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I ntroduction

Y ou are about to embark on aterrifying journey into the mists of Ravenloft. The land that knows no mercy
callsyour name - you might hear it in the rustling of leaves in the autumn wind, in the creaking of floorboards
underfoot, or in the blast of snow that rattles in the windowpanes. Y ou can take the precautions that mortals have
taken throughout the ages- latch the windows, light candlesto drive out the darkness, and stoke thefire - but the
mists of Ravenloft will not be held at bay. The land will cometo you, slipping under adoor, slinking in behind the
cat, or finding you while you dream. It will not give up once it has decided to pursue you.

For TheDM

The materialsin the module are intended for the DM’s eyes only. Players should not read any farther!

Asany good DM knows, this adventure should be read through completely before beginning play.
Familiarity with the events that follow isimportant to asmooth game. Inthe RAVENLOFT ™ gameworld in
particular, familiarity with the material is especially important for the DM to make the most of pacing, mood and
tension. Only in thismanner can the DM cultivate maximum fear and horror in his players.

Player Handouts

Inthe original publication of Ship of Horror, between pages 29-36 wasinformation on new monsters,
presented in the format of the Monstrous Compendium There were also various handouts to be distributed to the
players. These have now been digitized and included with the gamein a separate file. Naturally, you should not
hand out the handouts at the beginning of the game, but instead wait until the game indicates giving them out, so the
players have a sense of satisfaction. Also, the DM should become familiar with these pages, and may wish to
separate them before beginning play to avoid interrupting the flow of the game.

Ability Checks

At varioustimes during the adventure, characters will be asked to roll ability checks. For example, if a
player istrying to sneak up arotting staircase, he may be required to roll a Dexterity check to seeif hefallsthrough
the rotting boards and sustains an injury. The player should roll 1d20. If theresultisequal to or lower than the
character’ s ability score, he is successful and climbs the staircase without falling. If theresult of thedieroll ishigher
than the character’ s Dexterity score, hefallsthrough the rotting wood and isinjured by thefall.

Another usefor ability checksisto help playerswho are truly stumped. If the players are trying to unravel
amystery and run into adead end, the DM can, at his discretion, ask the charactersto roll Intelligence (or Wisdom)
checks. Success can indicate that acharacter has aburst of inspiration that never occurred to the player. Thiscan
help the DM to keep things moving in a more subtle manner than by handing out clues. The DM should use this
technique sparingly, to avoid giving the players too much free information.

M odificationsto the DM’s Campaign World

Asinany adventure, events must fit logically into the greater scheme of the DM’ sworld. If the monsters
and treasure presented in this adventure are not in line with the DM’ s campaign world, he is heartily encouraged to
alter them. In amagic-heavy world, the DM may wish to toughen the monstersby increasing their hit points or
lowering their Armor Class, or by simply increasing the number of monsters encountered. 1n acampaign with
weaker PCs, the DM might need to weaken the monsters to avoid killing off the entire party.

Similarly, the DM should adjust the amount of treasure available to the PCs. Whether the DM prefersthe
charactersto strugglein alife of near poverty or he allowsthem al the trappings of aluxurious lifestyle, he should
modify the treasure in this adventure to maintain game balance.



About AD& D 2nd Edition Rules

Thisadventure follows the rules of the ADVANCED DUNGEONS & DRAGONS 2nd Edition game. All
references to game materialsrefer to the 2nd Edition books, al t hough the adventure is pl ayabl e
using the original ruleswith some minor modifications by the DM. The RAVENLOFT ™ boxed set is required to
play thisadventure.

Thefirst adventure in the RAVENLOFT setting, Feast of Goblyns, is helpful but not required to play Ship
of Horror. Included inFeast isaDM’s screen especially designed for the RAVENLOFT setting. It includes many
helpful tables describing the effects of magical spellsand brief instructions for making fear and horror checks. Itis
useful, but not required to play Ship of Horror.

Getting Started

Ship of Horror isdesigned to begin in two different ways. If the Player Characters are already in Ravenloft,
the DM can introduce this adventure in almost any location that is near abody of water, including any rivers. If the
PCs are not dready in Ravenloft, the DM can use this adventure to pull them into this new realm. The adventure can
begin from any campaign world.

This adventure will begin differently depending on whether the Player Characters are already in Ravenl oft
or arein adifferent campaign world. Chapter Two gives a choice of two beginnings. The DM should choose the
start-up that is appropriate. Once the PCsare in Ravenloft, the adventure continuesin the same way for both novice
and experienced Ravenloft adventurers.

Notesfor DMs New tothe RAVENLOFT ™ Campaign

The most important advice for DMs using the RAVENLOFT setting isto never reveal much to the players -
keep them guessing at every turn. Many DMs distribute game statistics freely to their playersasif NPCsand
monsterswore signs on their chestslisting their hit points, ability scores, motives, spellsand possessions. Thistakes

the mystery and surprise out of the game. Avoid speaking in game terms whenever possible- better to describe
something as a*“ horrible creature with twisted, grotesque features’ than a“ghoul with aCharismaof 2.” Even
simple things can become exciting and frightening when described properly. Consider the following description:

“Itisasmall, grey-furred creature, about the size of your hand. I1ts mouth openswide, and you
can seejawslined with sharp fangsto match therazor clawsonitsfour feet. Thelast thing you see before
it darts into the shadows are its black, beady eyes.”

This description is much more evocative than saying, “Y ou seearat, but it runsaway.” Thisexample
servesto illustrate what a creative DM can do to frighten his players and keep them guessing.



Adventure Synopsis

The PCs find themselves employed (imprisoned, actually) on aship that has disguised itstrue identity, the
Ship of Horror. After becoming lost at seain adense mist, aseries of eerie visitations and clues |eads the PCsto the
realization that their ship, along with its captain, is cursed to ferry unsuspecting travelersinto Ravenloft. The captain
isguilty of grave-robbing and is responsible for defiling the bodies of the dead. As punishment, heisdoomed to a
life of torment by the spirits of the dead whom he disturbed.

By the time the PCs make this discovery, they have been lost at seafor several days, and it is now too late to
save themselves- they have already been captured by the mists of Ravenloft.

The captain convinces the PCsthat if they can help him to atone for his sins, he might be able to ferry them
back out of Ravenloft. He had been hired by awealthy family to transport the bodies of their dead to asmall island
to beinterred in amausoleum. In three cases, he took the money he was paid and simply dumped the bodies
overboard. He must find these bodies and inter them properly in the mausoleum. He hopes that then the spirits of
these three will cease haunting him.

After adifficult search, the PCsfind the bodies and recover them from the ocean floor. They must then
deliver the bodiesto a mausoleum on asmall, remote island.

In the process of making this delivery, the PCs make a gruesome discovery. Thefamily that hired the
captain was not transporting their dead rel atives- they were working for an evil necromancer who required bodies
for hisresearch. The bodiesthey were sending him were stolen from graves near their village, and in some cases,
were the bodies of unfortunate local peasants who were murdered by this evil family.

The PCs now have their work ahead of them. They may choose to eliminate the family of grave robbers.
Whether or not they destroy the family, they must nevertheless find the necromancer on hisisland and destroy him.
Thisisno easy task, since he has legions of undead unlike any seen before who guard hisisland.

Once the necromancer has been destroyed, the PCs have several choicesto make. Since the necromancer
wastheisland’ s sole inhabitant, the PCs may take possession of theisland (if they wish to own adomainin
Ravenloft). Also, oncethe grave-robbing family has been destroyed, the family’ s land and possessions are at the
PCs' disposal (if the estates are not destroyed in the process). The PCs might also attempt to exit the realms of
Ravenloft; successin thisendeavor is, naturally, up to the DM.



Chapter L.

The Endurance and her Crew

The Endurance is something of a cross between agalleon and afrigate. The ship has alwaysbeen keptin
excellent repair. Currently, it is painted midnight blue with red and white trim. The ship’sfigurehead isthe head
and torso of Poseidon (or another sea god depending on the campaign setting). He haslong, flowing hair and
clutches atrident in one hand and gently grasps a seahorse in the other.

Garvyn'suncle Killian was a seafarer his entire adult life, which he spent on the Endurance, never settling
down or establishing ahome.

Garvyn hired onto hisuncle's ship as ateenager and remained in its service through adulthood, and
therefore, Killian left the ship to his nephew. Garvyn has owned the ship for 13 years.

The shipisconstructed morein the manner of awarship than acargo vessel, but modifications have allowed
for an ample cargo hold. Shortly after inheriting the ship, Garvyn decided to give up the mercenary life. Garvyn has
rarely lacked for work and has hauled almost everything imaginable.

Technical Datafor the Endurance

Length overall: 165 feet
Length on deck: 115 feet
Beam: 35feet

Height of main mast: 130 feet
Sail arear 13,000 5. feet
Catapults: 3

Heavy Balistae: 10

Armor Class: 4

Hit Points: 260

General Conditions

Captain Garvyn isthe victim of acurse (described later). He can never leave his ship. Some of his crew
cannot go more than 500 yards from the ship. Those who know his secret are unable to discussiit; for unknown
reasons, they suffer horrible nightmares and hallucinationsif they reveal too much (the powers of Ravenloft are
indeed strange).

Either Garvyn or hisfirst or second mateisin command on the main deck at all times. A full crew,
including officers, is 91 men. Asawarship, more men woud have been needed, but with the change in the ship’s
use and the modifications, fewer men are necessary. The ship isshort afew sailors, despite the addition of the PCs.

During idle periods, sailors spend their timein their cabins, in the mess hall, in the hammock room, or
sometimesin the cargo hold, if space permits.

The DM should remember that the NPC sailors are trained in their jobs and not in fighting. They are not al
highly intelligent, but they understand their jobs and perform them well. The PCs must show a certain amount of
respect for the sailors, and cannot presume to boss them around.



Combat

In combat, 30 men are required to properly man the ballistae and 18 men are needed for the catapults.
Nearly all the men aboard except the youngest and newest are trained in the use of weapons. During periods of
inactivity, the master gunner trains sailorsin the use of these weapons. The PCs may choose to betrained if they
desire.

