM’s
advantage when she is attempting to establish the
atmosphere of a new setting. Islands also have a
frontier aura, despite the lack of any rrue directions
and distance within the Mists. Just as the Core has
become the heart of evil and center of civilization
in Ravenloft, Islands tend to be regarded as distant
Otherlands, exotic and rarely visited by outsiders.
This makes them ideal for new settings that are
unfamiliar to the PCs.

However, some domains may be suitable can-
didates for annexation to an existing Cluster or
even the Core. The new domain may feature a
climate that is suited to a particular Cluster: hot
and arid for the Amber Wastes, hot and humid for
the Verdurous Lands or bitterly cold for the Frozen
Reaches. New domains connected to the Core



should be considered very carefully. The balance of
power in the Core is a delicate thing, and the
appearance of a new realm could tip the continent
into chaos. However, this may be exactly what the
Dark Powers (and, by extension, the DM) have in
mind.

Newly Revealed or Hlready
Established?

The DM must also decide how to introduce
the new domain to his campaign. The first option
is to reveal the domain literally, to part the Mists
one day and expose a new realm of darkness. If the
PCs are blessed with fortunate timing, they may
even witness this momentous event. More likely,
they begin to hear rumors of a new neighboring
realm where none existed before or of an uncharted
land that has been discovered beyond the Mists.
Another option is to introduce the new domain
seamlessly, explaining that it “has always been
there.” This is an easier approach if the campaign
has not yet begun. The DM can provide a custom-
ized map of the Realm of Dread beforehand, noting
how his campaign setting is different from the
published version of Ravenloft. Revealing a “pre-
existing” domain during the campaign may create
continuity issues, and the players may object if they
have already become familiar with the geography
of the setting.

Cools to Reep at hand

Aside from the three core rulebooks — the
Player's Handbook, Dungeon Master's Guide, Mon-
ster Manual — and the Ravenloft Player’s
Handbook and other game system books, the DM
may want to consult other resources while develop-
ing his domain. This is particularly the case if the
DM has a vision for his domain that borrows from
existing cultures, literature or film. Such resources
may also be invaluable if the DM has no ideas at all
and wants some inspiration!

Encyclopedia: A general knowledge encyclo-
pedia is a vital resource for DMs developing new
domains. This is particularly true if the domain in
question reflects aspects of a culture in the real
world. How can a DM create a domain with the
characteristics of, for example, Indonesia, if she
knows nothing about Indonesia? Topical encyclo-
pedias may also be helpful, particularly those that
deal with geography, culture or mythology.

Atlas: Many DMs find mapping to be one of
the most challenging aspects of creating new set-



tings. An atlas that shows topography, natural
ecosystems and political boundaries can enlighten
the DM significantly regarding the relationship
between these elements. How does the presence of
mountains affect climate? Where do cities spring
up? What landscapes are associated with which
natural resources? In Ravenloft, the Mists often
reveal realms with bizarre geographies and patch-
work landscapes. Nonetheless, the DM should
have some concept of how such principles work in
the real world, if only so she can recognize aber-
rance in the Realm of Dread.

Literature and Films: Any new domain the
DM creates should reflect the Gorthic tradition to
some degree. A studious Ravenloft DM should be
familiar not only with the themes and imagery of
the tradition, but also with the first-hand sources.
Many of the existing domains described are influ-
enced, subtly or not so subtly, by specific Gothic
stories. Resources such as those in the Ravenloft
Player’s Handbook, Chapter Six, can instruct the
DM in the Gothic tone or provide ideas for
darklords, themes or settings.

Che fundamentals

There are several characteristics of a new
domain that are critical for the DM to establish,
although not all of them need to be resolved ar the
outset. These can be thought of as the domain’s
vital statistics, similar to the concise descriptions
provided in the Ravenloft Player’s Handbook.

Cultural Cevel

The Cultural Level of adomain (see Ravenloft
Player’s Handbook, Chapter One) determines
not only the technologies and cultural institutions
thar characters are likely to encounter, but also the
tone that Gothic adventure takes in that domain.
Ancient Cultural Levels (Cul 0-4) suggest blas-
phemy, secrets and decay. Cultural Levels of the
Middle Ages (Cul 5-7) evoke fear, fanaticism and
violence. Relatively modern Cultural Levels (Cul
8-9) deal with revolution, oppression and hubris.

Keep in mind that the Cultural Levels gener-
ally reflect the technologies available in Western
cultures throughout the dates listed in the Ravenloft
Player’s Handbook. The DM should choose a
Cultural Level that accurately reflects the techno-
logical and cultural advancement of his new domain,
regardless of the real-world dates that are provided.
Forexample, a domain with Aztec character would
correspond roughly to 1200-1520 A.D. in the real

world (CuL 7-8), but Cul 2 or 3 would more
accurately reflect its Cultural Level (with some
CuL 1 and 4 elements as well).

Che Candscape

The ecology of a domain (full, sparse or none)
establishes the nature of the domain’s landscape
succinctly. Most domains resemble real-world en-
vironments, with the usual complement of flora
and fauna. Sparse domains tend to be wastelands or
subterranean realms. Domains with no ecology are
almost always single structures or truly bizarre
supernatural environments. Without the details of
arich biological landscape, domains with sparse or
no ecologies require other features to lend them a
unique atmosphere, such as distinctive manmade
structures or natural or supernatural phenomena.

The combination of climate and terrain con-
jures aplethoraof sights, sounds, smellsand textures
to players almost immediately. Climate and terrain
types such as “cold mountains™ and “warm forest”
come loaded with imagery that establishes the
landscape of the domain in two simple words.

Nonetheless, it is essential that the DM pro-
vides additional detail concerning the domain’s
landscape. The landscape is the first element of a
new domain that characters experience. What are
the sights and sounds that greet them as they
surmount a mountain overlooking the new land, or
when they wander as outsiders into a village? The
descriptions that the DM gives establish the tone
for the next adventure or two.

The DM should address the flora, fauna, ecol-
ogy, architecture, climate and weather of the
domain. All should be described in terms of sensory
details that leap out at the players. If the domain is
based on a real-world culture or region, the DM
should seek out photographs and artwork depicting
that society or land. Such resources not only pro-
vide guidance in determining the “look” of a new
domain, but may also inspire vivid settings for
particular adventures.

The DM may want to make note of intriguing
similes or metaphors that evoke the tone she is
trying to establish. Chimney smoke that curls like
“lazy cherubs winging their way heavenward” or
like “twining serpents, searching the air for warm
prey” suggests two very different moods. The the-
matic elements at the heart of the domain may
even be subtly reflected in the domain’s landscape.
Consider how the harsh weather of Lamordia mir-
rors the cold rationality of Mordenheim, the terrible



loneliness of Adam and the chilling apathy that
both exhibit toward other creatures.

Che folk

Eﬂr]v on i'l'\ r]'IQ (level{\r\mf_‘l‘r (‘{ anew (.l('\r’l"lb‘li.l"\,
the DM should work out how many settlements of
what size the new domain holds. The total popula-
tion of the domain should be roughly double the
population in these settlements. This number will
be somewhat higher in realms with a more rural
character, lower in domains where the cities are
densely populated.

In a sense, the proportion of humans to non-
humans in the population determines to what
degree the domain reflects the traditional fantasy
setting of the Dungeons & Dragons game. Do-
mains with significant populations of nonhumans
(such as Darkon) tend to more influenced by the
conventions of the fantasy genre. Domains with
marginal populations of nonhumans or in which
nonhumans are entirely absent are settings that
more closely resemble our own world, albeit still
tainted by the supernatural forces of the Gothic
tradition. Domains with a nonhuman populace
need not reflect the typical proportions of the
D&D game. The presence of Sithicus in the Realm
of Dread suggests that other domains populated
entirely by nonhuman races might exist beyond
the Mists. Or consider a domain where most non-
humans are absent, but where one of every four
human births results in a caliban.

The DM should note whether any significant
human ethnic minorities exist in her domain.
What is their proportion to the majority and what
factors divide them? Tribal warfare, ethnic con-
flict, genocide and xenophobia are all harrowing
backdrops to Gathic stories. The conflicts between
ethnic groups may be the setting for adventures or
even the principle theme that characterizes the
domain.

Details on the populace of the domain are
vital, particularly if the DM is going to allow
players to create native PCs (see “Characters”
below). The DM should describe how the locals
look, dress, speak and behave. How do the natives
sustain themselves and their families? Through
farming, crafts, trade or war? What is the general
demeanor of the populace, summed up in a handful
of adjectives! Barovians, for example, could be
described as “fearful, suspicious and superstitious.”
The DM should provide a language or two for the
natives, either an existing tongue (probable if the

domain is located in the Core or a Cluster) or a new
one (likely if it is an Island). Religion is a funda-
mental aspect of daily life in most domains and
often the conceptual cornerstone of cleric and
paladin characters. If the DM is introducing a new
faith or whale pantheon, she should provide at
minimum the alignment, cleric domains, favored
weapon and statement of dogma for each god.

Che Law

The government of a domain determines how
PCs can move about the domain, the waysin which
they interact with NPCs and perhaps even the
attitude that they adopt within the domain. Op-
pressive domains make life hard on the populace
and on the PCs as well, while domains without a
strong leader may be dangerous places due to petty
lords, bandits and rebels. If the system of govern-
ment is familiar to the PCs, they have amuch easier
time adapting to the new realm. Conversely, PCs
who run afoul of strange systems of law inevitably
stumble into horrible predicaments through
breaches of protacol or etiquette. The DM should
sketch the flow of power and wealth in the domain
and perhaps codify a handful of significant and
representative laws that the PCs have to observe.

Most domains from CuL 2 on have an aristoc-
racy whom the ruler must pacify and keep in check.
Almost all societies also host a military class of
some kind, from a simple village militia thar keeps
the peace to a restless standing army that must be
placated to an outright military dictatorship. More
unusual domains might include a powerful priest,
scribe, merchant, craftsman, spellcaster or scientist
class. If the ruler is the domain’s darklord, he may
be able call upon supernatural means to enforce his
rule. If the darklord lurks in the shadows, he nor-
mally has a power base in some mundane segment
of the sociery (priests, criminals, nobles and so on)
and some means of influencing the ruler directly or
indirectly.

Crade and Diplomacy

Even in the Realm of Dread, where nations are
separated by the unpredictable Mists and crearures
of darkness control whole governments, econom-
ics and politics still persist. The resources that a
domain hasat its disposal and those it requires from
other domains determine much about its place in
the broader setting. The DM should look to the
domain’s landscape and its resemblance to real
cultures to determine the form its wealth takes. For
example, domains with coastal areas likely have
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some dependence on fishing, trade or shipbuilding. ]:ay of the Cand

A domain with an Incan character would not have
access to staples such as wheat, cattle and steel
goods, but would possess peppers, llamas, guinea
pigs and gold. Often, domains are characterized by
a single significant resource, such as the horses of
Nova Vaasa or the grain of Falkovnia. Some do-
mains have few native resources and must accrue
their wealth through the export of culture, the
trade that moves through their realm or the plun-
der gained from military conquest. Does the domain
deal in traditional Dungeons & Dragons coins (gp,
sp, €p), a unique currency or a system of barter!?

Domains that border other domains (and even
some Islands of Terror blessed with reliable
Mistways) must contend with their neighbors, who
may seek a trading partner, a military ally or a ripe
land for conquest. In general, the Realm of Dread
is a world of tribalism, factionalism and hatred for
the Other. The populace of almost all domains
regards its neighbors with suspicion or outright
animosity. Domains with significant military, eco-
nomic or supernatural power tend to throw their
weight around significantly, while weak domains
must band together orsubmit to the will of mightier
realms.

Characters

The DM should not overlook the ways in
which the domain influences the various character
options, such as skills, feats, equipment and magic.
Such knowledge is valuable to players creating
characters native to the new domain, but also to
the DM herself for the purposes of local NPCs. An
NPC’s selection of skills and feats often reflect
cultural tendencies as much as personal preference.
Feat such as Skill Focus, Weapon Focus and Spell
Focus highlight the professional military and magi-
cal traditions of the domain. Certain combinations
of combat feats can produce a distinctive combat
style that players come to associate with that par-
ticular domain. Exotic domains may require the
DM to develop a custom weapon and armor list
beyond the normal Cultural Level restrictions.
The DM should also prepare a list of male and
female names for native PCs and her own NPCs.
Baby name books organized by ethnicity and cul-
tural tradition are a good place to start, but some
DMs may enjoy producing their own unigque names
that more closely reflect the fantasy genre than the
real world.

Regardless of her ability at mapping, the DM
should make an effort to sketch the general layout
of herdomain. It is usually easiest to begin with the
main geographical features. Coastlines, forests,
mountain rangesand stretches of plain, once placed,
suggest locations for rivers, roads and settlements.
An atlas provides invaluable inspiration for the
shape and form of these features if the DM is having
a hard time developing them from scratch. Great
detail is generally unnecessary, but the DM should
note the facts that may be relevant for overland
travel and game matters. How rall are the moun-
tains? How rugged is the topography? Which way
does the wind blow along the ocean! Are the rivers
deep enough to support boat traffic? Which areas
are well traveled and which are regarded as wild
and dangerous?

The DM should select some fanciful or oblique
names for some of the prominent geographic fea-
tures (“The Forest of Screams,” “Whitecap Lake,”
“Mount Marglybléneka,” and so on) She should
also place a few points of interest throughout the
domain, perhaps in places far from settlements and
otherwise bereft of civilization. Such locations
might be ruins, strongholds, caves, temples, natu-
ral sites or other places of adventure. It does not
matter if the DM has no idea what the exact nature
of those sites might be at this point. Labels such as
“Ruined Chapel” or “Stone Circle” may be suffi-
cient initially. As the campaign proceeds, events
probably suggest how these points of interest might
be transformed into detailed settings for adven-
tutes.

Cbhe Darklord

When the DM designs a domain, he often has
some notion of the darklord’s nature. The domain
usually derives much of its character from the
history and sins of the darklord. If the domain came
before the darklord, however, the DM has to devise
a darklord that accurately reflects the tone of the
realm. At this point, the DM needs to describe the
darklord in condensed format, making note of his
name, gender, race, class, alignment and perhaps
the abilities granted to him by the Dark Powers.
Some basic notes on his history and rule are advis-
able as well.