The ship has 260 hit points. When its hit points are reduced to zero, the ship beginsto break up and sink.
However, if asingle attack inflicts damage equal to 20% (52) or more of the ship’ soriginal hit points, roll on the
following table.

1D6 Roll Effect

Holein deck

Hdle in hull above waterline
Holein hull below waterline
Mast breaks

Ship shaken

Fire

OO, WNE

Holes: A hole made in the ship has a diameter (ininches) equal to the damage caused by the attack. For example, a
strikeinflicting 60 points of damage would tear afive foot (60 inch) hole.

Mast breaks: A broken mast loses a number of feet (counting from the top down) equal to the damage inflicted.
For example, if astrike inflicts 55 points of damage, the affected mast losesitstop 50 feet. Any crewmen inthe
rigging or crow’ s nest must roll asuccessful Dexterity check to grab rigging or sail, or else he fallsto the deck or
into the water (1d6 points of damage per ten feet fallen).

Ship shaken: Anyone who isnot tied down or sitting must roll asuccessful Dexterity check or fall to the deck.

Fire: A fire can be extinguished by two persons on thefirst round, adding one person for every subseguent round.
Fireinflicts one point of damage on the firstround, doubling on every subsequent round.

The Decks:
Main Deck

The numbers given here correspond to the areas on the map of the ship. The map isdrawn to scaleto
accommodate 25-mm miniatures (1 inch = 5 feet) and provides aready playing surface.

1. Bowsprit: The bowsprit is similar to amast, except that it protrudes from the bow of the ship. Itis50 feet long
and serves to strengthen and stabilize the ship as well as to anchor rigging.

2. Forward Catapult: The shipsthree catapults constitute its heavy artillery. When the ship wasin military service,
four more catapults stood on the deck, but Garvyn removed these when he converted the ship to cargo service.

Each of the three catapults can be swiveled 90 degreesto theright and the left. Six crewmen arerequired to
fire each catapult. The baskets can be loaded with almost anything, but the lockers on the forecastle and sterncastle
areloaded with 25-pound iron balls. These balls measure 15 inchesin diameter and improve the accuracy of the
catapults (seefollowing).

The catapults can befired at arange of 150-350 feet. One player selects a 30-foot-square target for the
catapult’sload. Hethen rolls 1d20 for the attack roll. If theiron balls are uses, the catapult hasa THACO of 15 (the
result of using aload of specific size and weight). If any other load is used, the catapult hasa THACO of 18.
Successindicates that the load landed inside the 30-foot target. A load can never be targeted at an individual
(catapults are not that accurate).

If the load missesitstarget, the DM rolls 1d8 to determine where the load landed: 1 = left of target and
long; 2 = left of target and short; 3 = left of target at targeted range ; 4 = short of target; 5 = long of target; 6 = right
of target and long; 7 = right of target and short; 8 = right of target at targeted range.

When the result indicates along or short result, the DM rolls 5d10. The result is added to or subtracted
from the targeted range. For example, aload that istargeted at 200 feet misses; the 1d8 roll indicates that the load is
short. A roll of 5d10 resultsin 24. Thismeansthat theload lands 176 (200 - 24) from the catapult.

For resultsindicating that the load lands to the right or Ieft of the target, the DM rolls4d6. Thisisthe
distance from the outer edge of the 30foot target where theload lands. (Thus, itis possiblefor aload to land up to



24 feet to theright or left of the edge of the 30-foot target, aswell as possibly being up to 50 feet long or short of the
target.)

Any time the load hits an object, theiron ballsinflict 5d6 points of damage. The DM must adjust damage
accordingly if something other than the iron balls are used.

If theload is calculated to land beyond its intended target, there is a ch ance that the load strikes something
initspath. For example, aload fired at aship might strikerigging or amast. Depending on the trgjectory of the
load, the DM should determineif such astrike occurs. If acatapult load hitsrigging or amast, roll 5d6 and that
many feet of mast (or square feet of rigging) collapse to the deck; half damageis caused to the deck from the falling
iron balls and debris.

Under no circumstances can a catapult be aimed at asingle PC or NPC. If aload landsin the same 30-foot
square asaNPC or PC, the character is alowed a Dexterity check to avoid damage.

3. Forecastle Rail: This sturdy rail separates the forecastle from the main deck. It could be chopped apart by an axe
or hatchet, but it is sturdy enough to support the weight of one man standing onit. It will not collapseif a character
isthrown against it in a battle or storm.

4. Ladderwaysto Forecastle: These are short stairways with wide, shallow steps. Thewood is painted and
sprinkled with coarse sand to provide sure footing in wet weather.

5. Foremast: Thismast is built from the trunks of several large trees and isencircled with iron bands. Itisthe
shortest of the three masts at 90 feet tall. A small crow’s nest is positioned 50 feet up the mast.

6. Rigging: Fashioned of ropes ranging from one to three inchesin diameter, the rigging can support the weight of
severa men. However, when climbing, the sailors distribute weight evenly on either side of amast. PCswho have
no experience aboard a ship must roll successful Dexterity checksto climb the rigging successfully. Characters who
fall suffer 1d6 points of damage per ten feet fallen.

7. Rope Coils: Theseropesrangein diameter from oneto fiveinchesand in length from 50 to 200 feet. The coils
are heavy and measure as much asthree feet tall and four feet wide. The number of rope coils on deck varies
according to which sailsarein use.

8. Belaying Pins: These are thick wooden dowels on carved handles that fit into round holes below the rail. Ropes
from rigging and the sails are wrapped around the pinsto hold them in place. If abelaying piniswielded asa
weapon, it should be treated as a dagger, yielding 1d2 points of damage.

9. Ladderway to Lower Deck: Thisisanarrow ladder with steep steps. It rises at approximately a 70 degree angle.
The steps are painted and coated with sand like the steps leading to the forecastle. A wooden cap fits over the
ladderwell to keep rain out of thelower deck. The cap can be removed for cargo loading.

10. Fire Buckets: These are large wooden buckets wrapped in leather. They hold approximately three gallons each.
They arefilled daily with seawater.

11. Mainmast: Thismast isbuilt of the trunks of many large oak trees. Itisbound with iron circles. Themastis
130 feet tall and has two crow’ s nest, one 60 feet from the deck and a second, smaller nest 85 feet off the deck.

12. Anchor Capstan: This great wooden cylinder isfitted with eight sturdy posts protruding parallel to the deck.
Sailors work together to turn the capstan and rai se the anchor. On the deck around the capstan, many wooden stakes
arenailed flat to the deck. These provide footing on the smooth wood (important in wet weather).

13. Mizzenmast: This mast stands 120 feet tall. It isconstructed like the other two masts on the Endurance, and it
has one crow’ s nest 55 feet off the deck.

14. Ladderway to Lower Deck: Thisladder isidentical to the other ladderway (area9). Both ladder wellsare
capped by awooden platform to keep rain out; a hatch can close off thewell in foul weather.

15. Ladderways to Sterncastle: Identical to the ladderways leading to the forecastle (area 4).

16. Sterncastle Rail: Identical to the forecastlerail (area 3).

17. Ship’sWheel: Typical of steering devices on ships, this oak wheel turnsthe rudder to control the ship. Inrough
seas, three men may be necessary to maintain control of the wheel.

18. Aft Catapults: Identical to the forward catapults.

19. Lockers. These lockers resemble enormous wooden trunks or chests. They are built right onto the deck and are
not transportable. Thelockers are held shut by enormousiron latches, but they are not locked. Iron bandswrap
around the lids and sides of the chests. Thelockers are four feet deep.

Thelockers alongside the sterncastle ladderways hold extra sails and ropes. The lockers between the
forward ladderways contain shields, short swords, daggers, and bows and arrows. The lockers on the castles contain
iron ballsfor use in the catapults (50 loads per castle locker).



L ower Deck

1. Heavy Ballistae: These should each be manned by three crewmen and can be fired once every threerounds. If
they are manned by fewer than three men, they fire more dowly: if two men handle aballista, it can be fired once
every four rounds; if manned by one gunner, it can be fired only once every six rounds.

If aballistais manned by three experienced gunners, the weapon is considered to have a THACO of 12. If it
is manned by inexpefienced persons, the THACO worsens by 3 for each novice (e.g., if two inexperienced men
operate aballistawith one experienced gunner, the THACO is 18). At least one experienced gunner isrequired to
fireabalista

Successful hitsinflict 4d6 points of damage. A balistamay be fired at arange of 10-250 feet.

The ballistae are positioned behind large, square portholes. The portholes have wooden coversthat can be
shut and latched in foul weather. A ballista can be swiveled 25 degreesto theright and | eft of its center.

2. Quivers: Theselarge wooden cylinders are bolted to the deck. Each holds 25 ballista bolts.

3. Mess Hall: Long tables and benchesfill thisroom. All furnitureisbolted to the deck. The crew eatsin shiftsin
order to accommodate all the men.

4. Galley: All cooking gear is stored here. An enormous wood-burning stove fills one end of the room. A stove-
pipe exits the side of the ship.

5. Cabins: Experienced crew and those with seniority sleep in these small cabins. Thecooks, carpenters, crack
gunners, and others with important talents are among those inhabiting these quarters. The doors have latches but no
locks.

These cabins consist of astack of three bunks, barely three feet wide, running along the length of the cabin.
Thebunksareroughly six feet long. A narrow storage cavity isfitted beneath each mattress. Footlockers and sea
chestsfill the floors.

Each occupant in these cabins owns several changes of clothing, personal mementos, and 6d10 + 10 gp.

6. Guest Cabins: These are primarily for passengers, which theEndurance hasferried from timeto time. Garvyn
assignsthe PCsto these cabins. Thisisthe only space available on the ship, except for unoccupied hammocksin
area12. Each door hasalock.

These cabins arefitted with a stack of three bunks, like the other cabins. They are also outfitted with a desk
(bolted to the bulkhead) and three stools. Three small empty lockers line one wall, forming abench.

7. Second Mate' s Cabin: Thisisoutfitted exactly like the guest cabins. The door is often locked (50%). The
second mate and the master carpenter share this room. Each man owns clothing, personal items, and 7d10 + 20 gp.

8. Master Gunner’ s Cabin: Thisis outfitted like the guest cabins, except that it has only two bunks. The door is
alwayslocked to safeguard any navigational information. The master gunner and master navigator share this cabin.
Each owns clothing, personal mementos, and 8d10 + 20 gp.

9. First Mate's Cahin: Thisisoutfitted like the master gunner’s cabin. The door isusually locked (75%). Itis
occupied only by Brummett, the first mate. Brummett keeps several sets of clothing, personal items, and 160 gp.

10. Captain’s Cabin: Thisdoor isfitted with asturdy lock. Thelargest of all the cabins, thisroom aso holdsall the
navigational chartsand maps. There are four bunksin two stacksin this room, along with alarge map table, four tall
stools around the table, several chests, and acomfortable leather armchair. Garvyn’s entire adult life has been spent
aboard this ship, so there are many mementos, such as animal tusks, furs, inexpensive jewelry, and exotic art objects.

Under Garvyn’sbunk ishisfortune. A chest isbuilt into the bunk and is only noticeabl e to someone
looking under the mattress. The chest contains many heavy sacks, holding atotal of 6,000 gp. In the other stack of
bunksisasimilar chest, containing another 6,000 gp. One of the many chestsin the cabin contains 4,000 gp worth
of gems.

11 Ladderway to Main Deck: Seethe previous description of the main deck.

12. Hammocks: The greenest sailors bunk here. Hammocks are strung across the room, stacked two high, for a
total of 22 bunks. Footlockersand chests line the walls of the room. The chests contain three to four changes of
clothing, personal mementos, and 5d8 + 10 gp.

A trap door isbuilt in the floor near the ladderway to the cargo deck. The hammocks and trap door are
removed when loading cargo.

13. Ladderway to Cargo Deck: Thisladderway isidentical to those leading from the main deck to the lower deck.



Cargo Deck

1. Sail, Lineand Tool Storage: These compartments hold sails, ropes, tools, lamp oil, wicks, grappling hooks,
fishing equipment, firewood and other gear. The doors are not locked.

2. Water Storage: Barrels of fresh water and rum are stored here. Any empty barrels are carried to the main deck
during stormsto catch rainwater. These doors are aways locked; Garvyn and the first and second mates have the
keys.

3. Food Storage: These compartments are alwayslocked. Garvyn, thefirst and second mates and the cooks have
the keys. Flour, oats, hardtack, dried meats, salt, onions, potatoes and other foods are stored here.

4. Ladderway to Lower Deck: Thisladder isidentical to the other ladders.

5. Open Storage: Large crates and cargo are kept here during shipping runs.

6. Secure Hold: Double wooden doors open into this storage space. Valuable cargo iscarried here, and ordinary
cargoisstored hereif spaceis needed. Garvyn and the first and second mates have the keysto thisarea.

7. Privies. Many sailors take care of their needs on deck, but the privies are necessary. Buckets must be carried to
the main deck or aporthole to be emptied.

Specid: Thisareaisdescribed in the encounter with Charlotte in Chapter 2.

Crew

Captain Garvyn (8th-leve fighter): AC 6 (Dex bonus, shield); MV 12; HD 8; hp 64; Str 17, Dex 17, Con 15, Int 17,
Wis 13, Chal5; # AT 3/2; Dmg 1d6+1 (short sword), 1d4+1 (dagger), 1d6+1 (club), 1d8 (long bow, sheaf arrow),
1d6+1 (spear), 2d4+1 (morning star); AL CN; THACO 13

Garvynisatdl, leen manin hismid -50s. Hisskin isdeeply tanned and his eyes are an intense shade of
blue. He has a salt-and-pepper beard and hair. Hespeaksthe brogue typical of sailors; heis spry and agile beyond
hisyears. Decades of sailing have kept him fit and lean, and his sealegs give him an admirable dexterity.

Garvyn is good-natured and easy going. Inacrisis (bad weather or combat), he barks orders but remains
camandincontrol. Hiscrew generaly trusts him, especially inacrisis. Garvyn commands respect simply through
his own self-confidence and competence.

Captain Garvyn is cursed as aresult of accepting payment to deliver afamily’s dead to their mausoleum but
instead dumping the bodies overboard (thisis described in detail in Chapter 2). Asaresult, he can never leave his
ship; if he attempts to step off the ship, heis stopped by an invisible barrier. Furthermore, the powers of Ravenloft
have ensured their grip on Garvyn by enchanting his ship. If the ship isever wrecked (whether through storm, siege
or suicide), the powers of Ravenloft rebuild the ship within 24 hours of thewreck. Usually, the ship appears near the
site of the wreck the morning after the destruction. Everything down to the last nail is exactly asit was before the
wreck, including personal property owned by the crew.

The captain believesthat if he can retrieve the bodies he dumped overboard and put them to rest, he can be
free of hiscurse. Thisdecision isaddressed in thefina pages of this adventure.

The Endurance is now atendril of Ravenloft that can extend into any world, dock at any port, and accept
passengers. These passengers have no clueto the fate of that which awaits them. Once the ship leaves port, the
passengers enter the realm of Ravenloft and are subject to all the conditions of survival and escapein the realm.

Brummett, First Mate (7th-level fighter):

AC 6 (Dex bonus, shied); MV 12; HD 7; hp 55; Str 16, Dex 17, Con 15, Int 17, Wis 15, Cha 18; # AT 3/2; Dmg
1d6+1 (short sword), 1d4+1 (dagger), 1d6+1 (club), 1d8 (long bow, sheaf arrow), 1d6+1 (spear), 2d4+1 (morning
sar); AL CG; THACO 14.

Brummett is a handsome, charismatic man in hislate 30s. Hisblond hair is bleached by the sunand is
beginning to show ahint of grey. He has deep green eyesthat sparkle out of histanned face. Unlike most sailors, he
is clean-shaven. Heisstrong and agile from years of shipboard service, and he sprints lightly along the decks with
the grace of adancer.

Thefirst mateisan eternal optimist, and although he understands the gravity of the ship’s situation, he
remains convinced that the curse can be broken. His positive outlook isresponsible for keeping the crew in good
spirits. Brummett isfriendly and likeable.



Ralfeo, Second M ate (6th1evd fighter):

AC 6 (Dex bonus, shield); MV 12; HD 6; hp 42; Str 16, Dex 17, Con 14, Int 16, Wis 15, Cha 15; # AT 1; Dmg 1d6
(short sword), 1d4 (dagger), 1d6+1 (club), 1d8 (long bow, sheaf arrow), 1d6 (spear), 2d4 (morning star); AL NG;
THACO 15

The second mate is dark-skinned, with black hair, brown eyes, and a short, dark beard. Heis handsome and
likeable, but quiet and reserved. During theimpromptu parties that develop on board ship, Ralfeo sits among the
men, drinking and laughing, but rarely joining in the joking and storytelling. While in command of the ship during
the captain and first mate' s off-times, he is a capable, respected leader.

Koresh, Magster Gunner (8th-level fighter):

AC 5 (Dex bonus, shield); MV 12; HD 8; hp 68; Str 18, Dex 18, Con 14, Int 15, Wis 14, Cha8; # AT 3/2; Dmg
1d6+2 (short sword), 1d4+2 (dagger), 1d6+2 (club), 1d8 (long bow, sheaf arrow), 1d6+2 (spear), 2d4+2 (morning
star); AL CN; THACO0 13

Koresh has seen many battlesin hislifetime. Hisbody istestimony to hisbusy life, asit bears numerous
scars. Koreshin hislate 20's, and is weathered-looking and ordinary except for hislong, red hair. Heis master of
the catapults and ballistae. A favorite pastime on the ship is challenging Koresh to tests of skill with abow and
arrow or daggerthrowing. Koresh isthe undisputed champion to date.

Peregrine, Master Navigator (3rd-level fighter):
AC 9 (shield); MV 12; HD 3; hp 26; Str 13, Dex 14, Con 12, Int 16, Wis 16, Cha 17; # AT 1, Dmg 1d6 (short
sword), 1d4 (dagger), 1d6 (club), 1d8 (long bow, sheaf arrow), 1d6 (spear); AL NG; THACO 18

Peregrineisintelligent and scholarly. He has excellent eyesight and is always thefirst to sight land if heis
on deck. Healso has an uncanny sense of knowing when the ship is off-course. Peregrineisthin but devastatingly
handsome. He has brown eyesand hair. Peregrine laughs easily and thinks almost all jokes are funny, no matter
how dumb they may be. While heisworking, however, heis serious and attentive, checking all his calculations
several times.

Thorvid, Master Carpenter (3rd-leve fighter):

AC 5 (Dex bonus, shield); MV 12; HD 3; hp 25; Str 18/60, Dex 19, Con 15, Int 12, Wis 10, Cha9; # AT 1; Dmg
1d6+3 (short sword), 1d4+3 (dagger), 1d6+1 (club), 1d8 (long bow, shesf arrow), 1d4+4 (warhammer); AL NG;
THACO 18

Thorvid isas stocky and solid as an oak beam. He hasagravelly voice and hisfaceisweathered like tree
bark. He generally prefers woodworking and repairsto socializing, but he often tips amug with hisfellow crewmen.

Seadogs (eight 5th-level fighters):
AC 6 (Dex bonus, shidd); MV 12; HD 5; hp 40; Str 17, Dex 17, Con 15, Int 11, Wis 11, Cha 14; # AT 1; Dmg
1d6+1 (short sword), 1d4+1 (dagger), 1d6+1 (club), 1d8 (long bow, sheaf arrow), 1d6+1 (spear); AL N; THACO 16

Sailors (16 4th-level fighters):
AC 8 (Dex bonus, shield); MV 12; HD 4; hp 35; Str 17, Dex 15, Con 15, Int 11, Wis 10, Cha13; # AT 1, Dmg
1d6+1 (short sword), 1d4+1 (dagger), 1d6+1 (club), 1d8 (long bow, sheaf arrow), 1d6+1 (spear); AL N; THACO 17

Sailors (16 3rd-evel fighters):
AC 9 (shidd); MV 12; HD 3; hp 22; Str 16, Dex 14, Con 12, Int 10, Wis 11, Cha12; # AT 1; Dmg 1d6+1 (short
sword), 1d4+1 (dagger), 1d6+1 (club), 1d8 (long bow, sheaf arrow), 1d6+1 (spear); AL CN; THACO 18

Sailors (20 2nd-evel fighters):
AC 9 (shield); MV 12; HD 2; hp 14; Str 16, Dex 12, Con 11, Int 10, Wis 10, Cha 12; # AT 1; Dmg 1d6+1 (short
sword), 1d4+1 (dagger), 1d6+1 (club), 1d8 (long bow, shesf arrow); AL CG; THACO 19

Sailors (20 1st-level fighters):
AC9(shidd); MV 12; HD 1; hp 6; Str 15, Dex 11, Con 11, Int 9, Wis9, Cha 12; # AT 1; Dmg 1d6+1 (short sword),
1d4+1 (dagger), 1d6+1 (club), 1d8 (long bow, sheaf arrow); AL CG; THACO 20



Chapter 2.