The sins of a darklord are perhaps more signifi-
cant than the darklord’s race or class. Any creature
can draw the dire attention of the Dark Powers, for
it is the darklord’s evil deeds that serve as the
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unholy spiritual beacon, not his abilities. Effective
darklords are utterly beyond redemption, but all of
them are also sympathetic villains to some respect.
They should not be pitied, for their damnation was
by their own hands, bur they should be feared for
what they represent. Memorable darklords reflect
the PCs to varying degrees, calling to mind their
own failures and doubts and prompting them to
shudder, “There, but for the grace of the gads, ga 1.”

flesbhing It Qut

Oncethe DM hasoutlined the basics of hisdomain,
he may feel it is sufficient for the purposes of running
adventures in the domain. Other DMs may desire more
detail, perhaps on the level of the Ravenloft Gazetteers.
The needs of the DM and the tastes of the players largely
determine the depth of detail that is required. If the DM
feels that the heraldry of the noble families, the prepara-
tion of local cuisine or the style of local woodwork are
relevant and enriching to his campaign, he should
describe them.

Regardless, additional derails are typically
necessary in afew select areas. The domain’s settle-
mentsshould be given full staristics blocks according
to the Dungeon Master's Guide, Chaprer 5, “Gener-
ating Towns,” as well as the section in this chaprer
on Creating Communities. The DM should feel
free to break the rules of the town system when
needed. If she needsa 1 7th-level wizard in a hamler
of 300 souls, she should put him there and nor
sweat the niceties of level limitations and town
size. Besides the settlement’s ruler and law enforce-
ment, the DM should provide two tofour interesting
NPCs in condensed format (gender, race, class,
alignment, role in the settlement). She may not
have any idea how these characters fit into setting
vet, but they provide excellent springboards to
adventure when and if the PCs travel to the settle-
ment later in the campaign.

Even if the PCs are not likely to face him
anytime soon, the DM probably also wants to
describe the darklord in greater detail. Full NPC
statistics in a standard format, similar to those
provided in Secrets of the Dread Realm, are
desirable. The DM should not only codify the
darklord’s abilities, but also expand on his history
and motives and provide the mechanics for border
closures. If the DM feels that other NPCs are
particularly vital to the domain, such asadarklord’s
foremost minion or enemy or an ally or patron for
the PCs, she should give them full statistics and a
descriprive treatment.




Che Seven Secrets to Memorable
Domains

Regardless of which stage of the process cur-
rently occupies her, the DM should keep a handful
of fundamental guidelines near the front of her
mind when designing a new domain.

Details, Details, Details

It bears repeating that the derails make the
domain. The DM may toil countless hours to
produce an exciting domain with a tragic and
intriguing darklord, but it will all be wasted if his
descriptions at the game table are limp and lifeless.
Rich descriptions are the lifeblood of a new setting.
They solidify the imagery, theme and rone of the
setting in the minds of the players and establish the
mood that frightens and thrills them.

This is not to say that the DM should take a
verbose, overwrought approach to his domain’s
details. Dense descriptions are fine for the DMs
own notes, but are likely to bore the players when
spoken aloud in the context of a game. Good
descriptions are concise and crisp, laced with a
handful of sensory details that the players are likely
to remember. Drowning the players in detail has
the same effect as no detail at all: the domain will
be featureless in their minds.

Cover New Ground

Before the DM sets about crafting her new
1 domain, she should take a moment to appraise the
existing landscape. Many DMs start with a concept
that seems original at the time, only to discover
that the same territory has been tread by an exist-
ing domain. The DM should generally avoid the
themes and cultural milieus that have already been
covered in the setting. For example, there is little
need in the Ravenloft setting for another domain
with the character of a medieval Balkan or Slavic
kingdom, especially if the new domain has nothing
innovative to offer other than its resemblance to
such cultures. Similarly, the mad scientist arche-
type has already received extensive treatment
through Victor Mordenheim, Frantisek Markov,
Easan and several other darklords.

Instead of rehashing material that has already
been covered, the DM should make an effort to
seek out the gaps in the setting. For example, there
is not yet a darklord who epitomizes the sin of
avarice or who resembles the title character of The
Hunchback of Notre Dame. There is not yet a

; ,
domain that echoes the medieval gold empires of
West Africa or the pre-Columbian Amazon
rainforest. These are untapped veins of potential in
the setting, each filled with rich possibilities for
tales of Gothic adventure.

Less 1s More

Another pitfall in domain creation is the ten-
dency toone-up the existing domains and darklords.
Why create adomain less oppressive than Falkovnia
when it could be even more oppressive? Why
create a darklord who is weaker than Strahd von
Zarovich or Azalin when he could be stronger? In
the end, such a strategy eventually fails, especially
if it is the sole interesting feature of the domain.
Furthermore, the uniqueness of setting icons such
as Strahd erodes when the DM introduces another
darklord who is his equal or superior. Quality, not
quantity, is the rule of thumb, not only of the
Ravenloft setting, but of the Gothic tradition in
general. Any DM can evoke fear with a CR 18
adversary or a realm where every citizen is a vam-
pire. The horror teased from the ordinary is much
more potent and requires much more skill.

Gothic Is Good

Almost all DMs know the fantasy genre inside
and out. It is the Gothic part of Gothic adventure
that is the challenge for many DMs. Ravenloft
Player’s Handbook, Chapter Six, is a good place to
start looking for guidance. An even better place is
Dracula or any of the seminal works of the genre.
The DM should understand the elements that
define Gothicism and seek to coax them to the
surface in her domain. If a domain is not ruled by
the Gothic sensibility, it is probably not an appro-
priate setting for Ravenloft adventures.

Controlled elements of other genres may be
appropriate occasionally in some domains, The
DM should be aware of the characteristics of epics,
morality tales, Shakespearean tragedy, early sci-
ence fiction, Lovecraftian horror, splatterschtick
and modern thrillers, so he can recognize when to
use them and when to avoid them. Within certain
limits, any setting covered by the Cultural Levels of
the Ravenloft campaign setting can be made Gothic
through proper emphasis and description, regard-
less of its cultural milieu.

Darkness Needs LCight

There is temptation to create domains in the
Ravenloft setting that resemble hopeless pits of
horror and damnation, rather than “crucibles of




virtue.” A setting without hope is a setting without
dramatic tension. Despair is only truly poignant
when the possibility of a happy ending exists,
however small. For all its evils, the Realm of Dread
should still be a place where people smile, sing,
dance, embrace and cherish their loved ones and
friends. Every domain should feature some land-
scape thar, however forbidding, is breathtaking in
its beauty. Similarly, every domain should cradle
some refuge of goodness, even it is only in the
hearts of those who refuse to submit to the land's
horrors.

Plot Pooks Hplenty

Although it may be appropriate in particularly
small domains, it is usually unwise to limit the
adventure potential to delving into the lair of the
domain’s darklord. Although the darklord is typi-
cally a glowering presence in his domain, all roads
do not necessarily lead to him. The DM should
sprinkle her domain with potential story hooks,
none of which need to be developed beyond a few
brief notes initially. The conflicts of various power
groups, the goals of key NPCs, the surfacing of lost
magic items and sudden supernatural crises all
provide reasons to adventure. As the PCs gain
power, there may be nobles, churches, spellcasters
and monsters that surface with an interest in the
party’s fate. The DM should outline who in the
domain is interested in and threatened by the PCs
as they atrain glory, wealth and power.

Expect the Unexpected

The most disappointing outcome when creat-
ing a new domain is when the DM pours her heart
intoadomain, only todiscover that it is predictable
and tired. Regardless of the exotic backdrop, all
domains reflect archetypes to some degree and are
therefore predictable to a certain extent. However,
the DM has the power early on in the creation
process to place twists in the fabric of ancient
stories. The availability of a spectrum of supernatu-
ral elements in the Dungeons & Dragons game
makes this task relatively easy. For example, a
domain with an oppressive tyrant for a darklord is
nothing new, nor is the notion of a group of rebels
struggling against his rule. But what if the darklord
is a cruel human baron who is struggling to wipe out
the evil werebeasts that plague his land’s wilds?
What if the underground resistance is actually a
pack of wolfweres who are allied to the lycanthropes,
but preparing to betray them to the baron and seize
their hunting grounds! The DM should not be

afraid to provide unconventional surprises to tradi-
tional adventure structure, particularly if they add
the Gothic element of moral dilemma.

Che Most Dreadful Possibility

The presence of powers checks in the Ravenloft
setting creates the possibility that PCs might
stumble down the path of corruption to irredeem-
able evil. This in turn raises the specter that a PC
might draw the attention of the Dark Powers to
such an extent that he is granted a domain of his
own. Admirtedly, such a scenario is quite rare and
is entirely at the discretion of the DM. Simply
because a character has reached the fifth stage
along the Path of Corruption (see Ravenloft
Player’s Handbook, Chapter Three), the DM is
under no obligation to proceed to the next stage.
The introduction of a new domain and darklord is
a serious marter that affects the entire campaign
and should not be left to the behavior of the PCs.

There may come a time, however, when a PC
has failed that sixth and final powers check, and
the DM judges that a PC darklord would be a
positive addition to his campaign. Although such
a twist to the campaign is exciting, the DM may
feel a bit overwhelmed by the prospect. A PC
darklord holds some of the most compelling dra-
matic potential in the Ravenloft setting, but
missteps in how the matter is handled can be fatal
to a campaign. Fortunately, the DM can maximize
the positive results of such a development by fol-
lowing a few simple guidelines.

Chere Hre No PC Darklords

[tis worth restating the caveat in the Ravenloft
Player’s Handbook: “Player characters who be-
come darklords automatically become NPCs run
by the DM.” Once a PC has slipped so far down the
Path of Corruption, the DM should already be
making plans jointly with the player about the
character’s possible retirement. The DM should
dispel any notion that the player might harbor
about someday playing a darklord. Some players
may enjoy the tragic descent into darkness that
they have worked hard to portray and could be
relucrant to let go of a beloved PC.

However, the DM should not be despotic
about removing the character from play against the
player’s wishes. She should explain that the very
presence of a darklord PC undermines notonly the
game’s balance, but also the fundamental dramatic
struggle of the Ravenloft setting. The true terror of
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the setting lies in the potential for PCs to become
darklords, not in PCs with the power of darklords.
The distinction is subtle but critical, and the DM
should make an effort to convey it to the player.
The player may view the retirement of his charac-
ter as a punishment. The DM should instead stress
that retirement of a PC darklord is the reward for a
history of compelling and tragic roleplaying and
that the PC is being immortalized in the campaign
as an NPC of rerrible power and evil. The player
should be encouraged to make a new PC, hopefully
one quite different from his fallen character.

Involve the Player

Even though the player has turned over the
fate of her character to the DM, she may still be
involved in the new darklord’s development and
intrigues. After all, who knows the fledgling villain
hetter than the player who portrayed him for weeks,
months or years! Allowing the player to become
involved taps the most valuable resource the DM
has at his disposal and takes a bit of the sting out of
losing a character for the player.

The character should have a hand in develop-
ing the darklord’s curse and new powers, if any, and
perhaps even the domain itself. Because there is a
temptation for the player to make her fallen hero as
powerful as possible, the DM should approach the
player for suggestions rather than allowing her to
directly design the new darklord. The player also
has a wealth of roleplaying experience related to
the darklord under her belt, all exploitable by the
DM. The player probably is enthusiastic about
providing guidance on the darklord’s motivations,
demeanor and tactics. Before critical scenes or plot
developments during the game, the DM should
consult with the player to determine the most
suitable and realistic course of action that the
' darklord would take.

If the DM judges that the player is capable of
the challenge, she may wish to allow the player to
! continue to speak for the darklord or even roll dice
: for him during combart, even if he is also playing a

new PC. After all, the other players have come to
associate their fellow player with the darklord’s
voice and persona. Shifting the darklord to the
r DM’s chair removes some of the dramatic punch of

the character’s fall. The DM should stress to the
player in question, however, that as an NPC, the
darklord is ultimately under the DM’s control. The
player should be encouraged to chew the scenery
and make his fellow players squirm, but avoid
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actions that jeopardize the DM’s designs for the
campaign. It is wise to establish logistical and
dramatic boundaries before the player takes over
for the scene.

Exploit the familiar

As already noted, the horror of most darklords
lies not just in their power but in their universal
tragedy. A darklord should prompt the PCs to
reflect, “That could have been any one of us.” The
tragedy of a PC darklord is all the more intense for
the camaraderie that the other players likely felt
with the fallen character. The circumstances of the
character’s damnation probably determine the
manner in which the other players regard the
darklord. Was the PC's descent a slow slide into
darkness, a corruption of convenience that went
unnoticed by the other PCs? Perhaps he struggled
mightily against remptation, relying on his com-
panions for strength. Or was the characterasinister
force within the party from the outset, perpetually
drawing the suspicions of his allies? Most PCs are
simply companions in arms, though many become
devored friends or even lovers. The emotional
significance of the PC darklord is directly propor-
tional to the connection that the other players felt
through their own PCs.

The DM should exploit the emotional history
of the party when utilizing the new darklord in his
campaign. Though PCs may react to their fallen
ally in a variety of ways, from swearing to destroy
her to avoiding her and her domain at all costs, an
effective DM draws them into the darklord'’s
schemes and strikes at their fears. Conversely, the
darklord may make it her mission to destroy or
corrupt the PCs or may avoid confronting her allies
out of a lingering splinter of affection. She will
inevitably be drawn back to them in some fashion,
however; such fated confrontations are thoroughly
in the Gothic tradition.

The darklord knows his former companions
better than anyone, and exploits that knowledge
when conflict inevitably occurs. The DM should
use every trick in the book, no matter how devious
or exploitive, to undermine the PCs and their
successes. The darklord should seck to manipulate
the party through the motivarions that she knows
drives them. She should focus her attention on the
companions of which she was particularly fond,
attempting to seduce them away from their fellows
or destroy them utterly as a hated memory of her
old life. Perhaps most crucially for the purposes of



terror, she should be malicious in her words to the
players, capitalizing on the PCs’ fears, values and
loyalties.

Wbere Shadows Dwell:
Communities of Ravenloft

tepping through the Mists, a shaggy fellow

dressed in skins with a knobby club over
( ) one shoulder sees a wondrous and fearful
sight. Before him are masses of people

dressed in velvet and satin: some ride forth
on glossy ponies from a village of amazing size. Build-
ings tower above him. The confusion in his eyes leads
some to laughter, others to paranoia and a few to pity.
Owerwhelmed, he screams and raises his club to bash
his way through the horrifying throng. A moment later
he lies dead, an extra crimson eye in his heavy brow
from an expertly aimed pistol shot. Only his wandering
ghost remains, trapped in a world beyond his imagina-
tion.