Ocean VVoyage

The DM’sfirst task isto transport his playersto any city on ariver or seacoast. The PCsmust beina
location where they have easy access to aport capable of receiving large ships. If they are at alocation on ariver,
the river should have aroute that can carry them directly to the open seawithin 24 hours.

Following are two choices for starting the adventure, depending on whether the PCs are in Ravenloft or in
another campagn world. The DM should proceed with the appropriate beginning once the PCs are in alocation that
meets the above criteria.

PCsOutsde of Ravenloft

The DM should arrange for the PCsto find the following work-for-hire notice in any pub, inn or public
message board. The DM should give the players Exhibit A from the end of the module. The message reads as
follows:

Handsome Payment for Easy Work! If ye are willing seagoers with strong stomachs seeking brief
adventure, report to the good ship Enduranceberthed at the local docks. | requireintrepid soulsto fill out a crew
for ahurried voyage. Ye may return to this port or remain at the destination. Appear before sundown - we sail at
dawn! No landlubbers need apply!

If the PCs show no interest in responding to the notice, the DM should arrange for them to encounter
several crew membersat any public location. The PCs should overhear the crew discussing their next mission. They
should hear that it is expected to be a quick, easy mission, and that the captain is desperate to find some temporary
crew members quickly. The crew aso remarksthat they’ ve heard the captain proclaiming to pay top dollar to any
comers. Apparently, heisin ahurry to get underway. Hiscargo must makeits destination in under one week or
he'll lose half hisfee.

If the PCs question the crew members, they learn very little. The crew knows nothing about the exact fee
that the captain is offering. The only thing they know about the cargo isthat it is something belonging to awealthy
merchant that must arrivein time for his daughter’ s wedding.

The crew can vouch for the captain and the ship. They have sailed many missions with Captain Garvyn and
they trust him. Theshipislarge, sturdy, and in good repair. It has weathered many storms with hardly a scrape, and
few of their crew have served aboard worthier vessels. The crew can provide a description and directions to the ship.

If the PCsstill refuse to investigate this offer of work, the DM should introduce another form of persuasion,
such as sudden trouble with the law (a case of mistaken identity will work well). This should be a sufficient threat to
encourage the PCsto leave town quickly.



TheEndurance
Read the following text as the PCs approach the docks in search of the ship.

/[Although the docks bustle with their usual feverish activity, you have no trouble identifying the
Endurance among the other ships. It isalarge, handsome ship in excellent repair. Even untrained eyes can
recoghize that the ship has undergone frequent work to keep her in top shape.

The Endurance’ s three masts |oom above you as you approach. Even with the sailsfurled, you can tell
from the extensive rigging that the many sails must make thisafast ship. Y ou see adozen or more sailors busy
making preparations on every part of the ship.

Asyou walk along the dock, one of the sail ors notices your party and addressesyou. “Hail, mateys!” he
calstoyouinagravelly voice. “Areyelooking to sign on? I'll fetch the cap’ nstraightaway.” He nimbly hops off
his position and disappears bel ow decks without waiting for your response.//

Allow the PCstime to examine the exterior of the ship. Every detail isin perfect repair. Point out to the
PCsthat they notice no peeling paint, no frayed ropes, and no scratchesin the paint around the ballistae. They notice
afew scrapes and blemishesin the wood, but all have been expertly sanded and polished.

/IAfter afew minutes, a head appears above the rail and you are greeted by atall, middie-aged man. He

sizesyou up as he callsto you, “Aye, an adventuring lot! Haveye apriest among ye?’ Hewaitsfor your answer,
then asks, “ And have ye awizard among ye?’//

If the party has both apriest and awizard, Garvyn grins broadly and drops arope ladder, enthusiastically
waving the PCs aboard. If the party ismissing either acleric or awizard or both, he shrugs and then grins, saying,
“Aye, y€'ll suit with or without the spell-tossers. Climb up and we' Il talk terms.” He drops the rope ladder and
wavesthe PCsaboard.

Garvyn leads the PCs to the sterncastle and takes a seat on a short barrel, motioning the PCsto do likewise
on nearby barrels and coils of rope. The PCsfind themselvesin the company of atall, lean man with a deep tan, salt-
and-pepper hair and beard, and twinkling eyes as blue asthe sea. He isnimble despite his age, and he strides along
the deck with confidence.

Garvyn asksthe PCsto tell him alittle about themselves. Helistens attentively with asmile, nodding in
acknowledgment. When the PCs have completed their introductions, he states histerms.

/I"Y e can cal me Cap'nor yecan call me Garvyn or ye can call me Cap’' n Garvyn, it makes no matter to
me. I’'minahurry onthisvoyage,” hebegins. “I must make adedivery to awealthy merchant intimefor his
daughter’ sweddin’ in seven days. If thewinds are even partly cooperative, we'll makeit with littletrouble. But I'm
short on crew and | must leave at first light. 1I’'m payin’ well ‘cuz | mug get underway quick. After the delivery, ye
can stay with me and return to this port, or ye can stay behind acrossthe sea. I'll pay extra, of course, if ye makethe
return trip.”//

The DM should select adestination for Garvyn’s ship that is appropriate for the campaign world. The
journey should require approximately six days, with Garvyn allowing a day for poor weather.

The DM should aso select a payment that isin line with the scheme of his campaign. It should be large
enough, however, that the PCsfeel that they are taking candy from ababy. A ship voyage of only seven days
normally would not be considered high-paying work. A feein the neighborhood of 400 gp per PC (650 if they return
to this port) might be appropriate.

Garvyn is not concerned about the experience of the PCs. He simply needs extra hands who are willing to
obey orders and pitch in at the direction of sailors. Cooking and sewing skillsareaplus, asarethe skills of awizard
and priest.

If the PCs are reluctant to sign on, Garvyn ups the offer in amanner appropriate to the DM’ s campaign.
This can bein the form of free passage to another location, atreasure map, amagical item that Garvyn owns but
doesn’t understand or wish to mess with, or anything else that may catchthe PCs’ fancy. Garvyn insists that he must
leave at first light if heisto make hisdelivery. Hewill do whatever is necessary to hire the hands he needs.

If the PCsinquire at any time about Garvyn’s cargo, he explains that there are two chests locked in the hold.
One contains nearly ahundred yards of fine fabric, much of it silk, and much of it woven with threads of real gold.
The second chest contains an assortment of fine buttons, beads, sequins and other trims, some of them gold and
silver, sorre of them cut from semi -precious stones. The cargo belongs to awealthy merchant who ordered the



materialsfor his daughter’ strousseau. For every day that the cargo is delivered late, Garvyn’s payment isto be
reduced by 15%.

If the PCs press the issue or ask to see the cargo at any time during the voyage, Garvyn amiably showsthem
to the secure cargo hold (area 6 on the Cargo Deck), unlocks a door with two locks, and points out two chests sitting
alonein the small room. He explainsthat he does not have the keys to the chests, but he was shown their contents
before the chests were loaded, a policy that he insists on when accepting valuable cargo.

When the PCs have agreed to accept the mission, Garvyn shakes hands heartily with each of them, then asks
whether they need to collect their belongings or other supplies. Hetellsthem that all their meals will be provided
aboard ship, so the needn’t worry about bringing food. However, if they must retrieve personal items, they should do
so quickly and return to the ship in one hour. Garvyn wants everything stowed and prepared before sundown. The
ship must sail at dawn if the voyageisto be successful.

Setting Sail

When the PCs are ready to board the ship, Garvyn gives them atour and assigns them to cabins. He
explains the manner in which meals are taken, and al so that the cabins are to be quiet from midnight until dawn. (He
can’t afford to have tired seamen with so much at stake.)

Garvyn’'sfirst mate rouses the entire crew, including the PCs, approximately one hour before dawn. Asthe
sun’ s rays begin to poke over the horizon, the Endurance silently slips from her berth and heads for the open sea.
Continue with the “Open Sea” section.

PCsCurrently in Ravenloft

If the PCs are dlready adventuring in Ravenloft, the DM should devise areason for the PCs to need some
sort of long-distance transportation. This can include journeying to another part of the realm or trying to escape the
realm entirely. The DM should the arrange for the PCs to have an encounter with agypsy, preferably out in the
wilderness or away from civilized areas. If thisis not possible, the following description will need to be modified
dlightly.

/IThe path you follow turnsin along, sweeping curve, and as you round the bend you find yourselves at the
edge of asmall gypsy encampment. A small, brown-faced boy runs past you, then stops abruptly to look at you. He
speaks suddenly, asking, “ Are you the people my grandmamaislooking for?” He turns quickly and runsinto the
camp, shouting for his grandmama as loudly as his small body will alow.

Moments later, amiddle-aged woman wearing along skirt and ared blouse appears outside one of the tents.
“Very good, Vathan,” she says, patting the boy onthe head. “Now run along and play with Saul while| offer my
help to these lost people.” Thelittle boy nods and runs off into the camp.//

If the PCs protest that they are not lost, the gypsy only smiles aknowing smile and says, “Y ou need not
wandering in aforest or searching in acity to belost. There are as many waysto belost asthere arefishin the sea.
Y ou folks seem to have found many such fish.”

/I"What brings you to Vincenziayou know not. Such istheway of thingsin Ravenloft. Sometimesthe
gypsies know your minds before you know them yourselves.