This is Ravenloft. You never know where the
Mists might take you. Chances are, however, that
your player characters end up in a town or village
or even a major city in one of the many Ravenloft
realms. This section helps you create unique com-
munities or flesh out existing locations. While
the Ravenloft Gazetteers provide much
useful information on major cities in the
various realms they cover, they cannot /
mention every community, nor should L
they. As a DM, you may prefer to use
cities and towns of your own devising
that are suited to your Ravenloft cam-
paign.

“All I want is a good hot meal, a bath, if
such a thing exists, and a bed that has a mattress
that's thicker than my bedroll,” Demara said as
she led the way down the street of the small village.
The companions had just spent the last four days
traveling from their last escapade, a foray into an
abandoned mine in search of a lost child. They had
found the child frightened but unharmed, but had to
fight their way through several misshapen things that
had seized her for some purpose the heroes could not
determine.

Timorian, the priest of Ezra, had seen that the
child was no worse for her experience and returned her
to her grateful parents, but the thought of those unfor-
tunate monsters, perhaps the results of some mad
wizard's experimentations, had remained with him for
days. Now, however, he too was longing for something
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approaching normality: amug of ale, the song of a bard
and, like his sister, Demara, a bath and a bed.

“I wonder if there's any gambling in this toun,”
Vangelia said, her face hopeful. A few coins still
clanked in her pouch and she wasn't happy unless she
was spending money or getting it.

Demara stopped suddenly, looking around. The
village seemed almost deserted except for a few sullen
men and women in drab clothes. She sniffed the air,
smelling nothing but horse dung and wood smoke and,
from one building that looked like an inn, the odor of
boiled turnips.

She turned back to her companions, a look of
dismay on her face. “I'm not sure we will find what
we've looking for here, any of us. But I think we won't
lack for something to do. Something's wrong here, and
[ think we’re going to find out what it is before long.”

Building communities in Ravenloft providesa
unique challenge for a Dungeon Master. Developa
huge ancient city of the Bronze Age where a
pharaoh rules in the shadow of immense tombs or
a tiny, paranoid Medieval village where the people
come out only at night to worship their werewolf
god. One quick trip through the Mists and your
adventuring party may stumble into a realm where
guns are commonplace or find themselves the only
people around with weapons better than clubs.
Communities may consist of nothing but xeno-
phobic humans, towns where no one thinks it odd
to drink at a table with a couple of calibans, a dwarf
and a werewolf bard; or a city of fetid evil, filled
with ravening monsters.

Community Creation

Does your population exist as the only city
within a dark realm or is it a thriving merchant-
filled town with caravans arriving through the
shifting sands from faraway oases! What is its
cultural level and level of prosperity! What is its
history!? Who resides there! Do hidden populations
exist in the shadows? Who seems to exercise politi-
cal control? Who really holds the reigns of power!
How superstitious/fanatical/xenophobic are the
people in the town you build? Who is the darklord
controlling the land in which it dwells and how
does his tortured destiny distort the lives of those
who reside in your community! What do people
consider truly valuable there — warter, informa-
tion, safety or souls! Maybe they need something
more unlikely.

Answering all these questions, and many oth-
ers, are just as important for fleshing out your
player’s surroundings as a PC's hair and eye color,
family history and statistics are to building a well-
rounded character. In fact, as you build your
community, ideas for adventures can arise from the
complexities you create here.

For example, consider the realm of Kartakass,
built by the Dark Powers to torment Harkon Lukas,
a wolfwere darklord who lives for competition. His
only challenges are seducing women and keeping
the title of Meistersinger of Skald, a position so
prosaic and unsatisfying that he continues to com-
pete only to keep others from gaining the post. The
Dark Powers warp his imprisoning domain to fit
Harkon’s subtle hell. Imagine the effect on those
living in Kartakass.

Because of their obsession with music and the
competition, people come from all over the area to
see ambitious bards perform and sometimes myste-
riously disappear if they are just a little too good.
Music and musical training are as important as
learning to read and write might be in other realms.
People fear the full moon and wolf howls send a
shiver down children’s spines, but women wander
the woods waiting for a wild and passionate lover
who may bring them great pleasure or grizzly death.

No tavern in Kartakass would be complete
without a stage. Architectural designs lean toward
high ceilings and tiled floors to complement sing-
ing voices and tapestry-covered walls to quell
echoes. Every town has an amphitheater for that
most important event: the election of the
Meistersinger. People honor musical-instrument
makers, bestowing higher payments upon them
than any other craftsmen, including jewelers. Men
and women dress seductively in colorful clothing
whether or not they are actual performers, equat-
ing power with a bardic image. Everything within
Kartakass is connected to and colored by the obses-
sions of its darklord. Sending your players into this
realm, especially if you have a competitive bard in
the mix, can make for great adventures — or the
death of the bard PC.

While basic information on the creation of
rowns can be found in the Dungeons & Dragons
Dungeon Master’s Guide, this chaprer offers sugges-
rions and methods for customizing those towns to
reflect the atmosphere of Ravenloft.




Societies and Cultural LCevels
Revisited

Ravenloft contains myriad cultures with vary-
ing levelsof complexity and advancement. Running
the gamut from the sparse, survival-oriented lifestyle
of the Stone Age to the flowering culture of the
Renaissance, the Dark Powers bind each domain in
creation to continue without advancing past its
individual cultural level. Still, different communi-
ties even within each dark realm may have varying
levels of prosperity or invention.

Some societies follow less complicated lives as
proscribed by law, philosophy or religious tenet.
Others thrive on change and the exploration of
new ideas. Some shrink and die, whether from the
horror of the Requiem or by the cursed actions of
powerful wizards. Asa Dungeon Master, youshould
remember that society and its civilizations are fluid
and growing organisms, even within an environ-
ment controlled by the Dark Powers.

Although some villages may seem the same
from visit to visit, unchanging through generations
of families — people do change, and so do the
places where they live. In Ravenloft, this may
occur through the machinations of the Dark Pow-
ers, through a change in darklords or by the efforts
of a successful adventuring party or even by a
rebellion within the population itself. Still, each
cultural level and each new community from that
cultural level can provide a different challenge for
you as a DM, as well as many new and interesting
advenrture ideas. For further information, see the
Ravenloft Player’s Handbook section on cultural
levels.

Cultural Level o: Savage

By its very definition, cultural level zero de-
notes no organized community. Still, a wilderness
may contain more than forests and packs of raven-
ing wolves. Adventurers may travel through or
atrempt to settle savage lands. Odd and secretive
mages or scientists may have hidden labs in a
hostile wasteland to discourage visitors. DMs may
create the ruins of a past civilization overgrown by
trees and twisting vines and filled with incom-
prehensible magic or design roaming bands of feral
madmen caught up in some darklord’s ancient
experiment. Place your PCs against leaderless
crowds of mindless, shricking undead. The possi-
bilities are endless and invariably disturbing.
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Examples: Avonleigh, Bluetspur, Keening,
Timor and The Wildlands.

Cultural Level 1: Stone Hge
(10.000 BC~5.000 BC)

Stone Age communities are usually quite small,
consisting of populations no larger than local hunt-
ing and foraging can support. Its residents may be
nomadic, moving with transportable tents or using
features of the land such as caves or cliff walls for
shelter. Since travel is so arduous and people so
scattered, tribes and clans rarely see strangers.
Language, rituals and customs can change among
aroups only a few miles distant from each other,
and tribes may consider anyone unusual an enemy
or a god, a decision usually made upon first sighting
the individual or group. Magic is limited to sorcer-
ous, druidic and clerical spells, since these societies
have not invented the written word.

Although weaponry is crude and normal trea-
sure is only valued as ornamentation, an adventurer
might find himself weighted down with gold once
a Stone Age dweller realizes he is interested in that
“worthless soft metal.” This is especially true ifa PC
shows an NPC tribesman his “magically sharp” big
knife (sword) or a mage performs a spell different
from any in their shaman's repertoire. Of course,
arrogant PCs may find themselves surprised by
spells they have never seen and elaborate rites they
do not understand. Imaginative and very complex
patterns often decorate common Stone Age items,
at times explaining history and heroic deeds through
pictographs. Creating a campaign set in this cul-
tural level provides an interesting challenge for a
DM, generally calling for themes of discovery,
physical challenges and change, superstition and
xenophobia— whether coming from the players or
their antagonists.

Foradventurers arriving from a more advanced
culture, misunderstandings, the language barrier,
mistaken rituals or religious differences make for
dramatic tension. The DM may wish to consider
what would happen if a humble knight PC sud-
denly found himself worshiped as a local war deity.
Perhaps the father of an adventurer disappeared
through the Mists years ago and now his daughter
finds a crudely painted sketch of his shield decorat-
ing the leather wall of a tent. Gestures and spells are
the only way to speak. Learning to communicate
and understand is a very important theme for a
Stone Age encounter although imaginative




tortures, scarification and bloody ritual have their
places as well.

Examples: Markovia, Sebua and Saragoss.

Cultural Cevel 2: Bronze Hge
(5,000 BC~2,500 BC)

The Bronze Age is defined by an ability to
smelt and work bronze. With this development,
communities could settle and cultivate land with
plows, as well as create superior weapons to defend
themselves. This is an age of complex and over-
whelmingly rich civilizations. Communities build
magnificent structures using newly developed en-
gineering methods that make use of their larger
populations as well as slave labor.

Scientific thought develops as communities
create the first written languages with hieroglyph-
icsand other pictographs on clay tablets and papyrus.
Looking toward the sky, people of the Bronze Age
create elaborate methods of enumerating time and
the seasons, including high towers and other archi-
tectural feats aligned toward dawn and dusk. The
wheel calendar comes into being.

Worship grows more prominent and cultural
guidelines become more organized as society cre-
ates elaborate hierarchies along social and religious
lines. This rigid system provides little advance-
ment for those of lesser classes, and may set a child’s
life path at birth to follow in the craft or state of
servitude in which his family has toiled for genera-
tions.

Adventures in Bronze Age communities might
consist of PC slaves’ attempt to break free of their
status or involve theocratic political maneuverings
among powerful priests in their enormous temples
and their PC acolytes and defenders. Mist-led PCs
might fight to survive in the hostile environments
often surrounding these centers of population or,
driven by rumors of incredible treasures, explore
mazelike pyramids full of vicious traps and guardian
monsters. Scholars from more advanced cultural
levels might consider the study of such areas as a
life’s work, studying what amounts to archeology
on a living culture.

Example: Har'Akir

Cultural Level 3: Iron Hge
(2,500 BC-1BC)

[ron Age towns are the first communities
where buildings and crops do not have to be set
according to the vagaries of geography. Aqueducts,
windmills, and iron plows lead to burgeoning fields




and populous towns. Trade becomes easier as people
develop new shipsand crude canals connect water-
ways. Communities create the first coins, a trade
currency more useful in an age of travel than barter.
The learned ercate glass and devise medical theo-
ries beyond the whims of the gods while philosophers
and theorists develop libraries from the scrolls they
collect.

Wizards can now build collections of spells as
scholars have refined hieroglyphics into the first
true alphabet. New armaments such as siege en-
gines, the breastplate and other elaborate martial
devices lead defenders ro build the first fortresses
and castles. Adventures within this cultural level
include exploring other communities for trade
possibilities, tracking down weaponsmiths with
new forging ideas, wandering sewers inhabired by
undead or defending a library from a neighboring
hoard.

A DM might create a need for powerful druidi-
cal assistance and send his party on asearch through
the perilous land of Forlorn for the rumored an-
cient order of druids hidden within. PCs from more
advanced sacieties would consider communities of
this age crude but certainly familiar.

Though the realms of Forlorn and Necropolis
seem to fall into this category, the tartan-clad
goblyns of Forlorn would be considered part of a
Stone Age culture if not for their ability to steal
weapons from more advanced outsiders and
Necropolis has degenerated to this level from its
pre-Requiem days.

Examples: Forlorn, Necropolis

Cultural Cevel 4: Classical
(GHD-500 AD)

During the Classical period, civilization ad-
vances to its earliest full flowering. Scientific
knowledge embracesalchemy, geometry, astronomy
and mathematics. Spellcasters and other gatherers
and builders of knowledge create the first bound
books, although they still laboriously write tomes
by hand. Alchemists and sorcerers create the first
golems.

Homes and businesses abound with bright
colors and contain murals, sculptures and riled
architectural details. Roads improve, increasing
trade and the sharing of cultures, as well as the
likelihood of long-range warfare. Societies may
follow philosophical paths or live in extreme deca-
dence on the backs of slaves captured from faraway
lands. Exploration begins as ships with the ability

to travel along the coastlines and underrake short
voyages across the sea sail forth into unfamiliar
waters.

In Ravenloft, the Mists may cut these explora-
tions short or find Mist-led crews traveling to truly
alien lands. Consider sending adventurers to clas-
sical Vechor in search of trade goods or on a quest
for a spellbook from Easan the Mad. Perhaps some-
one needs an alchemical cure for a horrible plague,
incurable by normal or known magical means.
Maybe there has been an astronomical event por-
tending great disaster and your group must seek a
scholar of astronomy.

Examples: G'Henna, Sri Raji and Vechor

Cultural Cevel 5: Dark Hges
(500 HD-800 HD)

The Dark Age culture tends to arise from the
destruction of war, by inner decadence or other
damaging influences of a previous, more advanced
civilization. Savage bands of bandits or rogues
roam the countryside and the old ways of civiliza-
tion no longer provide the security they once did.

Remaining pockets of civilization exist be-
hind thick stone walls in fortresses, in monasteries,
and in remote or inaccessible foreign lands. Al-
though the term “Dark Age” implies the loss of
civilization and the light of knowledge, scribes
create beautiful illuminated manuscripts, embel-
lishing ancient knowledge and religious thought.
Monasteries ring with newly invented choral har-
monies and master craftsmen jealously guard newly
developed elegant porcelain finishes.

Populations generally surround one central
keep or castle, cultivating the lands outside in
exchange for room within the high defensive walls
during times of war. Those in positions of power are
generally limited to nobility, the church, military
leaders and knights.

Although Rokushima Tdiyoo falls under the
category of a Dark Ages culture in terms of culrural
development, it does not follow the European
model, existing as a very civilized and cultured
society with rules of its own. Vorostokov resembles
Viking society in many ways and contains ele-
ments of typical Level Five cultures, including
feudal settlements, decaying or lost civilizations
and despotic rulers.