“Come, sit by the firewith Vincenzia. | will tell you what you need to know.” Sheleads you past many
brightly colored tentsto afire glowing with hot coals. In minutes, she hasthe fire stoked up to ablaze and offers
you mugs of he “special recipe” cider. It smellsstrongly of apple, wood smoke, and fresh herbs and roots. She
pours herself alarge mug of cider and settles on the ground. Firelight reflectsin her wide, brown eyes as she speaks
toyou.//

If the PCsrefuse the cider, the gypsy simply shrugs. Thereisnothing unusual about the cider; itissimply a
blend of fruit and herbal flavorings. PCsdrinking it suffer no unusual effects.

/[The gypsy pulls her waist-length braid of black hair forward over her shoulder and looks at each one of
you, one at atime. Then she speaks, “ Each of you bears your own burdens and fears, but for some of you, your
burdens are lighter by being part of thisgroup. Y et the group takes you away from resolving your own crises only to
solve other problems and aid others. What does this mean?

“Y ou draw strength from your companionship. Do not let petty matters weaken your bonds.



“Y ou seek many journeys, but there is one journey from which al otherswill follow. Even when you think
you have strayed off course, remember that Fate knows no straight lines. Sheleads you on the path she chooses, and
few thingsin thisworld change this.

“For now, Mistress Fate has led you to me, yet you know no why. Aye, you knew it not that you sought
me, but | knew it. | have amessagefor you.”//

Vincenziaexplainsto the PCsthat they must seek passage on atall sailing ship. Theship'scaptainis
making preparations to embark on ajourney, and it may lead where the PCswish to go. For now, it isthe path that
fate has marked for them.

The gypsy tellsthe PCs where to find the ship (the DM must fill in thisinformation, depending on the PCS
location in Ravenloft). Shetellsthem that the captain is headed for the PCS' destination (whether thisisinside or
outside Ravenloft).

Thewoman tells the party all it needsto know to find the ship and its captain. Shetellsthem that Captain
Garvyn believes he has found the way out of Ravenloft (if that iswhat the PCs seek). She does not admit that she
doubts the outcome of this voyage (she does not believe that the ship can escape the realm).

Vincenzialistensto the PCs' questions for no more than ten minutes. After thistime, she shushesthem,
saying, “Enough! Y ou will get nowhereif you only sit and ask an old gypsy questions. Be on your way - go find the
passage that Fate has chosen.”

Once the PCsturn their backsto the gypsy camp, thefog rollsin. If they should try to search for the camp,
it has disappeared into themists, and they have no chance of ever finding it again.

L ocating the Endurance

The DM has the option to adventure the PCs across the landscape of Ravenloft, or he might simply allow
the PCsto becomelost in afog bank, only to emerge at their destination. After journeying to the nearest port city in
Ravenloft, the PCsfind the ship exactly asit was described.

The Endurance isafine, sturdy ship in good repair. Itisdamp from the mist, but otherwise appears more
than seaworthy. The DM should refer to the description of the ship in the previous section to describe the vessel to
the players.

/1Y ou see adozen or more sailors busy making preparations on every part of the ship. Asyouwalk along
the dock, one of the sailors notices your party and addressesyou. “Hail, mateys!” he callsto you in agravelly voice.
“Areyelooking to sign on? I’ll fetch the cap’ n straightaway.” He nimbly hops off his position and disappears
below decks without waiting for your response.

After afew minutes, a head appears abovetherail and you are greeted by atall, middle-aged man. He sizes
you up as he callsto you, “Aye, who seeks the captain of thisfine vessel ?'//

Garvyn waits for the PCs reply, mentioning that he was not expecting visitors. But seeing that the party has
amission, heinvites them aboard.

/ICaptain Garvyn grins and drops arope ladder, enthusiastically waving the PCs aboard. “Climb up and
we'll talk,” he callsto you.”//

Garvyn leads the PCsto the sterncastle and takes a seat on a short barrel, motioning the PCsto do likewise
on nearby barrels and coils of rope. The PCsfind themselvesin the company of atall, lean man with adeep tan, salt-
and-pepper hair and beard, and twinkling eyes as blue asthe sea. Heisnimble despite his age, and he strides along
the deck with confidence.

Garvyn asksthe PCsto tell him alittle about themselves. He listens attentively with asmile, nodding in
acknowledgment. When the PCs have compl eted their introductions, he states histerms.

/I"Ye can cal me Cap'n or ye can call me Garvyn or ye can call me Cap’'n Garvyn, it makes no matter to
me. I’'minahurry on thisvoyage,” he begins. “I think | may have found away to escape this cursed realm, and |
admit | could use afew good men - and ladies- to fill out me crew. | can’t promise anything, but I’ m the best
chanceye vegot. | can pay yeapittancefor ye re service, but it’'ll be worth it to ye if we make good our escape. |
sail at sunup - with or without ye. If ye plan to go, ye muss b e on the ship ‘fore sundown thisevenin’.”//



If the PCs are trying to escape Ravenloft, the Captain revealslittle about his plan, except that he believes he
must be at a certain part of the ocean during the new moon, only afew daysaway. He explainsthat he has seen
many signs and omens that led him to this discovery.

If the PCsinquire about Vincenzia, the gypsy, he says he knows nothing about her (he’ stelling the truth).

If the PCs are simply seeking passage to another part of Ravenloft and not seeking to escape, Garvyn thinks
about thisfor afew minutes, then agreesto ferry them there. He believes he can drop off the PCs (and make afew
gold piecesin the process) and still make it to his destination.

The DM should determine an appropriate fee if they are asking Garvyn to transport them. The DM should
also determine amodest payment for the PCsif they are serving as Garvyn’s crew.

In theory, Garvyn isnot lying about his plan to escape Ravenloft. Heisrather certain about what will be
required to escape. He must atone for his sins (see the description of Garvyn in the NPC section), and he needsthe
PCshelpto do so. Only after he has corrected his mistakes will he have a chance of escaping Ravenloft (and even
then thereis no guarantee).

The DM should allow the PCsto determine their next course of action. If they need to gather supplies
before the voyage, they should be allowed to do so. The DM can assume that the PCs meet Garvyn latein the
afternoon, giving them only afew hoursto prepare. Continue with the“ Setting Sail” section (on page 16) when the
PCs board the ship.

Open Sea

From this point on, the adventure continues in the same way, regardless of whether the PCs began the
adventure in Ravenloft or another location. Whennecessary, notes are included for the DM that will help to pick up
either situation.

//After Brummett, the first mate, roused you and the entire crew an hour before dawn, final checkswere

made, the ship was freed of her moorings, and theEndurance dipped silently out of the harbor. With afair sky and a
brisk wind, it seemed perfect weather for Captain Garvyn’ s mission.//

Once under sail, the first mate gives the PCs the option to return to their bunks or take the first shift on
deck. Brummett is open to the PCs' preference of being scheduled together on one shift or being divided among
three deck shifts. He would prefer that any spellcasters be divided among the various shiftsin order to make the best
use of their abilities. Heisfair and businessdike, but he does not succumb to bullying of any kind. Although he
triesto meet the PCs' preferences, he always holds the good of the ship uppermost in mind. If the PCS wishes do
not benefit the ship, he explains this politely but firmly and offersthe PCs his best alternative.

Brummett also points out to the PCsthat if they begin to feel nauseated, they had best make their way to the
sterncastle. There, symptoms can run their course with the least amount of mess. Anyone vomiting should be sure
to do so over the side of the ship.

The day passes uneventfully. Theweather isclear, thewind is brisk, and the suniswarm. Observant PCs
may observe numerous schools of fish in the water, flocks of seagulls, and schools of porpoises and dolphins. The
PCs are kept busy by Brummett, who assigns them to various tasks from assisting the lookout to mending sailsto
helping inthe galley. The strongest PCs are put to work manning the sails with the other sailors. The PCs, likethe
rest of the crew, work eight to ten hours, with the rest of the day Ieft to them for rest and recreation.

Seasickness

On thefirst day out on the open sea, the DM should ask for Constitution checks from all PCs. Checks
should be made once in the morning, once in the evening, and one hour after every meal. 1f aPC skipsameal for
any reason, the check that would normally follow that meal isnot required. A failed check meansthat aPCis
overcome with motion sickness and suffersall that thisimplies.

Any PC making three consecutive successful checks does not get sick and need not make any further
Congtitution checks. Thisindicatesthat a PC has acclimated to the rocking of the ship and will not suffer from
seasickness for the remainder of the adventure.

PCswho missa Constitution check and become sick continueto roll Constitution checks until they make
three successful consecutive checks. They are continually sick until they do so. On the second day at seaand every
subsequent day, checks are made one hour after every medl.

PCs suffering from seasickness suffer a -2 penalty to attack rolls and a4 penalty to Dexterity checks.
Armor Classisreduced by one point. Seasick wizards must roll successful Intelligence checksto successfully cast



spells; afailed check i ndicates that the wizard is unable to complete the spell and itislost. Seasick priests must roll
Wisdom checks, with similar results. Seasick thieves suffer a 15% penalty to all abilities requiring Dexterity.
Healing spells and potions have no effect on seasi ckness.

Evening on the Ocean

After an uneventful but busy day, the PCs witness a beautiful sunset on the ocean. Shortly after sunset, a
light fog rises off the surface of the water. Thefog becomes more and more dense, and by midnight, the mists all but
obscure the full moon. The wind dies down, but it maintai ns enough force to keep the ship slowly moving ahead.
Read the following to the PCs.

/1t is nearly midnight, and the scene before you is not recognizable as the ocean vistayou enjoyed during
daylight. The brilliant blue sky and water are gone, asif their colors had been erased. The blazing yellow sun, the
whitecaps on the water, and the shrieking seagulls are also gone. Intheir places, you see black water, grey fog, and
a patch of bright fog that shieldsthe moon. Thewind is mild and the sloshing of the waveslulls you after your first
hard day at sea. The whole scene, coupled with the fresh air and your busy day, makes you drowsy. When your shift
isover, even your lumpy bunksfeel relaxing. Brummett informs you that someone will wake you when it istime for
the next shift.//

When the PCs are aslegp, choose one of the PCS' rooms at random. In the wee hours of the morning, the
PCswake up to light knocking on their cabin door.