Typical adventures might include dealing with
the latest roving army of mercenaries, seeking a lost
spell or ancestral heirloom hidden and forgotten



long ago or stranding a group of Mist-led PCs adrift
in the alien culture of Rokushima T4iyoo.

Examples: Darkon, Rokushima Taiyoo,
Vorostokov

Cultural Level 6: €arly Medieval
(800 HD-1,200 HD)

Early Medieval culture begins the process of
rebuilding civilization, and the flowering of soar-
ingarchitectural marvels containing elementssuch
as the Gothic arched ceiling and the artistry of
stained and leaded glass. Although temples and
public buildings become more complex and heau-
tiful, the average person still sleeps on straw and
shivers beside a smoky hearth in the winter.

Towns spread outward from their original pro-
tectors, no longer bound tositsurroundinganoble’s
keep, although most towns surround the populace
with high walls and defensible gates. Populations
grow again, while efficient methods of dealing with
sewage and filth confound most civic leaders, lead-
ing to disease and horrible living conditions,
especially in the poorer areas of town. Children,

| orphaned by disease, abandonment or mischance,
roam the streets in gangs, sometimes joining the
first thieves' guilds. Many towns have organized
merchants’ guilds and bardic colleges, while wiz-
ards and sorcerers begin their first central libraries
and schools of magic.

i Jousting contests become popular when the
lance comes into use and chainmail makes the
practice (generally) less than lethal. During this
period some nonnoble civic leaders emerge, gener-
ally the organizers of various guilds and colleges or
councils administrating for a noble liege. Religious
leaders also gain power as larger populations sup-
port building magnificent temples and vie for

: positions as servants to the churches.

F Dungeon Masters may now have fun begin-
ning their plots of political maneuvering, guild

i backstabbing and rage against poverty. Try adven-
tures set in a plague-filled village, or run a murder

plot surrounding the death of a guildmaster. In
Ravenloft, this is the Cultural Level in which
darklords often feel threatened by their more inde-
pendent subjects, and, as is the case of Sanguinia,
tighten their grip. Rebellious adventurers may
struggle against this control or work to strengthen
their guilds as a counter.

Examples: Pharazia, Sanguinia and Tepest,

Cultural Level 7: Medieval
(1,200 HD-1,400 AD)

The Medieval cultural level continues the
advances begun in the Early Medieval period.
Towns grow into cities while civic leaders gain
power and guilds organize into powers to reckon
with. Gothic castles and ornate temples exist as
focal points of sprawling communities that often
spill beyond the bounds of their original defensive
walls. Craft develop guilds as well, guarding the
secrets of their professions with zeal.

Warfare changes again as the piercing strength
and far-flung flight of the longbow arrow make
chainmail nearly useless. Wealthy noble warriors
(knights and paladins) begin using plate armor in
response, relegating themselves to fighting battles
entirely on horseback with the lance, mace or
longsword. As fighters develop more creative ways
to damage each other, surgeons dissect bodies,
studying the mystery of the human physique and
organize the first medical schools. Seeking assis-
tance and alternatives to clerical healing,
enthusiastic scholars sometimes develop strange
obsessions with the secrets of life.

Thefirst printed books lead to expanded knowl-
edge across the realm, as scribes no longer need to
copy each book by hand laboriously, but wizards are
disappointed to learn they must still personally
inscribe their spellbooks. Clothing becomes more
elaborate as the newly developed spinning wheel
allows faster work and finer-spun threads for weav-
ers to make into fabrics from delicate linen ro plush
velver. Glassmakers develop the first clear mirrors,
providing vampire hunters with one more device
for their arsenals, while the wealthy grace their
buildings with torally transparent glass windows,
allowing sunshine into the dark corners for the first
time.

Dungeon Masters may design an adventure
dealing with the undead created by those mad
inventors entranced by dissection and vivisection.
Send adventurers on a journey to a glassblower and
see how well they manage to keep those fragile,
precious panes from shattering in combat on the
return trip. Get PCs involved in preventing (or
starting) a guild war.

Examples: Barovia, Falkovnia, Hazlan,
Kartakass, Nidala, Nova Vaasa, Odiare, Sithicus,
Valachan and Verbrek.




Culturl Level 8: Chivalric
(1,400 HAD-1,550 HD)

The Age of Chivalry continues the advance-
ment to cultured society. Scholars study ancient
writings preserved by diligent monks in the Dark
Ages and form new theories of health, spiric and
the gods. Plate mail, elaborate and more decorative
than practical, cannot hold against the crude mus-
ketsand precise, graceful sabres that change warriors’
fighting styles to emphasize dexterity over strength
and heavy armor.

During this period, many wizards and alche-
mists study clockwork toys and golems. Towns no
longer boast defensive walls, instead making do
with central gates along well-traveled roads lead-
ing into the center of town. Castles become more
decorative than fortified in a time of relative peace,
with wide glass windows and colorful murals grac-
ing interior walls. Troubadours travel, singing songs
of courtly love and brave adventurers. Great nobles,
hankers and merchants control cities from posi-
tions of power, bowing only to the hidden
machinations of their darklords.

Sometimes called the early Gothic period, the
romantic ideals of generosity to the poor and weak,
belief in love for love’s sake and a hero's ultimate
fate of self-sacrificial bravery grow to prominence.
People value poetry, song and story, often indulg-
ing in citywide tournaments and pageants with
jousts and swordplay, bardic competitions and
merchant fairs. Merchants and clergy travel from
town to town regularly, along with those footloose
troubadours and wandering mercenaries or knights-
errant.

Create stories surrounding suspicious events
at fairs. Follow the trail of a bard whose song leaves
clues to some dark secret. Send a knight on his
heart's quest, against the wishes of the realm lord.

Examples: Borca, Invidia, Richemulot and
Souragne

Cultural Level 9: Renaissance
(1,550 HD-1,700 HD)

As the most advanced Cultural Level in
Ravenloft, the Renaissance communities contain
the seeds of future age adventures. Proud of their
social and cultural advances, the people of this age
understand such diverse inventions as steam-pow-
ered engines, clockwork creations for laborious
tasks and guns that don’t blow up in their hands (or
at least not very often). New lenses lead mages to

-

5

' Darkness at the Core:
Power Centers

When considering power centers in
Ravenloft, a Dungeon Master should real-
ize immediately that all communities have,
at their core, a “nonstandard” power cen-

z ter called the darklord. However, most

inhabitants of Ravenloft have no idea of
this overshadowing manipulation of their
realm. While in some instances a darklord
may take an active leadership role, rarely
will he show his full power or take overt
control. For the average citizen, a power
center consists of the local burgomaster,
mayor or nobleman, who may or may not
have a darklord pulling his strings. Power
center alignments listed in this book and
the Ravenloft Gazetteers pertain to the
most powerful and directly controlling
power center in a community.
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study microscopic worlds and examine how their
magic affects minute living creatures, while others
invent “scienrific” objects allowing them to detect
incorporeal undead and the invisible withour cast-
ing spells.

Large cities surround grand, sprawling palaces
and manor houses, making fortified castles and
high walls anachronisms. Officials use city gates to
provide a common conduit and, in some small
measure, to control merchant travel, often giving
them ornate decorations to provide an impressive
first view of the city to impress visitors. Ballrooms,
salons, gambling halls and theaters line the streets
for the public, while discrete private clubs exist for
wealthy folks' more exotic amusements. The deadly
sport of dueling grows in popularity, with weapons
such as the epee and single-shot pistol. Those
wearing heavy armor may find themselves laughed
out of town, as fast footwork and a sharp eye replace
the need for wearing metal for protection.

Some people also believe spells are anachro-
nistic — assuming science one day surpasses the
miracles of magic. Moveable type brings written
knowledge to the masses, providing the first “news-
papers” (generally adouble-sided single sheet called
a handbill) and the occasional popular pamphlet

Ly



on the habits of monsters or the latest flirtatious
lady. Finding adventurers becomes easier as run-
ners paste notices on building walls and on the first
lampposts. The average person travels more, both
on scheduled coach lines and aboard schooners
sailing to foreign ports, In Ravenloft, the Mists may
curtail travel but no matter how many stories exist
of ships lost in the fog or carriages never reaching
a planned destination, some hardy or ambitious
folk travel through their realm on a regular basis.

As Dungeon Master, you may consider adven-
tures that send the PCs seeking lost companions
last seen traveling in one of those Mist-led car-
riages or perhaps a murder mystery, solvable only
through the cooperation of a spellcaster and some-
one believing in the superiority of the “scientific
method.”

Examples: Dementlieu, Lamordia, Mordent
and Paridon.

Htmospbere

Bringing a community to life in Ravenloft
requires understanding its mood and armosphere.
If you want your players to feel they are truly a part
of the scene, consider adding real life sensory
! details to your descriptions. For the earliest civili-

zation levels, light candles (making sure you have
them securely placed and away from other flam-
mable materials). If your chosen community is a
theocracy, burning incense or adding the low hum
of recorded chants sets the scene. For adventures
i set in a Vistani caravan, include recorded violin
music, patchouli-scented smoke, multicolored
scarves flung about the room or the sounds of
barking dogs and rumbling wagons softly playing
: from your audio system.

Play the ceaseless sound of the sea near a
coastal harbor town. Add a touch of switling (or
screaming) wind in the background to villages set
among rocky crags or dismal bogs. Describe the feel
of the bracing ocean air in a portside town, the
sound of running, screaming children in a farm
community or the eerie silence of an abandoned
town. Talk about the whispers of suspicion, the
watchful eyes and growling dogs as strangers arrive
inatiny, insular peasantvillage. Dim rhe lighrs and

' describe the distant howls of wolf packs echoing
through the deserted streets of a city in terror. If
your story isset in Sri Rajf, add Indian music, jungle

: sounds and serve curry with dinner that night to
add a warm and exotic scent.

Towns built around trade and merchantroutes
should have a cosmopolitan feel with people from
many places livingand working there. Exotic build-
ings richly decorated with signs in unknown script
might sit side by side with familiar wattle and dab
cottages. The babble of unknown languages, in-
comprehensible accents and strange patois in more
isolated realms, unusual smells and milling crowds
dressed in bizarre garb should lend a sense of exotic
adventures waiting to happen. A sense of tranquil-
ity might pervade a theocracy built around an ideal
of philosophical discussion and peaceful resolution
of conflicts. In a place where quiet, gentle people
who never raise their voices glide about in white
robes, player characrers could find a peace they
have never known. Alternatively, they may be
frightened and suspect that something sinister lies
beneath the community’s calm exterior, and in
Ravenloft, they would generally be correct.

When your heroes enter a new community,
the players should find many elements that seem
strange and some qualities that remind them of
home — a misleading sensation that may lead to
trouble later as they relax their watchfulness in
familiar surroundings. Send a shiver down their
spines, as the heartwarming scene you set becomes
aterrifying nightmare from which they must struggle
to escape.

Imagine this typical adventuring scene: a
friendly tavern set in a small close-knit commu-
nity. Your party arrives, orders a wonderful, filling
meal from a flirtatious barmaid and settles back to
hear the latest news and listen to drinking songs
from a locally famous bard. An hour later a glorious
scarlet sunset paints the sky. As the last rays of the
sun disappear from the windows of the crowded
bar, silence falls and the formerly amiable people in
the bar turn to stare at the suddenly apprehensive
strangers just finishing their roast pork and ale. The
room darkens, now lit only by the guttering fire at
the hearth. The adventurers realize that everyone
in the room has red eyes that glow like embers in
the shadows. Continue the story from that point by
building atmosphere into your creation.

Play CDs of fun folk or drinking songs, de-
scribe the camaraderie among the various customers
in the tavern, tell jokes or have the characters play
a friendly game of darts. When the time has come,
use adimmer switch to bring a creeping darkness or
just turn out the lights and describe the glowing,
blood-red orbs and weird stillness surrounding your
group. As horror filmmakers have discovered, of-
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ten the familiar made strange provides the greatest
terror. If you have described your community in
enough detail and verisimilitude, the effect on your
players will be profound.

Always remember that the Dark Powers create
each domain to be the prison and playground of its
darklord. Camp or city, every community is one
more pawn in the Dark Powers’ game. A domain
where the darklord is actively insane should have
a different, and perhaps impossible to interpret,
armosphere: wildly shifting from normalcy to para-
noia and violence as the mood darkens and the
Dark Powers begin to play. Darklords from unusual
societies find themselves in a domain very similar
to the world in which they dwelled before, chang-
ingonly to provide a tormenting sense of familiarity
mixed with the knowledge that they are lost. Mon-
strous darklords live in realms where their kin run
free or exist as bogeymen, causing towns to close up
tight when darkness falls, building an atmosphere
of fear and isolation. In the creative process, a
darklord's story should provide the groundwork

upon which a Dungeon Master builds the particu-
lar atmosphere of a community.

Populace

No matter the architecture, geography or his-
tory, it is the people living within a town or
affecting it who define its personality. When a
Dungeon Master builds a community in Ravenloft,
his first concern should be itsrealm and the darklord
influencing it. Is the community close to the lair of
the domain’s darklord? How much chance is there
that he takes a direct hand in running the commu-
nity? Do peaple know the darklord as an influential
member of the community? Do they know of him
at all? Who are the leaders of the town and are they
minions of the darklord? If they are not, do they
oppose him? Whao else might be power centers in
the community? Do trade guilds, popular bards,
powerful noble houses or kindly priests influence
opinion?!

Which races live in your community? Societ-
ies of elves are very different froma typical Barovian
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peasant village, while cities that are more cosmo-
politan may have a mixture of many cultures and
races living together in relative peace. You might
also wish to create a town controlled by monsrers.

Imagine a community built for the conve-
nience of its vampire lords and ladies. Businesses
come to life as the sun sinks below the horizon.
People take turns providing sustenance for their
masters and dream of one day becoming worthy of
receiving the kiss of erernal life. Rebels plot in the
sun while servants of the vampires listen from
nearby shadows. Now bring your adventurers there,
or hetter yet, create a group of heroes from this
place and send them into a realm where vampires
are the enemy.

What motivates the average citizen in your
community? How superstitious, xenophobic, snoh-
bish or self-satisfied is he? Are amusements
important? Whatrolesdo wealth, learning or beauty
play? How are marriages arranged and children
raised? What are the important holidays? Will the
day or time your party arrives mean the difference
hetween friendly greetings and being thrown into
the nearest pit by frightened or superstitious towns-
people! Formany communitiesin Ravenloft, visitors
are not welcome after nighttall. Others may con-
sider one high holy festival a reason to sacrifice the
first visitors arriving after sundown.

As a Dungeon Master, you must also consider
how dress influences a situation. People arriving in
uniform can provide a comforting presence or a
looming sense of danger. Vistani can recognize
other members of their tasque or tribe by the way
they wear their scarves, the colors their dancers
prefer and the decorations and bells the tribe uses
on harnesses and other tack. Depending upon the
season and the prevailing fashions, folk may find
then‘\-’ielves OStI'FlCiZEd f]'OlTl SOCial events or even
denied access to certain sections of town if their
clothing is too outré. Perhaps a disease that de-
forms their features has struck all the men in a
certain town, leading everyone to wear masks or
else. Hags may rule a community, ready to destroy
any comely females coming there if the newcomers
do not veil themselves from head to foot. In a
community of werewolves, wearing silver would be
offensive and could lead to violent death.

How powerful are the temples? Members of a
theocracy, such as Pharazia, are rarely tolerant of
other gods and their worshipers. Certainly, the
priests of a theocratic community are rarely ready
to forgive breaches of religious law. Those living in

such places are often xenophobic and somewhat
sheltered, believing all that their priests tell them
to be truth, even if that leads to unreasoning fear or
hatred of outsiders. Other communities may be
very tolerant of different gods and their worshipers,
but ready to crush anyone who sets up a business in
competition with their guilds. Some communities
are very hierarchical; believing nobles and slaves
should stay in their preordained places, while oth-
ers allow advancement dependent upon talent and
drive.

Who provides law enforcement in your town!
Dependent upon your governing body, you might
have groups of clerics roaming the streets seeking
blasphemers or dashing guardsmen patrolling the
town on horseback, their epees ready to come to
the defense of any pretty lady they meet. Does one
of the power centers of the community control its
defenders, or does the darklord hold their strings?
How stringent are the laws! Would a careless thief
earn just a few days in a squalid cell or lose a hand
when a mark notices his less-than-perfect pick-
pocketing skills?

When you create a community with a particu-
larly strict lawful alignment, you may wish to create
a set of laws and punishments before your hapless
party ever arrives in town. Keep the list handy and
be ready to follow through with trials, imprison-
ment or torture if necessary. In Ravenloft,
punishments might include flogging, time in the
stocks or staking out strangers to feed the hungry
ghosts that surround a beleaguered village as well as
more conventional forms penalties such as impris-
onment or fines.

Build the history of your community. Even
though many towns seemingly came into being in
an instant, the people within each community
truly believe in ancient legends, family tales and
old grudges, sometimes echoing back through cen-
turies of conflict. Create noble families or venerable
organizations within your community that control
situations by the very fact of their long-standing
existence. The past of your town can and should
influence your NPCs’ actions, often in ways your
players could not predict.

Also, consider the marality of the darklord
controlling the realm in which your community
dwells. The people within the domain, within each
community, are players participating in the pun-
ishment of a tormented soul.




Surroundings

Except for a few very isolated domains, most
communities in Ravenloft do not exist in isolation.
Many factors influence the flavor of a town includ-
ing other nearby communities, trading routes or
variations in the Mists surrounding the commu-
nity. Powerful people, monstrous populations in
the surrounding countryside or other magical oddi-
ties also affect the tenor of a community.

People from many tiny villages travel during
daylight hours to take produce to a city down the
road, crearing the need for inns and taverns along
the edges of the trading community. Merchant
caravans circle widely around a forest rumored to
contain a tormented beast ready to slaughter any
who come within reach of his cruel claws. There
might be a war, clandestine and unknown to most,
involving everyone in both communities in a
struggle where the only choices are death or vic-
tory. All these things and more influence the
personality of your community.

Consider the geography of your town. Is there
awideriver running through it or does itexist alone
inahidden valley surrounded on all sides by craggy,
impassable mountains! [s it near the sea! Where do
the Mists lie in relation to the village? Will poison-
ous fog kill people if they try to leave from the
southern gate, or can they travel for many miles
through other communities before reaching the
edges of their realm? Does your village exist in the
midst of a windswept plain where its inhabitants
can see for miles in every direction, or does it skulk
in the deep shadows beneath ancient oaks in a
primeval forest known for its restless spirits?

How did the Grand Conjunction affect your
community? Some places ceased to exist after the
Grand Conjunction; others moved or sprang full-
grown into the world. Imagine changes in trade
routes, power struggles with new and hostile neigh-
bors or transplantation into an entirely new
environment. How have those far-reaching changes
reverberated through the personality of your city?
Do they even notice the difference?

Think of the seasons and the climate. Archi-
tecture, social activities, common ritualsand habits,
as well as laws, may differ depending upon the
severity of local climate. In a cown set amid polar
snows, it might be illegal to forbid a scranger shelrer
for the night. Communities in hot climes might
consider the afternoon to be a time for rest, while
night with its cooling breezes, becomes the appro-
priate time for social events or business. How

would temperatures affect the various races in your
community?! Of course, different beasts would exist
in the most extreme climates, but even various
humanoids might choose not to live in places those
highly adaptable humans exist in quite happily.

Delicate elves would be unlikely to choose
harsh, snowy climates high in the mountains, while
adwarf might find forests and sunny meadows to be
too warm and open for his liking. In addition,
depending upon the various races living in commu-
nities nearby, a local populace might have a larger
percentage of nonhumans or be more prejudiced
than usual about beings they believe to be interlop-
ers.

Many towns have come into being because of
businesses or organizations that draw people to an
area. Consider local monasteries, asylums, trading
posts, spas built around mineral springs or keeps
guarding a route through the mountains. Each
brings a population to the area, whether to serve
others or for themselves. As merchants travel well-
known paths and others follow their cleared roads,
villages develop along the route to provide shelter,
a definite need during the hazardous nights of
Ravenloft. In this way, your realm may grow and
change, giving you the opportunity as Dungeon
Master to create new communities in logical places.

Here again, you should consider the darklord
when setting your community in its surroundings.
Only those beings that can travel through the
Mists and those darklords who allow travel outside
their realms provide the opportunity for change
from without. Whatever the realm and the com-
munity within, the curse placed upon its darklord
controls how your community develops as well as
the environment in which it exists.

Dark Corners

No community is complete withourt its dan-
gerous sections: ghetros, squalid slums, tavern
districts or areas where the local law has no control.
Nor can you build a city without providing some
enemies to the status quo, whether rebels, sinister
gangs or monsters seeking to creep forth from their
sewer homes. When creating a community with
depth, a Dungeon Master must consider these
beings and organizations, just as an artist builds
dimension in his portrait with shadows and dark-
ness. In Ravenloft, these contrasts may be dark
indeed.

Consider what areas of your community might
contain such unsavory elements. In the first rtowns




and cities, the most privileged people lived closest
to their protection: the keep at the center of the
settlement. Farther away from this protection, usu-
ally at the ragged edges of town or sometimes
outside its sheltering walls, lived those who either
had no job or did jobs that were unpleasant or
nasty. Tanners, dyers, butchers, renderers (those
that collected animal fat to make oil), surgeons,
grave diggers, rag-pickers and others in such miser-
able professions would live and work amid the filth
of their jobs outside those high, protective enclo-
sures. The most wretched poor would live in hovels,
sometimes setting their homes to lean against the
outside wall of the city's fortifications. In Ravenloft,
this lack of protection would be extremely distress-
ing, leaving the most unfortunate people exposed
as prey to creatures of the night. Guards might
learn of a new danger heading for their walls first by
hearing cries for mercy echoing through the slums
outside or by a mixture of clots of blood and
brilliant dyes coloring a stream flowing along city
walls.

In more advanced civilizations, the structure
of the communiry changes, with wealthy landown-
ers creating manors in lands near to the city or in
a better, less central, part of town. [n communities
of CuL 8 or beyond, it is just as likely for an
undesirable element to exist in the heart of the city
as at its edges. Add a ghetto where calibans and
halflings live, struggling against prejudice and
anathema from those surrounding them. Build a
disreputable district where taverns sit side-by-side
with brothels and gaming establishments. Create a
haunted section near the city's gallows where no
one goes at night. Place a deserted area in the heart
of the city: no one remembers why the area exists
and those who enter don't return. Build an area
controlled by gangs, terrorized by mercenaries or
exploited by powerful thieves from the local guild.
Evil temples might lie in the slums to exploit those
living in misery or even masquerade as a shop or
gentlemen’s club.

Once you have decided where to place the
darkest corners of your community, flesh out the
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Cable 2-1: Random Ravenloft Community Generator
Roll a d10 for each of the columns below. Combine the various factors to create anything from a new

city to a crude camp for your adventuring party to find on the other side of a mountain or as they emerge
from the Mists. These are variations to the standard Dungeon Master's Guide process for creating towns,
putting them more in line with Ravenloft, Consider making your own changes if the combination doesn’t
make sense. For example, if you roll a Stone Age “metropolis,” you should consider adjusting the size of your
community to a population that cultural level could support — a hamlet, at best). Still, unusual mixes can
give players a real surprise, particularly if you can devise a game-connected explanation for the anomaly.

dl0  Cultural Level %Nonhuman Size/Population %Monsters Realm

| 0- Savage Less than 1% Ruins/0-5 Less than 1% Northern Core

2 | -Stone Age Less than 5% Camp/6-10 Less than 3% Southern Core

B 2- Bronze Age Less than 10% Settlement/11-19 Less than 5% Nocturnal Sea

4 3- Iron Age 10-15% Thorp/20-80 5-10% Sea of Sorrows

5 4- Classical 16-20% Hamlet/81-400 11-15% Amber Wastes

6 5- Dark Age 21-25% Village/401-900 16-20% Frozen Reaches

(4 6- Early Medieval ~ 26-30% Small Town/701-2,000 21-25% Shadowlands

8 7- Medieval 31-50% Large Town/2,001-5,000 26-30% Verdurous Lands

7 8- Chivalric 51-75% Small City/5,001-12,000  31-50% Islands of Terror

10 7- Renaissance 76-100% Metropolis/over 12,000 More than 50% Other
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people inhabiting it. Criminals, from corrupt nobles
to petty thieves, add a dimension of darkness. Even
rebel organizations (often heroes to the common
man) provide conflict and an understanding thart
not all residents may be content with their town as
it stands. Wherther a large metropolitan city or a
tiny caravan of Vistani, there are usually those who
live in discontent. In towns where a despotic ruler
controls with an iron fist, create groups of freedom
fighters, smugglers and secret societies. Perhaps
your village lives in the shadow of a roving band of
monstrous mercenaries or is controlled by the
Order of the Ebon Gargoyle. Depending upon your
PCs, they may help or hinder those struggling in
secret to regain control of their homes.

However, not all villains (or rebels) work in
groups. The lone deviant — whether perceived as
avigilante, serial killer or hero — provides a source
of excitement, fear and perhaps a series of adven-
tures for your players. These characters should be
hard to find; they are the subject of whispered
rumors and advice to stay inside after dark. Even in
small villages, there are black sheep in the best
families and those oddities, such as the village
madman, known by all to be just not quite right.
Others might be mad scientists, necromancers or
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the cursed. One might even be the darklord of your
realm. Place these nemeses in the shadows and wait
for your players to bring their mysteries to light.

Places to Go, Places to Be

Below are examples of the kinds of communi-
ties a Dungeon Master can build for his players to
explore. Use the information below as a guideline
to construct your own areas for PCs ro explore
between adventures or to provide backgrounds for
full-scale adventures in an urban setting. Each
example discusses the society and atmosphere, the
populace, the communities’ surroundings, includ-
ing the local law keepers and the settlement’s dark
corners. A few adventure ideas are provided to
spark your imagination in planning encounters set
in the confined limit of your community.

La Rue des Pistolets: H Neigbborbood
in Port-a-Lucine
Society and Atmosphere
In large cities a neighborhood can become a
community all its own, with local gossip, strange
characters and customs unlike any along the streets
around it. The people living along the Rue des
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Pistolets (the Street of Pistols) have a personality
all their own, forged by the businesses and inven-
tors along this pleasant avenue. Anyone interested
in finding the finest firearms or having one created
just for him has only to make his way to the Rue des
Pistolets — but only if he is very brave or very
nimble.

The Rue des Pistolets consists of one gently
winding street near the edge of the merchant's
district. Running along its half-mile length are
many typical Dementlieu buildings, tall and nar-
row, made of dull brown stone. However, the
facades are irregularly pocked with white scoring
and chips from many formerly elegant statues that
lie scattered along the cobblestones. Before a trav-
eler reaches the street, he can hear the cracking
pop of pistol shots randomly ringing out, along
with the occasional small “boom™ and a call of
“sood shot!” The ringing hammer blows of smith-
ies provide a constant accompaniment. Pungent
scents of gunpowder and hot metal waft along the
line of pleasant buildings where people stroll seem-
ingly unconcerned by the loud noises and strange
smells.

Among the narrow, tall brownstone buildings
sit several small forges. Nearby, alleys lead to
marksmens’ galleries, each protected by a tall
wooden gate hung with wrought iron hinges.
Wooden signs hang from elaborate curlicues of
iron, advertising weaponsmiths, ammunition mak-
ers and various shooting galleries with differing
challenges. Discreet signs point to tutors in fire-
arms skill. Still, the Rue des Pistolets has more than
just weaponsmiths, forges and shooting galleries.
The street also holds a local tavern called the
Bullseye (all pistols are peace-bonded or held in a
gun locker to keep dangerous confrontations to a
minimum) and a general store for the many inhab-
itants that live above their shops.

Populace

Like most of Dementlieu, the Rue des Pistolets
is primarily populated with humans, with a scatter-
ing of half-elves, halflings and others. The most
unusual addition is one small family of gnomes.
The Gearling family has made this street their
home and the design and creation of new pistols
(especially those made for people with small hands:
halflings, gnomes and so on) their passion. Since,
gunsmiths and pistol enthusiasts of all sorts are
welcomed in this part of the city, the gnomish
family found themselves given a much warmer
greeting than they expected. The power center of

this community is a brassy young human noble-
woman named Renee Delven who watches over
and protects “her street” from other nobles in
exchange for consistently having the first and best
firearm discoveries for herself and her friends. She
is a fine shot, although a mysterious stranger has
beaten her in marksmanship for the last three years
in an annual event called Le Pistolet d'Or.