/IThe knocking at your door islight but persistent. No matter how long you liein your bunks, the knocking
continues.

Outside the door, you find a confused-looking man. Heis dressed in knee-length leather breeches, aloose-
fitting white shirt, dark grey stockings, and low, black boots. Y ou don’t immediately recognize him as one of the
crew, but you’ ve just woken out of a sound sleep.

The man looks surprised when you open the door. Startled, he says, “ Good evening, I'm Jacob. I'm sorry
to bother you- | must have the wrong cabin. Please pardon theintrusion.” He steps away from your cabin door, and
slowly walks down the hallway and disappears up the ladder to the main deck.//

If the PCs pursue Jacob up the ladder, they do not find him anywhere on the ship. A search of theentire
ship (if the PCs go that far in the middle of the night) yields no sign of Jacob.

At one-hour intervals after Jacob’ sfirst visit, the remaining PCs' cabinsare visited. The encountersare
exactly the same as the encounter described here.

If the PCsinquire about Jacob in the morning, no one on the ship knows anything about him. A search of
the ship turns up no clues to prove his existence.

Blustery Weather

On the second day of the voyage, the weather turns cooler and the sky threatens foul weather. The wind has
increased, and the ship sails along at racing speed. The mist of the previous evening has melted away. The seagulls
are absent today, keeping to land in expectation of the impending storm.

The moming passes uneventfully, except for any investigation the PCs might undertake in search of their
late-night visitor. The wind blows hard al morning, picking up intensity around noon.

Just after lunch, Captain Garvyn orders all the portholes secured and all the ballistae chained down. He aso
ordersall the ballista hatches secured. Garvyn, Brummett and the crew on duty don oilskinsin preparation for the
impending storm. The second mate shows the PCs where the extra oilskins are stored and gets them ouitfitted for the
storm.

The oilskins consist of baggy trousers and jackets that hang to mid-thigh. The fabric is heavy canvas that
has been saturated with whale-oil to make it water repellent. Thetrouserstie at thewaist and at the anklesto help
keep water out. Thejackets havelong hoods that can be folded back for visibility or unrolled to keep the driving rain
out of thewearer’ sface. Anyone wearing oilskinsimproves his Armor Class by 1 (for cutting or piercing weapons
only).

Basil the cook askstwo PCsto help him secure the galley. Food and utensils must be stowed before the
shipishit by the storm or there will be amass of deadly equipment flying around the room.



The quartermaster also asksfor help in securing the cargo hold. Although theload islight, everything must
be secured to prevent the hull from being damaged by shifting cargo.

Once everything is secured, the PCs are sent to their cabinsto secure their personal possessions. Everything
must be stored in chests or stowed into sacks and tied to the bunks.

Just asthe last items are secured, the storm breaks.

The Storm’sFury

/ISheets of rain pound the deck, wash across the planks, and pour over the sides of the ship. Ropesand
rigging strain as the ship tosses in the water. Captain Garvyn and two men struggle to maintain ahold on the whesel,
pointing the ship into the crashing waves. Y ou know that if the ship turnsits side to the swells of water, it could
capsize and go under in a matter of moments.

Brummett and five sdlors struggle to strike the last sail. Just asthe sail comes down, a gust of wind blows
the sail loose, and it flows over the deck like awet blanket. The men scramble to gather the sail and secureit.

Lightning flashes and thunder roars overhead. The deck isilluminated by daylight asthe lightning crackles
acrossthe sky.//

The DM should alow the PCsto choose their own courses of action. Garvyn orders weaker characters,
especially wizards, to retreat to their cabins. Hewill also order the women to their cabins. Unless the party has an
especially powerful female fighter, Garvyn will not allow awoman on the deck in this weather.

Other PCs can occupy themselves by hel ping with the loose sail, helping to steer the ship, or joining the
other sallorswatching for sails that threaten to come |oose or other gear on deck that shows signs of breaking loose.

Any characters suffering from seasickness have two choices: either riding out the storm in the cargo hold
with alarge bucket, or lashing themselves to the railing of the sterncastle. Characters choosing the latter option must
have a companion to watch over them in case of an emergency.

The storm rages on for nearly two hours. Except for afew loose sailsthat are quickly tied down, the
Endurance lives up to her name and weathers the storm well. Thelightning and thunder subside and the storm
improvesto aheavy, steady rain.

The crew isrotated to allow each shift to rest. Everyone on deck has suffered 1d4 points of damagein
bumps and bruises. The captain yields the wheel to the second mate and another sailor.

Supper isacold mea dueto the impracticality of cooking in rough weather. The captain and first mate see
to crew rotationsin order for everyoneto befed. The PCsarerotated in as necessary.

After the supper shifts have ended, the DM should choose the most compassionate PC to have a ghostly
encounter.

Ghostly Vistor

The PC who experiences the following encounter should be alone when the ghost appears. Thiscan bein
one of the passages leading to the cabins, the cargo hold, the PC’ s cabin, or any other appropriate place. The
encounter can occur as the PC walks down the passageway, or the PC might respond to a knock on the cabin door.

/IA little girl, no more than nine years old, stands beforeyou. Sheisdressed in awhite ruffled nightdress
with amatching cap. Long, curly red hair spills down her shoulders. Her blue eyes are swollen with tears, and she
sobs when she seesyou. “Can you help me?’ she chokes through the sobs. “I’velost Clara, my doll. I've been
looking all over, but | can't find her.” Thelittle girl shudders and you redlize that she must be halffrozen with the
chill from the storm. Shereachesfor your hand and her fingers areice-cold./

The PC should be allowed to help the little any manner that seems appropriate. The most probable action
would be taking the girl to a cabin and fetching a blanket for her. If the PC converses with the girl, she givesthis
information.

Thelittlegirl isnamed Charlotte. She saysthat sheison the ship by herself and is returning home after a
visit to her grandmother. If the PC askswhy he did not notice her before, Charlotte simply replies that grown-ups
don’t always notice children. Her father always saysthat children should be seen and not heard. Besides, Charlotte
has stayed in her cabin most of the trip because the sail ors sometimes frighten her. She prefersto keep to her cabin
and play with her dolls. The cook has kept an eye on her and brings mealsto her cabin.



Hidden Cabin

If the PC suggeststhat they ook for her doll, Charlotte |eads the way to the cargo deck and to alocked
door. The door seemsto blend in with the woodwork, and although the PC has probably seen this part of the ship
before, this door was never noticed.

Opening the lock with akey around her neck, Charlotte opensthe door to reveal asmall cabin. The bunk
and footlockers are the same as in the other cabins, but two large trunks occupy one wall of the cabin. Onetrunk is
partly empty, and it is easy to guessthat it contained the blankets and white quilt that cover the bed. The other trunk
isasteamer trunk, filled with dresses hung neatly on hangers. The drawersin the trunk contain doll clothesin
addition to Charlotte’ s underclothes, bedclothes and shoes.

If the PC helps Charlotte search the room for her doll, Claraisfound buried between the blankets on the
bed. Once Clara has been recovered, Charlotte givesthe PC ahug and akiss. Charlotte then asks shyly if the PC
would mind tucking her into bed. Shortly after being tucked in, Charlotteisfast asleep.

Thisisthe last the PC will see of Charlotte for awhile. Onthe next visit to the cargo hold, the room
occupied by Charlotteis gone; the areais part of the secure hold. Thereis absolutely no sign of Charlotte, her doll or
her belongings.

Unanswered Questions

The space marked “ Special” on the map of the cargo deck is the room where Charlotte' s cabin appears.
Except for this encounter, the whole area makes up the secure hold. When the PC accompanies Charlotte to her
cabin, there appearsto be awall dividing the secure hold into two rooms. Charlotte’ sroom and the secure hold. At
no other timeisthere any sign of Charlotte’sroom. From this point on, throughout the rest of the adventure, the
secure hold is always considerably colder than the rest of the ship, regardless of the weather.

None of the sailors know anything about Charlotte. If questioned, they all claim that the PC is either a“wee
bit daft”, suffering from seasickness, or has succumbed to too much rum.

If Garvyn is questioned, he claims the same answers as the sail ors and says he knows nothing about
Charlotte or her strange cabin. PCsrolling successful Wisdom checks notice, however, that Garvyn is not telling the
truth. He knows far more about Charlotte than heisletting on. If the PCs attempt to use ESP or similar spellsto
learn about Garvyn’s secret, they learn only that Garvyn deeply regrets an event that involves Charlotte, for some
indeterminablereason.

If the PCs should attempt to use ESP or similar spells while asking questions about Jacob (the other
mysterious visitor), they sense the same feeling of regret in Garvyn. The captain has been hiding these feelingsfor a
long time, however, and heis subconsciously able to mask his emotions about these matters.

No matter what the PCs do to learn more about Charlotte or Jacob, they find out nothing.

Day Three- All at Sea

/[The morning following the stormy night is unusually cam. Theair isheavy and damp, and alight mist
hovers about one foot over the surface of the water. The sailshang limp. Ugly grey clouds obscure the sun, bathing
everything in afiltered, dingy light. Asthe ship drifts, all on board sense afeeling of helplessnessin the midst of the
vast, dark ocean. Not even the cry of seagullsisheard to break the monotony of the nothingness on the sea.

Captain Garvyn orders the anchor dropped, as the drift of the water could take the ship far off course. Itis
safer to hold position and wait for the winds to return.

Asthe morning passes, the fog thickens, first rising to the level of the portholes, then to the level of the
ballista ports, finally to therail of the ship. By noon, the flag at the top of the mainmast is obscured in the mist.//

Thisisan excellent opportunity for the DM to spook the PCs. In athick fog such asthis, sound carries
unusually far. The murmur of faroff birds, the whine of wet ropes rubbing against each other, and the creak of
wooden planks on the ship can all prove to be effective scaretactics. PCs might think that they hear their names, the
names of their companions, or various threats murmured in the breeze. With alittle effort, the PCs should be
jumping at every little sound.



Unwelcome Guests

Around mid-afternoon, the Endurance is visited by another ship. Because of the fog, the ship is not spotted
until it isonly 40 yards from theEndurance.