Although the people on this street see many
strangers, the largest influx comes from pistoleers
all over the realm hoping to win a contest for an
amazing golden pistol, a masterwork weapon chased
in gold created by the weaponsmith contest winner
of the previous year. This event showcases the
latest firearms, ammunition and accessories. [talso
provides those proficient with pistol an opportu-
nity to show off their skills: accuracy, speed and
style. Winners receive a gold medallion in the
shape of a pistol, or in the case of the best
weaponsmith, the golden pistol from which the
event gains its name.

Surroundings

As one might gather, the Rue des Pistolets’
businesses are not the favorites of those who live
and work nearby. Occasionally, weapons misfire or
ammunition or gunpowder explodes. Sometimes
people leaving the neighborhood decide to prac-
tice their marksmanship as they depart. Still, the
craftsmen have gained a reputation as the finest
makers of firearms in Dementlicu and their yearly
contest draws people from far and near to test out
their skills, providing business for inns and shops
throughout Port-a-Lucine.

The Council of Brilliance keeps a watchful eye
on the people and their inventions. When a new
pistol or ammunition is especially powerful or well
wrought, the Council convinces the baron of Port-
a-Lucine to tax the weaponmakers into providing
them for their spies — finding the small (easily
hidden) pistols of the Gearling family to be ex-
tremely useful, as well as various special ammunition
types. Outside Dementlieu, the Falkovnians have
heard of the incredible weapons found along the
Rue des Pistolets and weapons are sometimes
smuggled across the Musarde River to be sold at
double what they might bring in Dementlieu.

Dark Corners

The Rue des Pistolets attracts more than inno-
cent enthusiasts to the sport of marksmanship and
one person controls much of the darker side of the
Street of the Pistols. Hugues Maigny, a taciturn
caliban ammunition maker, playsadangerous game.
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He provides information to the Council of Bril-
liance while gaining profit from smuggling
interesting weapons and ammunition to Falkovnia.
Hugues is very talented. He sells (and smuggles)
silver ammunition to use on werewolves, ammuni-
tion meant to burst into flame for use against the
undead and bullets containing poisonous substances
so that usually nonlethal wounds may cause death
to anyone who suffers them. He, along with a small
gang of thugs, also is more than willing to do a little
“cleaning up” if someone is willing to pay enough
for an assassination. His greatest amusement in-
volves coming masked to Le Pistolet d'Or and
beating Renee each year in the marksmanship
contest.

Adventure Ideas

Roll 1d4 to choose randomly.

1. One of the Gearling children has been
taken, along with the plans for Abernathy’s latest
pistol: a gun with two barrels.

2. An explosion rips open the back of one of
the ammunition shops. It looks like just another
accident until a corpse is found inside, obviously
murdered before the explosion happened.

3. A gunsmith has set up shop outside town.
He claims his weapons are better than any found on
the Rue des Pistolets and is beginning to take
business away from the locals.

4. Berween one day and the next a weapon
shops’ contents and its owner disappears.

Port-a-Lucine Neighborhood (thorp): Nonstandard;
AL NG; Cul 7; 40 gp limit; Assets 160; Population
80; Mixed (80% Human, 10% Halfling, 5% Half-elf,
5% Other).

Authority Figures: Renee Delven, fe-
male human Ari6.

Important Characters: Abernathy O.
Gearling (weaponsmith), male gnome
Exp8; Hugues Maigny (ammunition maker/
spy), male caliban War8/Exp7.
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Rrofburg: H Barovian Village

Society

The village of Krofburg lies nestled amid the
rocky slopes of Mount Ghakis; it's a small but
prosperous settlement known for its longhaired
goats and a very sweet reisling wine made from
plump white grapes. Cottages in Krofberg are usu-
ally painted in deep russet with their decorative
leaded windows showing curling vines and vibrant
bunches of grapes scattered among bright green
leaves. Windows have sturdy shutters carved with
various designs — a practical necessity where win-
ter winds are strong.

The center of Krofberg lies in a tiny valley
through which a tumbling stream of mountain
water flows. Businesses that line the main road
include one small inn and tavern called the Wan-
dering Billy, aweaver and dyer’s shop called Luftan’s
Wool Works, a small temple to the Morninglord,
two wineries, each named for their owner, and a
general store called Daily Wares. Village herders
bring their wool to Luftan’s Wool Works where the
fine soft woal from their goats is carded, dyed and
rolled ready to be woven or knitted by the ladies of
the village each winter. Daily Wares contains
supplies the villagers cannot make or grow for
themselves.

The burgomaster of Krofberg, Milos Yehven,
owns the larger of the two wineries in Krofberg.
The majority of growers bring their harvest to him
to be processed into the latest vintage, but most
also produce at least a few casques of wine from old
family recipes to be served at the home table. Each
fall Krofberg has a Harvest Day celebration and the
latest and best from the last year’s vintage are
served, along with a strong black beer, locally
known as Stout Heart, and roast pig stuffed with
black bread, apples and nuts.

Populace

Mainly of Barovian stock, the people of
Krofberg dress in somber tones, enlivened by elabo-
rate embroidery made from silken strands of goart
hair. The women compete over who can make the
most intricate and colorful patterns on theiraprons
and kerchiefs, while the men show off their fanci-
fully embroidered vests and their luxurious goatees.
Taciturn and quiet around strangers, families in
Krofberg are very close and usually rather large,
with the average family having five or more chil-
dren and at least one grandparent sharing the same
house. Goars are often an important part of the
family as well, providing wool, milk, goat carts for
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transportation, and extra warmth within the home
on the coldest winter days.

Power centers in Krofberg include the burgo-
master, Milos Yehven and the priestess of the
Morninglord, PavlaOleynyk. Pavlaand Milos have
found that they work well as a team and often are
called together to settle disputes between the in-
habitants of Krofberg. Some believe there is a
romance between the two although neither ad-
dresses the rumors.

A Vistani caravan makes regular stops in
Krofberg during the months when the passes are
clear. This caravan of the Kamii tribe provides
knives, pots, jewelry and other metal goods to the
people of Krofberg in trade for wine and their
intricately patterned wool scarves and shawls.
Unlike many others, the villagers of Krofberg (in-
cluding the few merchants) look forward to the
Vistani’s arrival, as a way to ease the isolation of
their community and discover what news comes
from down the mountain.

Surroundings

A pass around Mount Ghakis lies within a few
leagues of Krofberg. Because of the brisk trade
between Nova Vaasa and Barovia, occasionally a
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lost traveler finds his way to the village and dis-
cover its excellent wines and beer. The few ponies
the people of Krofberg use are also of Nova Vaasan
stock and a couple of merchants now make a detour
each year to trade for wines and woolen goods.

Dark Corners

Some few people in Krofherg are discontented
with their lot. One family, the Badunas, has begun
its own winery and secks to compete with the
burgomaster for the finest wine in the valley. Ru-
mors suggest that the troubles Milos has had this
year with leaks in his casques and tainted barrels
can be laid at the doorstep of the Badunas’ youngest
son, Nikolai. Nikolai Badunas was a mischievous
boy who always managed to get out of trouble with
his charming dimples and innocent eyes. Now a
teenager, Nikolai has been caught pulling much
more harmful pranks, some of which seem to stem
from his attraction to Pavla, others from his jeal-
ousy of Milos.

More goats than usual died in recent years
from predators and some villagers seeking the beasts
haven't been seen again. No one knows that a
young lycanthrope has taken residence ina cavea
few miles from Krofberg and has begun visiting the




town during the day in the guise of a half-Vistani
merchant looking for bargains in wool. Teador
Dymtrus is most definitely a wolf in sheep’s cloth-
ing, crafty and cruel in his choice of victims, he
seeks those who will be the most missed by others
in the village — and often helps search for them by
leading parties far from his cavernous home.

Adventure Ideas

Roll 1d4 to choose randomly.

1. One of the grape growers has discovered a
beautiful old vine half-hidden beyond a hill. Its
rich deep red fruit produces an especially intoxicat-
ing wine, but also seems to attract hordes of the
huge black bats that swirl above the mountains
eachevening. Now word has come of Count Strahd's
interest and his impending arrival.

2. The Vistana Madam Leyna has given word
of a prophecy. An evil darkness comes to Krofberg
— in what form she cannot tell.

3. A pack of ravenous wolves has carried off an
especially prized goat and scattered the rest of the
herd. Their owner begs for someone to go find her
kids and their nannies before a threatening snow-
storm arrives or the rest die under the cruel teeth
and claws of the pack.

4. A strange bluish fungus is threatening the
entire grape harvest in the fields outside Krofberg.
Legends rell of an ancient remedy known only by
the Varraska Vistani. A group is gathered to find
one of their caravans before the harvest is lost.

Krofberg (village): Conventional; AL N; Cul 7; 200
gp limit; Assets 5,000 gp; Population 500; lsolated
(78% Human, 2% Half-Vistani).

Authority Figures: Milos Yehven, male
human Ari5; Pavla Oleynyk female human
Clr6.

Important Characters: Nikolai Badunas
(merchant), male human Rog3; Teodor
Dymrrus, male half-Vistani werewolf War6/
Rog4.
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H Vistani Caravénz the Cekashb amily

Society

Not all communities settle in one place. For
the Vistani, communities are built around family
groups and the wagons in which they travel. Their
home is the open road. The Tekash caravan con-
sists of one large family from the Manusa tasque and
Canjar tribe. As most of the members of the Canjar
tribe, they are naturally secretive and hard to find
if they do not wish to be located. Their greatest
claim to fame is as makers of potions. Some of the
most powerful and rare are created by their raunie,
Madam Isla. Others in the family find their place
gathering the various components necessary to
make these wondrous magic items, guarding the
campsite or making the lesser potions they occa-
sionally sell to those brave enough to ask for them
when they travel by villages and towns on their way
to another realm in search of a rare ingredient.

Legends have grown up around the Tekash
family. Bards sing of their potions that make the
dead talk or a werewolf lose his curse. Others speak
of liquids made of gold and ruby dust that provide
immortality to those clever or wealthy enough to
convince the Vistani to sell it. One thing is clear,
however, wealth, no matter how grand, is not
enough to gainsuch things from the family Tekash.
Only secrets and magic are enough for them. Do
not think to steal from the family for they have a
great proficiency with curses and there isnotenough
gold in the world to convince them to remove one
once it is placed.

Populace

Three family groups travel in the Tekash cara-
van, all with the physical stamp of the Manusa tribe
— long, straighr disheveled black hair, intelligent
black eyes and high cheekbones. The women wear
colorful full-skirred dresses with scarves and shawls
in clashing colors while the men usually dress in
long, dark woolen robes and peaked caps. Small
pouches dangle in the folds of the women’s skirts
and hang in profusion from wide leather belts
gathering the men's robes, These pouches contain
the tools of their trade and always at least one
healing potion, as well as various other useful
tinctures. Unlike many Vistana, the women of the
Tekash family do not tell fortunes with either a
crystal ball or the tarokka, instead they use tea
leaves, brewed from their own special mix. Madam
Isla, great grandmother to some, grandmother to
most, rules her family well with a firm hand and a
steady wit that belies her near 100 years of life. Her




grandson, Radu, is Captain to the group. He and his
wife, Mirela, their three strong sons and one daugh-
ter keep everything organized and safe from those
who might have the temerity to steal. Two of
Radu’s sons have married and each has four chil-
dren. It is their responsibility to watch the animals
and keep the caravan in order. Hissixteen-year-old
daughter, Reluca, works with Madam Isla, both as
aide and apprentice to her vast knowledge. The
caravan of the family Tekash consists of four vardos
and several pack animals, which carry their sup-
plies and harvested components.

Surroundings

The caravan of the Tekash family travels

through all the realms of Ravenloft searching for -

the rarest and most delicare of ingredients for their
various potions. Oddly enough, when someone

truly needs one of their potions, the family can be

found nearby: one of the propheric gifts of Madam
Isla. Moving more often than most other Vistani,
they still have favorite lands to visit, including
Baroviaand Verbrek, places where they know they
will be treated with fear and respect.

Dark Corners

The family Tekash hashad its tragedies. Madam

Isla’s children all died in one foolish man'’s attempt
to take a potion from their stores. Since that time
she raised her grandchildren well, with an under-
standing of the wariness they needed and a sense of
how greed and desperation can take someone to his
doom. Unfortunately, one of her grandsons has not
listened. Alin Tekash is the youngest son of Radu
and lives for his own pleasures. He feels that their
potions should be sold to whoever has the gold to
pay and that they should advertise their coming to
gain as much as possible from the foolish giorgio. In
fact, he maintains that they should make up fake
potions with simple ingredients so that the cara-
vans would not have to travel ro so many dangerous
places to gather components. Unbeknownst to his
family, he has begun taking such useless potions
into town with him when the caravan stops for the
evening and squandering the money he gains on
wine, fine clothing and the many women he flirts
with.

Adventure Ideas

Roll 1d4 to choose randomly.

1. Insanity has taken the mind of the local
baron. A wise woman remembers a certain potion
purported to clear the mind of madness, but the
only people who might have it are Vistani.

2. Alin Tekash has given out one false potion
toomany. A childdied after being given something
listed as a healing potion. Her distraught family
seeks the Tekash caravan, and the mother has a
powerful curse already forming in her mind.

3. Reluca falls in love with a giorgio, a warrior
from a nearby town, and seeks some way to make
him hers without losing her life as Vistana and
sorceress.

4. A powerful vampire has heard rumors of a
potion that can return him to life and seeks the
help of the Tekash family — or their doom.

Tehkash Family Caravan (settlement): Conventional;
AL N; CuL 6; 30gp limit; Assets 30 gp; Population
17; Isolated (77% Vistani, 1% Half-Vistani).
Authority Figures: raunie Isla Tehkash,
female Vistani Sor10/Clr7; Captain Radu
Tehkash, male Vistani War6/Sor3.
Important Characters: Reluca Tekash,
female Vistani Sor3; Alin Tekash, male
Vistani War3/Rog2.
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Hn Qasis inthe Hmber {astes: Cawiel
HRkbdar

Society

Deep within the desert wasteland of Sebua lies
the lush oasis known as the Long Green, or Tawiel
Akhdar, This deep pool surrounded by tall date
palms and scrub grass sits sheltered by tall dunes
and sandstone outcroppings, safe from most of the
terrible sandstorms that plague the area. For many
years, this was a treasured stopping place for the
nomads of Pharazfa, used each year on their trek to
Har'Akir for trade. Merchants, too, stopped in this
place for the clear, deep water and, in certain
seasons, the plump dates that fall from the palms
like rain. Grazing is good for camels and goats as
well, and low sandstone buildings, carved deep into
the rallest outcropping, provide shelter from the
sun.