Any PCs on deck should be allowed a Wisdom check to notice the approaching ship. Regardless of whether
the PCs natice it, the lookout in the crow’ s nest sees the ship and calls out asit is 40 yards from the Endurance.

/IThrough the dense mist, a dark shape materializes and loomsnear. Y ou recognizeit as another saling
vessel, but this ship has obviously led along and deadly life. The hull displays huge, gaping holes, yet water passes
through the gaps without filling the breached hold. Therigging and sails hang in limp, tangled shreds, yet the ship
moves forward quickly despite the lack of wind. The decks and hull show signs of rot, and you can guess that the
wood iswormeaten aswell. If the ship was ever painted, thereisno sign of it now - the color long ago peeled and
flaked away. The masts creak and sway, looking fragile and rotted.

Thevessel’s crew begin to appear on the deck, first ten, then sixteen, then two dozen sailors doomed to this
Sargasso Seaintheir unlife. All aredressed in ragsthat are barely recognizable as the dress choice of pirates. They
resemble humans, but their flesh is decaying right on their bodies. Where fingernails once were, long clawsjut from
grimy digits. Sharp fangsfill their rotting mouths. Most ghasts clutch rusty sabres, cutlasses, scimitars or long
swords. Asthe ship nears, you can make out her name burned into the bow: Eternal Torture//

The attacking ship draws near in a shearing attempt, paying no heed to potential injury to itself. Withthe
anchor down and no wind, the Endurance has no chance of maneuvering out of theway. She takesthe full brunt of
theblow. A sickening sound of wood scraping wood fillsthe damp air. All persons on the ship must roll successful
Dexterity checks or be shaken off their feet unless some object (such astherail or the wheel) isavailableto serve as
abrace.

The Endurance survives the ram with little more than cosmetic damage. Since the attacking shipisin the
advanced stages of decay, itsimpact isreduced considerably by itsflimsy condition.

Assoon asthe Eternal Torturemakes contact, her sailors begin boarding the Endurance.

Ghasts (24): AC 4; MV 15; HD 4; hp 30 (x6), 26 (x6), 23 (x6), 20 (x6); # AT 3; Dmg 1d4/1d4/1d8; SA persons
within ten feet must roll a successful saving throw vs. poison or be overcome by carrion stench and suffer nausea -
those so affected suffer -2 penalty to attack rolls; paralysis touch lasting 1d6+4 rounds; SD immune tosleep and
charm spells; AL CE; XP 650 each; THACO 17

Dueto their bloodthirsty tendenciesin life, these ghasts have maintained the ability to fight with weapons
(sabre, cutlass, scimitar, and long sword). However, these attacks are made at THACO 19 and inflict only 1d4 points
of damage. The ghasts may exchange one claw attack for aweapon attack.

The DM should use the deck plans for the Endurance for the ghasts' ship, with the exception that the
Eternal Torturehasno cargo deck. Any sailorsor PCs attempting to board the Eternal Torturemust roll asuccessful
Dexterity check every round to avoid falling through the rotting deck. A character falling through the deck suffers
1d6 points of damage and has a 50% chance of falling through the deck below. Falling through the lower deck
causes 1d6 additional points of damage and dumps the character into bilge water at the bottom of the ship. Dueto
the holesin the hull, the character can either hang on in the bottom of the ship or swim out the holes and into open
water.

The Eternal Torturehas no treasure. PCs boarding the ship to search it are subject to falling through the
decks. All materials on the ship suffer from rot, mildew, mold and decay. Thereis nothing of value on the ship.

If al the ghasts are killed, the Eternal Torture floats silently away into the mists. Despite any damage the
ship may suffer, it does not sink. If the PCs should attempt to set it on fire, they find the task impossible since the
wood is so waterlogged and rotten.

The crew of the Endurance is notably shaken after thisencounter. They areall jumpy and nervousfor the
remainder of the day. Thisisagood opportunity for the DM to add some color to the adventure. Spooked sailors are
likely to begin telling every ghost story they have ever heard. There are as many ghost storiestold by the nervous
crew asthe DM caresto tell.

If the stories get out of hand and cause the crew to function poorly, Garvyn appears and scolds the crew and
PCsfor their childish behavior. Hetellsthem to stop telling storiesimmediately and pursue some more constructive
pastime. Although he maintains alight tone of voice, heisalso visibly shaken. Helooks over the bow of the ship,
shakes his head, then retreats to his cabin alone, after telling Brummett to take charge of the ship.



Through theMists

The ship continuesto hold position for the rest of the day and night. The wind does not return until the wee
hours of the morning. The mist holds, sometimes swirling thickly around the ship, and sometimes thinning out to
alow visibility of roughly 50 yards.

The PCsare likely off duty at thistime. Since the ship is not under sail, few crew are needed. Severa
crewmen rotate shifts as lookouts on deck and in the crow’ s nests. The PCsmay rotatein aslookoutsif they desire
or if many crewmen werekilled in the ghast raid.

Man Overboard!

//Shortly before the dinner hour, you hear a cry from one of the lookouts on deck. “Man overboard,
starboard bow! Man overboard!”

On deck, thereisaflurry of activity as ropes are tossed to the floundering crewman. It isdifficult to see
him through the mists, but his cries for help and splashing pinpoint hislocation. Then suddenly, al issilent. The
only sound is the sloshing of waves against the hull. Callsto the fallen crewman bring no response.//

If there isto be any hope of retrieving the drowning crewman, someone needsto jump. Thesailor is
unconscious; hewill float in his current position before he beginsto sink. If aropeistied around aPC or crewman
who jumps overboard, there is no danger of losing that person. Crewman yield to any PC who volunteersto jump
into the water.

There isacumulative 25% chance of saving the crewman who jumpsin the water, to a maximum of 95%.
PCswith the swimming proficiency have no difficulty in thewater. PCswithout the swimming proficiency must roll
asuccessful Dexterity check (against 1/2 their normal Dexterity score).

Each PC in the water must also roll a successful Wisdom check to notice an unusual change in the ship.
Thename Endurance that was formerly painted on both sides of the bow hasbeen replaced by blood-red, dripping
lettersthat read, “ Ship of Horrors”

When the rescuers make their way back onto the ship, a strange change has taken place. The once-fine ship
now shows evidence of neglect and decay. Therigging isfrayed, worn, and dripping with damp spanish moss. The
sails are stained grey and brownish. Nearly every square inch of paint has been stripped from the wooden trim, and
the beautiful figurehead has been replaced with the visage of aweeping hag.

Most of the crewmen are as horror-stricken as the PCs over the sudden change in the ship. A few, however,
shake their heads or choke back tears. They have made voyages with Captain Garvyn in the past, and they have
witnessed thisterrifying phenomenon before. On every voyage, they hope that the change will not occur, but as yet
they have not been able to escapeit.

The few crewmen who are familiar with this metamorphosis explain that the change always occurs after
hours of drifting in densefog. They have no idea, however, what causes this change or how it can be avoided.

Captain Garvyn disappears to his cabin through the course of these events. He does not speak to anyone,
demanding that would-be visitors go away and leave him in peace.

If the PCs question the crewmen wh o have made voyages on the Endurance before, one of them, Hugo, is
ableto provide further information. He believes that Garvyn and the ship have been cursed in some way to travel the
lands of free men and then be pulled back into arealm of curses and terror. Hugo notes Garvyn never leavesthe
ship, even whenitisin port. If he needs supplies, he aways makes alist and asks one of the crew to shop for him.

None of the crewmen knows any more about the situation.

A Sober Evening
The events of the day have cast agloom over the ship. If any crewmen werelost in the ghast attack, or if

the crewman who fell overboard was not recovered, the mood isthat much worse. There is hone of the usual singing
or joking among the crew. After supper, most retum to their cabinsto pass asilent evening.



Charlotte sReturn

Approximately three hours after supper, Charlotte makes another appearance. Thisvisit resembles her first
visitin every way, except that any PCswho wish to accompany Charlotte to her room may do so.

Following Charlotte’ s subsequent disappearance, the DM (viaone of the sailors or the suggestion of an
Intelligence check) should encourage the PCsto search the hold where Charlotte' s cabin appeared. Any character
successfully rolling to detect secret doors finds a clue. Wedged between two planksin the floor isasmall necklace.
Fromitssize, it iseasy to judge that it belonged to achild. The necklaceisafine silver chain with asmall pendant
of agarland of roses wrapped around aheart. On the back are engraved theinitialsCMR. It should be easy to
deduce that the pendant belongsto Charlotte, but the nature of its appearanceis a mystery.

Ghostly Clues
Shortly after midnight, everyone on the ship is awakened by aterrible howling and wailing.

/IAsyou slumber peacefully, lulled by the gentle rocking of the ship, all issilent inthe vast ocean. Then,
suddenly, you bolt upright in your bunk, a cold sweat breaking on the back of your neck. Y our heart pounds and
adrenaline floods your veins as you become aware of your surroundings. A horrible shrieking and wailing fillsthe
air, causing every plank of the ship to vibrate. Never inyour life have you heard such an unearthly caterwauling.

Y ou begin to hear the sounds of the crewmen stirring from their bunks and entering the passageways on
your deck. Some of the voices are frightened, while others call for weapons against an attack.//

PCs entering the corridor are met by scurrying sailors, some clutching weapons, others wearing terrified
looks, al trying to determine the source of the wailing. Severd sailors, including Brummett, race up the ladder to
thedeck. A few others charge down into the cargo hold. The shrieking never stops, growing louder and softer in an
uneven rhythm, but always causing the vibration in every plank and bolt in the ship. Captain Garvyn does not make
an appearance throughout the events that follow.

Thewailing is caused by an apparition of awoman. Sheisapproximately 25 years old, with long blonde
hair and a beautiful face. Sheisdressed in apink flannel nightgown and she clutches ababy’ s blanket, cradling it in
her arms, but she holds no child. Her faceis puffy and swollen and she looks exhausted.

The woman cries, sobs and shrieks, calling out, “ Oh, child, you shall never know me”’ and “Who will be
mother to you?’

The woman makes no attempt to attack. If sheis attacked, the vision melts away and reappears on another
portion of the ship.

If the PCs attempt to communicate with her, they have to ask their first question several times before they
gain the woman'’ s attention and she decidesto reply. Her answers burst forth in short sobs.