However, for the last few years, rumors have
flown with the desert winds of a danger at the oasis
and those who have traveled there do not always
reach their destination. Those who do tell of the
people living there: stern and forbidding, who
follow the ways of hospitality only grudgingly and
shrink fearfully from any shadow. Only their new



leader, unknown by anyone until the last two turns
of the seasons, still shows a generous heart and calm
demeanor but more than one young woman has
looked into his eyes and seen lust beyond that
which is proper.

Populace

For more years than any can remember, the
Qasis of the Long Green has been a jewel in the
desert, her people welcoming and ready to provide
agenerous hospitality to all that came to partake of
herriches. Unfortunately, her wealth led one mon-
strous being to conquer her for hisown and subjugate
her proud people. Mukhtar el Wafid was a cunning
warrior and thief of the desert nomads, known
more for his manipulations than his bravery. One
evening as he traveled alone deep in the desert he
heard the high-pitched yaps of jackals and soon
saw a pack of them following him. He was fright-
ened, but thought to bring them down into a pit.
He planned to shoot them as they tried to climb up
through the treacherous sand — dependent, as
usual, on trickery for victory. However, one of the
jackals was cleverer than Mukhtar. The pack of

jackals hamstrung his horse and Mukhtar was
mauled and left for dead within sight of the oasis.
One of the children of Long Green found him and
brought him in. A healer, Johara bint Kalila al
Asima, gave him comfort and watched as his wounds
healed quickly without the favor of the gods. Her
devotion was repaid at the time of the nexr full
moon. Mukhtar rose up and changed into one of
the cursed creatures of the desert, a werejackal, and
took her for his own, killing her husband, the sheik
of the oasis.

Since thar time, Mukhtar has created more of
his accursed kind, gradually taking over with his
evil pack. None dare to defy him openly; those who
do are either staked in the sun with their guts open
or torn to bits in a late night hunt through the
sands. Still, several families exist there, now slaves
to him and his pack. The women of the Long Green
are constant victims of his lust and some young
ones havekilled themselves for fear of receiving his
“love,” or worse, becoming one of his wives. Johara
is his first wife. She is one of only two female
werejackals in the pack and lives only for a time
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when she may find a way to kill her husband, then
herself. She isstill the healer of the oasis and spends
much of her time salving wounds caused by the
whips and sharp fangs of her husband and his
lackeys.

Mulkhtar is very crafty and knows if he wishes
to gain more followers and wealth that he must
make the oasis seem to be as it always has been —
a place of welcome for merchants and other travel-
ers. Some of his pack watch the oasis at all times,
making certain than none of his slaves have the
opportunity to speak with anyone in secret. He isa
jovial host, although unable to entirely keep his
lustful nature in check. Sometimes when a particu-
larly wealthy caravan comes through or an especially
toothsome and graceful young woman, he sends his
jackals out to follow them. When they have gotten
far enough away from the oasis the werejackals
attack and destroy any witnesses and bring him his
new treasure — taking what they wish for them-
selves.

Surroundings

Tawiel Akhdar is an isolated oasis in the
wastes of Sebua, Still, there are a couple of mer-
chant trails through the rugged outcroppings there
and at least one caravan comes through the oasis
each month, with more coming during the rainy
season and none at all during the times when
sandstorms blanket the desert. Sheikh Rashaan of
Pharazia knows of this oasis, and knew the former
sheik, Omar ibn Qadir, well. His suspicions have
been raised, but other things have occupied his
time recently, making him put off a trip to investi-
gate.

Some merchant groups have begun to suspect
something is wrong as well, noting that caravans
traveling along one route are more likely to suffer
some misfortune. They do not yet know why, only
that the caravans disappeared. In truth, the
werejackals ate the bodies and took goods and
some of the pack animals and riding beasts back to
the oasis.

Dark Corners

Asone might guess in acommunity where evil
rules, those living in the darkest corners will often
be heroes. Johara plots each day for new ways to
bring her husband to his deserved fate. Few have
the courage to listen to her schemes, but there is a
small group of rebels, ten in all, mostly among the
young. Badra, body servant and slave to Johara,
works as her messenger to others in the oasis. Each
time a new caravan comes through, the rebels look

for someone or something that might destroy their
usurper sheik and for one lapse of the watchful eyes
of his pack to give them time to communicate their
plight.

Mukhtar el Wafid has another, more powerful
enemy as well: the werejackal that created him.
Abbas ibn Naddim did not mean to create a rival
for himself and his pack. Each time Mukhtar rides
out with his pack he shows his disdain for Abbas'
territory — at least in the mind of Abbas.

Adventure Ideas

Roll 1d4 to choose randomly.

1. A new merchant comes into the oasis tell-
ing tales of herbs from other lands that drive away
evil things — which he has and is willing to sell.

2. Badra catches Mukhtar's eye as she takes a
message to one of the other rebels. She is now held
in chains and will be questioned by torture soon.

3. Abbas decides to attack and take over the
oasis,

4. The beautiful daughter of amerchant charms
Mukhtar and seems ready to become his second
wife, but there is something oddly familiar about
her to Johara, and her father reminds her of some-
one as well.

The Shadowed Eye Oasis (hamlet): Monstrous; AL
LE; CuL 6;100 gplimit; Assets 1,750 gp; Population
350; Isolated (78% Human, 2% Other).
Authority Figures: Mukhtar el Wafid,
werejackel War7/Ari5; Johara bint Kalila

al Asima (healer/herbalist), female

“ werejackal Ari7/Cle3.

Important Characters: Badra (servant),
female human Exp2; Abbas ibn Naddim,
male werejackal War8/Rog6.
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Cable 2—-2: Street Builder for

Communities in Ravenloft

Roll d%. Depending upon the Cultural Level
of the community, different shops and organiza-
tions will be available along a street. Often, if one
temple or shop appears in an area, others of the
same type exist nearby so consider keeping re-
peated numbers and possibly making that road a
“remple row” or “tanner’s alley.” Businesses have a
range of possible Cultural Levels listed beside them.
If you are building a community with a lower or
much higher Cul, reroll if you roll an anachronis-
tic business.

d% Result
1-10 Inn (Cul 3-9)

11-21 Tavern/Restaurant (Cul 2—9)
22-25 Tanner (Cul 1-9)

26-30 General Store (Cul 6-9)
31-32 Tailor (Cul 2—9)

33-34 Alchemist (Cul 4-9

35-39 Leatherworker (Cul 2—9)
40-44 Armorer (CuL 2-8)

45-49 Blacksmith/Farrier (CuL 2—%)
50-54 Weaponsmith (Cul 1-9)
55-56 Butcher (CuL 4-9)

57-58 Surgeon (CuL 3—-9)

59-60 Toymaker (Cul 7—-9)

b1-65 Guard post (Cul 2—7)

66-70 Herbalist (Cul 1-7)

71-76 Temple/Shaman (Cul 1-7)
77-81 Jeweler (Cul 3-9)

82-83 Bank (Cul 6-7)

84-85 Glassblower/Glazier (Cul 6—%)
86-90 Stable (CuL 2-7)

N-92 Carpenter (CuL 2-9)

93-94 Shoemaker (CuL 2—-7)

95-76 Chandler (Candle-maker) (Cul 2—7)
97-98 Baker (Cul 3—7)

79-100 Mystery business (your choice)

Cpvar®
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Evil

know not how it was — but, with the first
glimpse of the building, a sense of insuffer-
able gloom pervaded my spirit. I say insuf-
ferable; for the feeling was unvelieved by

any of that half-pleasurable, because po-
etic, sentiment, with which the mind usually receives
even the sternest natural images of the desolate or
terrible... There was an iciness, a sinking, a sickening
of the heart — an unredeemed dreariness of thought
that no goading of the imagination could torture into
aught of the sublime.

— Edgar Allan Poe, The Fall of the House of
Usher

Timorian approached the moss-covered well care-
fully. He moved steadily, one step at a time, assessing
the feel of the place with each footfall. Behind him,
Demara, her sword held at the ready, and Vangelia,
daggers in her hands, looked about them for anything
that might give solid form to the danger they felt.

Timorian grasped his holy symbol to his chest.

“This place has the feel of something old and
angry,” he said at last. “Whatever malice dwells here
centers around this well.” He steeled himself to ap-
proach the stone structure, stepping onto the tangled
brush that grew up around it as if holding it rooted to
the ground.

“Watch out!” Vangelia cried, and launched her-
self at Timorian, catching him about the waist and
rolling with him away from the well just as a watery
tentacle snaked up from inside the well and grasped at
the priest.

Demara stood just outside the tentacle’s grasp,
studying the spectacle before her. “I think we need
more than weapons to fight this, brother,” she said to
Timorian.

The priest rose to his feet and steadied himself.
“You saved my life, Vangelia,” he said. “Now we shall
see what the power of Ezra can do to rid this place of
that watery demon.”

The crooked tree where a lynched villain
sputters his last breath. The ragged bordello where
countless souls act on deceit and desperation. The
silent manor where a miser lies slowly dying, sur-
rounded by riches. The musty closet where a child
hides in rerror from an abusive father. The profane
shrine where zealots relinquish their humanity.
The medical laboratory where genius crumbles
into madness. These are the Bad Places, where the
air is so thick with suffering that it claws at the
edges of reality itself. These are the places best left
forgotten, but whose malice is such that they can
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overwhelm memory and time. These are the Sink-
holes of Evil.

Sinkholes riddle the Realm of Dread like a
spiritual cancer, arising wherever foul passions boil
over with such strength or frequency that they
begin to seep into the essence of the surrounding
area. More than mere backdrops for tales of Gothic
adventure, Sinkholes are the symptoms of a sick-
ness. When a character steps into a Sinkhole of
Evil, he enters an echo of the past, a malevolent
vibration that persists long after the evil that
created it has faded. Simply put, Sinkholes are the
legacy of evil, an unwelcome bequest to the genera-
tions to come.

Che Nature of Sinkboles

Sinkholes of Evil occur when evil deeds at a
Material Plane locale accrue sufficient power or
recur often enough to create ethereal resonance.
At the corresponding site in the Ethereal Plane,
the spiritual landscape becomes warped by the
negative emotions generated by these deeds. Not
only does the resulting resonance reflect its nefari-
ous origins, but the spiritual burden of the ethereal
echoes can affect events in the Ethereal or even in
the Material Plane.

Not all sites of misery spawn Sinkholes. Grave-
yards, hospitals, asylums, battlefields, and natural
hazards all evoke fears and suffering typical to
humanity but are not necessarily tainted by willful
actsof malevolence. Even generations of anguished
mourners do not automatically create a Sinkhole at
an ancestral family mausoleum. Generally, the
mourners’ grief reflects only the horror of mortal-
ity, an appropriate and natural response to death.
The site of a bloody battle may not sow a Sinkhole
if, despite their fear, the warriors held honor, duty
or sacrifice in their hearts. Such sites may hold
potent ethereal resonance, but do not become
Sinkholes. Even the most solemn locale, however,
can become a Sinkhole if evil has left its -mark
there. The same mausoleum might serve as the
hunting ground of a vampire that preys upon the
mourners as they come to pay their respects. The
blood-soaked battlefield might be the progeny of a
demented general and his schemes of conquest,
vengeance or genocide.

Sinkholes rarely arise in places where circum-
stantial, subjective evils occurred. The sins that
spawn them tend to be acts of terrible cruelty,
waorthy of epic notoriety. In game terms, Sinkholes
are generally created only by deeds that require a




powers check with a 5% or greater chance of
failure. The frequency of malicious acts may aug-
ment this somewhat as petty sins accumulate,
forming a hoard of evil. For instance, the alley
behind adockside tavern, where thugs beat drunken
patrons for their coin every night, may grow into a
Sinkhole of unexpected strength, especially if sa-
dism or racism simmers beneath the violence.

Not every brutal murder of a stranger or simi-
larly heinous act spawns a Sinkhole, however.
Sinkholes require a potent emotional component,
asournote to create the discord within the ethereal
resonance. Generally, the more powerful the nega-
tive emotional consequences of an act of evil, the
more powerful the Sinkhole that erupts from the
resonance. Sins that cascade over numerous lives,
creating unforeseen misery for whole lives or gen-
erations, are archetypal seeds for Sinkholes.
Conversely, a monstrous crime may not spawn a
particularly strong Sinkhole if the attendant pas-
sions were fleeting or if resolute righteousness
followed them. For example, the temple where a
paladin breaks a sacred vow may not become a
Sinkhole if the lapse was temporary and the indi-
vidual resolves to shoulder the consequences and
atone for her crime.

On the other hand, even petty acts of wicked-
ness can give rise toa Sinkhole if they are sufficiently
charged with emotion. Consider a naive young
bride who stumbles upon her attentive, adoring
husband in the arms of another woman, and is then
mocked maliciously by the adulterous couple. The
bedchamber may become a minor Sinkhole if, in
the ensuing years, the bride becomes a bitter old
maid, never able to enter the room again for fear of
the hated memories it recalls. The power of the
Sinkhole would be even greater if the woman
subsequently took her spite out on others, crushing
purity at every opportunity.

Che Effects of Sinkboles

Sinkholes of Evil have two types of effects in
the game world. First, Sinkholes have a deleterious
effect both on the wills of creatures and on at-
tempts to turn undead, an effect that applies to
creatures in the Material as well as the Ethereal
Planes. Second, Sinkholes warp the landscape of
the Ethereal Plane, crearing telltale signs of past
events or spawning vistas of anguish. Though pri-
marily aesthetic, these alterations can have
ramifications for those who journey into the Other
Side. All the effects of Sinkholes are extraordinary.

o

e Will Saves: The negative emotion that
dominates a Sinkhole of Evil is referred to as its
taint. When a character is compelled to experience
an emotion that matches the tainr of a Sinkhole (as
in the spells crushing despair, fear, rage or other
spells that affect the character’s emotional re-
sponses), he finds the change in mood almost
natural, as if the air itself were suffused with raw
emotional energy. For any effect that compels an
emotion that matches a Sinkhole’s taint, the Will
save DC for creatures within the Sinkhole’s bound-
aries is increased by the modifier shown on Table
2-3. The DC is higher for creatures in the Ethereal
Plane than those in the Material Plane, who may
not feel the influence of a minor Sinkhole.

Forexample, if acharacter isstanding inarank
3 Sinkhole tainted with rage and is on the Material
Plane, his Will save DC to resist the spell's effect
would be increased by +1. If the character is on the
Ethereal Plane and at the same location, his Will
save DC would be increased by +2.

® Turning and Rebuking Attempts: For any
turning or rebuking attempt that occurs within the
boundaries of a Sinkhole, the turning check suffers
a penalty equal to the modifier shown on Table 2

For example, if the character above attempted
ro turn undead, his turning check would suffer a —
| penalty. The undead themselves are not bolstered
by the Sinkhole’s power. Rather, the terrible spiri-
tual weight of the locale drags down the character’s
resolve, afflicting an otherwise firmly stated com-
mand with aslight tremble and a note of uncertainty.
Note that this penalty increases for characters
attempting to turn or rebuke undead on the Ethe-
real Plane, just as Will save DCs increase in the
Ethereal.

Cable 2—3: Che Effects of
Sinkboles of Evil

Sinkhole Ethereal Material
Rank Modifier Modifier
| 0 0

2 +1 0

3 +2 +1

4 +4 +2

5 +6 +3

| ]
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¢ Ethereal Resonance: Though less perilous
to the average character than the above effects, the
ethereal resonance of a Sinkhole is no less signifi-
cant. In fact, the significance is perhaps greater, for
the resonance speaks to the Sinkhole’s essential
nature, reflecting its taint and perhaps even its
origins. In Sinkholes of Evil, as in all sites of
ethereal resonance, the objects and structures of
the past persist in spiritual form, long after their
physical counterparts have been destroyed. The
resonance of Sinkholes, however, is typically twisted
to reflect its taint. The ethereal sights, sounds,
smells and textures all suggest the Sinkhole’s na-
ture to various degrees. Imagine a Sinkhole tainted
with despair. In the Ethereal, the scenery is colored
only in shades of gray, and a damp, ashen haze
clings to everything. Groaning winds and snatches
of mournful violin music echo in the distance. The
ethereal air is thick with the smell of withered
vegeration, mold and the mustiness of a crypt.
Everything that the ethereal traveler touches seems
frigid, hard and smooth, like a tombstone on a chill
night.

Powerful Sinkholes (ranks 4 and 5) can hold
more than ethereal ambiance, however. Resonance
created hy the misery of numerous souls, or by a
single soul of remarkable strength, can warp the
fabric of the Ethereal Plane into forms never seen
on the Material Plane. Such landscapes still reflect
the taint of the Sinkhole, but in bolder, more
metaphorical fashion.

Hil Work and No Play...

)

At the DM's option, the malevo- 4
lence of a rank 5 Sinkhole of Evil may be 4
so intense that living creatures can actu- ]
ally be driven mad if they linger there too :

long. For every 24 cumulative hours that
acreature spends within the boundaries of
arank 5 Sinkhole, she must make a Mad-
nesssave (DC 15). Thisisan extraordinary
effect, and can affect any creature with ;
both Intelligence and Wisdom scores. The
DM may even select a Madness effect of
the proper severity as appropriate to the
Sinkhole’s taint. Paranoia, delusions, and 4
schizophrenia are particularly common
effects.

For example, a dungeon where fanatic clerics
routinely torture heretics might resemble a gro-
tesque, poetic vision of the netherworld, asulfurous
pit of torture stretching down into the earth. The
ghosts of clerics might acquire the shape of hideous
ethereal fiends, while the ghosts of heretics appear
asdoomed prisoners. Such extraordinary resonance
tends to be treacherous for those who venture into
the Ethereal Plane, especially if they cross over
expecting ascene similar to its carthly counterpart.

Creating Sinkboles

A Sinkhole of Evil is much like a monster to
which a template has been applied, except that the
Sinkhole “remplate” isapplied toa location. Just as
a monster with a template requires extra work, a
Sinkhole of Evil requires the DM to put a bit more
effort into his locale, beyond just mapping it and
stocking it with monsters and treasure. Sinkholes
of Evil are best built from the Sinkhole up, so to
speak. If the DM determines a locale’s tragic his-
tory and character before she begins sketching
corridors and placing encounters, the site's spiri-
tual traits can influence the more concrete
characteristics.

Rank

The rank of a Sinkhole corresponds to the
rank of its accompanying ethereal resonance. A
Sinkhole’s rank is directly related to its negative
effects on Will saves and turning or rebuking
attempts (see above). More fundamentally, the
rank of a Sinkhole indicates the emotional signifi-
cance of the evil acts that seeded it. This is not to
say that minor Sinkholes are trivial; all Sinkholes
are monstrously wicked places, where someone
likely suffered terrible anguish at some point. Rank
is simply a convenient means to describe the rela-
tive potency of Sinkholes.

The DM should avoid the temptation to make
every dungeon, castle, and crypt in his campaign a
rank 4 or 5 Sinkhole. Though Ravenloft is host to
many Sinkholes, their effect is diminished if the
characters encounter yet another rank five fester-
ing pit of evil at every turn. Sinkholes only acquire
meaning when surrounded by normal, uncorrupred
landscape. Similarly, major Sinkholes only acquire
meaning when surrounded by lesser Sinkholes.
The DM should strive to put as much thought into
the character of a nasty little rank 2 Sinkhole as she
does into the rank 5 Sinkhole in a darklord’s abode.
Afterall, player characters are much more likely to




encounter the lesser Sinkholes in the course of
theiradventuring careers than they are to beard the
darklord in his own lair.

Rank 1: The vast majority of the landscape in
the Ethereal Plane conrains rank 1 emaotional
resonance. Upsetting everyday events — such as
arguments, accidents, embarrassments, and the
like — may, however, create fleeting remnants of
ethereal resonance in such places.
~ Forexample, ifa man has a heated quarrel wich
his estranged brother, the surrounding room might
begin to coalesce dimly in the Ethereal Plane,
complete with black scorches on the walls and
echoes of hoarse shouting. After the quarreling
brothers leave to regain their composure, the reso-
nance fades within moments. Events of this caliber
lack the monumental spiritual weight necessary to
forge a Sinkhole of Evil. They do, however, mark
the site in ways that make it more likely to become
arank 2 or greater Sinkhole if emotionally twisted
events continue to occur there.

Rank 2: Rank 2 Sinkholes occur when the
artendant evil act is relatively brief, and its emo-
tional consequences touch only the direct

participants. Such Sinkholes are created in mo-
ments of extreme emotion, prompted by or resulting
from some vile deed. Either the sinner or a victim
(or both) may be the source of the negative emo-
tion, but rarely does it extend further. However,
those that remember the event and speak of it in
the years to come may perpetuate the Sinkhole,
sustaining its rank even though the individuals
involved may have moved on.

For example, horse breeder touched by greed
and madness brutally murders a rival in the stalls of
his country stable. The murderer's hate and ava-
rice, as well as the terror of his surprised victim,
spawn a rank 2 Sinkhole in the stable. Though the
murderer is eventually captured and hanged for his
crime, the stables acquire a haunted repuration
among the locals, who speak fearfully of the grue-
some murder, perhaps embellishing it with tales of
a ghostly groomsman or rider who seeks revenge.

Rank 3: Rank 3 Sinkholes are spawned by
misdeeds that are sustained in duration or whose
emotional repercussions touch numerous lives.
Multiple acts of evil may be involved, perhaps
committed by or victimizing several individuals.
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Such tragic events may affect those not directly
involved in unforeseen but profound ways. The
emotions of an individual can create rank 3 Sink-
holes, but only if they are intense and sustained
over time.

For instance, a captured revolutionary is bru-
tally tortured on the rack for many days. Despite
the agony dealt on him, the rebel responds only
with vitriol toward his captors, refusing to give up
the identities of his comrades and spitting in the
faces of his torturers to the end. When he finally
expires, word of his death spreads among the revo-
[utionary movement, fanning their anger and their
resolve. The suffering and harred of the martyred
rebel, the frustration and sadism of his captors, and
the vengeful rage of the revolutionaries transforms
the torture chamber into a rank 3 Sinkhole.

Rank 4: Rank 4 Sinkholes arise due to emo-
tions of great significance, which, in turn, arise
from the gravest crimes. Only gruesome murder,
monumental betrayal or unspeakable blasphemy
typically creates such spiritual blights. The events
surrounding rank 4 Sinkholes either affect consid-
erable numbers of people or involve a strong
personality who is consumed with dark thoughts
for a significant period of time.

As an example, consider a normally upstand-
ing citizen whosecretly begins worshiping an unholy
deity in asearch for supernatural power. He gathers
a cabal of disciples about him and makes plans to
offer his family as a sacrifice to his vile master
during a terrible ritual, Revealed at last before his
wife and children as a heathen and monster, he
slays them himself as an act of twisted loyalty. The
man’s coldness and lust for power, the fear and
betrayal felt by his family in their last moments,
and the unholy zeal of the disciples in attendance
all contribute to the creation of a rank 4 Sinkhole
at the ritual circle.

Rank 5: Rank 5 Sinkholes only result from
the foulest deeds imaginable. Generally, only Acts
of Ultimate Darkness can spawn such Sinkholes,
and then only if they affect vast numbers of people
or ahsorb the twisted emotions and vile deeds of a
strong personality for years or even decades. Tor-
ture and murder on a vast scale and the worst acts
of spiritual desecrarion are often the black seeds at
the heart of rank 5 Sinkholes. Sites where terrible
crimes are repeatedly committed can sometimes
spawn rank 5 Sinkholes.

For example, a king weary of constant border
raids, launches a campaign against a neighboring

kingdom. The conflict drags on, tearing the king's
empire apart. Half the nation's men, hundreds of
thousands of souls, have been sent to die in distant
lands, yet victory has not emerged. As his advisers
plead with him to call an end to the war, madness
grips the king, who is determined to destroy his
enemy at any cost. He imposes martial law and a
brutal reign of terror at home to silence dissenters.
At the front, he orders the slaughter of women and
children, seeking to annihilate the enemy nation.
Paranoia seizes him, and he has his family and
courtiers executed for treason. The now-empty
castle, where the tyrant seethes over the war he
cannot win, becomes a rank 5 Sinkhole, spawned
by his hatred and bloodlust, and by the despair and
fear of countless countrymen.

Caint

The emotion that sows a Sinkhole of Evil is its
taint. Though it gains particular significance if the
characters have the ability ro look or step into the
Ethereal, the taint of a Sinkhole is always a crucial
element. Taint determines not only the flavor of a
Sinkhole's resonance, but the whole site’s mood
and theme. The Sinkhole's taint can recommend
window dressing in the Material Plane, the pas-
sions of the resident restless dead and the sort of
creatures that are drawn to the site.

Each of the raints below includes a selection of
suggested sensory themes for the Sinkhole's ethe-
real resonance. These are symbols, ways in which
the resonance of the Sinkhole might become twisted
to reflect its taint.

Agony: Sinkholes of agony are overwhelm-
ingly rtainted by pain, either physical or
psychological. Such Sinkholes tend to be sites
where the deliberate infliction of suffering has
been routine, such as torture chambers. The taint
of agony may come from a brutal maiming, an
agonizing death, a terrible betrayal or a traumatiz-
ing paradigm shift. Sinkholes of agony are relatively
rare; typically, the emotions that accompany dread-
ful suffering create resonance more readily than the
suffering itself.

Resonance: Screaming faces or voices; shards
of metal, glass or bone; gruesome, pulsating colors,
diseased or rotting flesh; the sound of squealing
metal and cracking bone; the sound of weeping;
the scent of burning flesh; mountains or badlands;
ohjects thar seem to tremble or writhe.

Despair: Auras of gloom distinguish Sink-
holes of despair. In such places, the emotions that




colored the original acts of evil are typically less
significant than the misery that followed. Despair
often characterizes the aftermath of evil on the part
of the victims or even the perpetrator. Solitary
crimes of passion, followed by years of despondent
brooding, are frequently the stuff of Sinkholes of
despair. Though villains may be consumed by re-
gret and self-pity, perhaps even succumbing to
suicide, their despair rarely constitutes true re-
morse. Despair can also accompany crimes of
desperation, which in turn generate further de-
spair, creating a wretched cycle.

Resonance: Dead trees; skulls; black voids;
thick, heavy cloth; mists, fog or overcast skies; grim
statuary; ash or dust; lifeless, muted colors; gentle,
moaning winds; the sound of sobbing or forlorn
singing; dry, musty scents; labyrinths or tombs;
deserts or wastelands; objects that crumble away
when touched.

Fear: Sinkholes of fear arise throughout the
realm. The victims of crimes often feel fear in their
last moments, and their dread motivates the leg-

ends that perpetuate a Sinkhole’s ill repute. Fear
can serve as a powerful motivation for evil. For
example, fear of an individual or a group of people
may secretly provoke a murderer, though “mere”
crazed bloodlust may seem the only apparent mo-
tive. Fear of powerlessness, aging or death can
motivate evil deeds as well.

Resonance: Frozen, screaming faces; gleaming
blades of metal; sharks, dogs, insects or spiders; cold
beads of sweat; the color white; tattered or ragged
cloth; the sound of screams, creaking, breathing or
footsteps; closets, cellars, chasms or caves; rooms or
corridors that seem to warp; objects that lash out
suddenly when touched.

Hatred: Whether provoked or not, hatred
provides an overpowering source for Sinkholes.
Long after moments of fear or rage have faded,
seething hatred can persist, consuming its host
utterly. Negative emotions directed toward other
individuals or groups can mature into hatred with
time, perhaps even obscuring the original motive.
Hate can be a response as well as a passion, consum-
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ing the victims of crimes and exacerbating the
Sinkhole’s corrupt aura even further.

Resonance: Ice; the color black; broken bones;
poison, acid or boiling oil; whips, scourges or razors;
crushing weights; burning trees, houses or religious
symbols; hail, tornadoes or meteors; the sound of
crackling flames or grinding stone; chemical odors;
towers or fortresses; war machines.

Lust: Sinkholes of lust are spawned by desire,
whether for pleasure, power, wealth or even some-
thing as ostensibly pure as the heart of another.
Lust acts as a powerful impulse and has an unset-
tlingability todistort or obliterate rational thinking.
Even normally upright folk quickly surrender to
misdeeds when their lusts consume them. Sink-
holes of lust tend to be sites where the crimes
themselves are less significant than the overwhelm-
ing desires of their perpetrator.

Resonance: Beautiful or grotesque humanoid
figures; luxu