The woman’s nameis Madeline Stern. She died in childbirth several years ago, and she wails that her son,
Morvan, isnow ayoung man. He grew up without ever knowing his mother.

If the PCs ask why Madeline haunts the ship, sherepliesthat Captain Garvyn prevented her eternal rest.
She does not elaborate, but she saysthat Garvyn’s greed does not allow her to be at peace.

Thirty minutes after Madeline' s appearance, her ghostly form takes leave of the ship. Shedriftsup to the
deck; till clutching the blanket in her arms, she floats over therail of the ship. She disappears into the mist toward
the east.

A few minutes after Madeline' s disappearance, the fog beginsto lift. The sky gradually clearsand, just
before dawn, the stars can be seen in the heavens.

PCswith the astrology or navigation proficiencies quickly notice that the positions of the stars have
changed dramatically. They do not resemble in any way the stars that should be in the sky based on the position of
the ship. If the PCsdo not have these proficiencies, the DM should allow an Intelligence check for the charactersto
make this discovery.

Not only are the stars in the wrong positions, but they are not recognizable. The sky has changed
completely and is unrecognizable by any PC. Captain Garvyn and afew of the crew know these stars, but they do
not volunteer any information.

If the PCs guess that they are in Ravenloft (or guessthat they never left Ravenloft if they weretrying to
escape) they are correct. At some time while trapped in the fog, the ship was transported to Ravenloft. The DM
should not inform the PCs of thechange; they should be allowed to figureit out on their own.



Maddine s Story

If the PCs question Captain Garvyn about Madeline, he insists that he does not know her. He maintains that
he never met anyone named Madeline and does not know about her husband or her child. This much of Garvyn’s

story istrue.
DM’ s note - do not reveal the following information to the players:

Garvyn encountered Madeline briefly after her death. Garvyn was hired by awealthy family to transport
Madeline' s body to the family mausoleum on asmall island. He was paid for the job, but instead of completing his
mission, he dumped her body overboard rather than make the three-day journey to theisland. Madeline has haunted
him ever since.

Garvyn knows why heis being haunted, but he is ashamed to admit to hiswrongdoing. He maintains his
ignorance until the PCs confront him with solid evidence (see the sections that follow).

Jacob and Charlotte are likewise victims of Garvyn'sgreed. Hewas paid to deliver their bodies to a
mausoleum, but he took the money and dumped the bodies overboard. He was not aware that Charlotte was achild
until her body had been disposed of; Garvyn feels especially guilty about not delivering her. Garvyn does not admit
to these wrongdoings either, unless presented with hard evidence.

Garvyn's Secrets

If the PCs decide that a search of Garvyn’'s cabinisin order, they should be allowed to do so. If thisdoes
not occur to them, the ghosts should visit repeatedly, offering verbal cluesabout Garvyn’s guilt or pointing to
Garvyn's cabin or the areawhere hislog books are kept within his cabin. Once the search is underway, the ghosts
may appear at the DM’ s discretion to silently observe the PCs or to repeat the behavior they have already exhibited.

Garvyn's cabin may be searched easily while Garvynison deck, or he can be overpowered easily in order
for the search to proceed. Garvyn putsforth only aminor struggle, quickly giving in and admitting to himself that
the PCswould learn his secret eventualy.

Cluesturn upin Garvyn’'sold log books. These are stored in alarge, locked trunk in his cabin. For every
hour that the PCs search through the books, they find one Exhibit from Exhibits B, C and D in the end of the module.
The DM should hand these out one at atime as appropriate.

There are notesin Garvyn’slog book that record the position of the Endurance when the bodies were
dumped overboard. These notes do not appear in the player handouts. The ship’s positions become important when
thetime comesto retrieve the bodies.

Garvyn denies none of the detailsin the log book. Asthe PCs search the pages, he simply cowers and holds
hishead in hishands. Heisprepared for the PCs anger and wrath; after al, he dragged them into Ravenloft and has
condemned them to forever sailing the Endurance unless the curseis broken.

Garvyn explainsto the PCsthat his behavior caused him to be cursed. Heis condemned to Ravenloft and
hisdomainishisship. He cannot set foot off the ship, but his crew is able to leave the ship for varying ranges up to
500 yards. The PCs are faced with the same limitation when they make landfall.

Garvyn knowsthat he is responsible for the restless souls who haunt his ship. Clever players should be able
to conclude that retrieving the bodies and interring them properly might put these soulsto rest. Garvyn believesthis
to betrue. If the PCsdo not come to this conclusion on their own, the DM might allow a Wisdom check for the PCs
to make the connection. Otherwise, Garvyn can simply tell the PCs of his plan to remove the curse.



Breaking the Curse

Garvyn can navigate the ship to the approximate | ocations where each body was dumped into the ocean.
The PCs must then find away to locate and recover the three bodies.

Until the bodies are located, the ship continues to be haunted by the three spirits. Assoon asabody is
recovered and transported to Todstein, the visits by the spirit of that person cease. The ghosts do not terminate their
visits until their bodies have been recovered.

During the time that the bodies are on the ship awaiting transportation to Todstein, the visits become noisier
and more fregquent; for example, Charlotte cries uncontrollably, Madeline shrieks and cries for alonger pefiod of
time, and Jacob pounds on the bulkheads with hisfists. The DM should make the most of these opportunities for
role-playing. The PCs should not be told that the ghostly visits will cease once the bodies have been properly buried.

The PCs must locate each body and return it to the ship. Garvyn follows their recommendations whether to
deliver the bodies to the island one by one or to gather all three bodies and then transport them.

Following are the conditions under which each body may be found. The DM should refer to therulesfor
swimming inthe Player’ s Handbook and the DMG, rules for the functioning of spells underwater in the DMG and
The Complete Wizard's Handbook , and rules for spell usein Ravenloft in either the RAVENLOFT ™ boxed set or
the Dungeon Master’ s Screen included with the Feast of Goblyns adventure.

PCs need magical meansto breathe underwater. If none are available, DMsmight allow for afew magical
potionsto surface in one of Garvyn’strunks; otherwise, the PCs areleft to their own ingenuity. While searching for
each body, each PC has a cumulative 10% chance per hour of locating theremains. Any timethesearchis
suspended and resumed, a PC starts again with a 0% chance and must build up his percentage chance anew. Each
PC rollsindividualy for locating a body.

Charlotte

The location of Charlotte’s body iswithin view of Graben Island. Her skeleton is on the ocean floor, in 80
feet of water. While recovering her body, the PCs are attacked by a school of skeletal sharks.

Skeletal Sharks(9):

AC 6; MV Sw 24; HD three each of 4, 5and 6 HD; hp 40, 36, 33, 30, 27, 22, 20, 16, 12; # AT 1; Dmg 1d4 (4 HD),
1d6 (5HD), 1d8 (6 HD); AL N; SD immuneto cold, fear, deep, charm and hold spells; suffer only half damage
from piercing weapons, XP 175; 270; 420; THACO 17 (4 HD), 15 (5HD & 6 HD)

The sharks attack after the PCs have been in the water for ten rounds or more. Since the skeletal sharks
cannot smell blood, there is no danger of attracting their attention if blood is spilled. The DM may choose to have
additional schools of sharksarriveif desired.

Charlotte’ s skeleton islocated on the sandy ocean bottom. Tatters of her white dress and burial garments
are tangled about her bones. Around onewrist isagold bracel et that match the necklace found in the cargo hold of
the Endurance.

Charlotte sClues

After Charlotte’ s body has been recovered, her visits change. Instead of looking for her doll, she criesthat
she misses her parents. If the PCs are kind and sympathetic, Charlotte calms down and talksto them. If they are
angry or impatient, she cries harder to the point of hysteriaand finally fades away. Shereturnsfor future visits,
however.

The DM should carefully distribute the clues from Charlotte (and all the spirits), being careful not to dump
al theinformation at once. The playerswill gain greater satisfaction from the adventureif they fed that they’ ve
earned the information the PCs receive.

The PCs can learn the following from Charlotte. Her parents are Karl and LouisaReisland. She does not
know anyone named Graben. Charlotte died from polio and was buried in a cemetery near her grandparents. She
had three brothers and two sisters. Sheis also upset because her parentstold her that when she died, she would see
her grandparents in heaven, but she has not yet found them, and thus she doesn’t believe that she has found heaven
yet.



Jacob

Jacob’ s body was dropped off the ship within view of Todstein, approximately 200 yards off shore. His
body isin 100 feet of water. The bottom isrocky; for every five rounds a PC walks on the ocean bottom, he must
roll asuccessful Dexterity check or suffer 1d4 points of damage from losing hisfooting on the rocks.

Jacob’ s skeleton is found wearing |eather breeches and the tatters of awhite shirt. His bones are lodged
between two large rocks, but they are not difficult to retrieve.

Jacob’s Clues

When Jacob’ s body has been recovered, hisvisits change. If the PCs question him, they learn that heis
angry with the Graben family. He was murdered by the Graben's eldest son, Horst. Jacob was a cooper
(barrelmaker) in hislifetime, and Horst murdered him with his own cooper’ stools and barrel hoops. Jacob suspected
the family of graverobbing, and he believes thisis the reason he was murdered.

Jacob would do anything to exact revenge upon the Grabens. Heimplores the PCsto go to Graben Island
and deal with the evil family. He suspectsthem not only of graverobbing, but also of murder. He does not know
why the family takes part in such activities.

Jacob even offersto guide the PCs around Graben Island if they agree to investigate the family. In order to
do so, they must carry Jacob’ s skeleton with them around the island. The skeleton must be contained in atrunk, box
or bag, and may not be carried in abag of holding or other magical device (the magic would temporarily sever the
connection between Jacob and his body).

Attack on theEndurance

While searching for Jacob’ s body, the Endurance is attacked by agiant starfish. Refer to the Monstrous
Compendiumpage at the end of this adventure for acomplete description.

Giant Starfish (1):
AC2; MV 6 Sw 30; HD 13; hp 88; # AT 12; Dmg 1d10 (x12); AL CN; THACO7

If the Endurance is destroyed by the giant starfish, the PCs and sailors have no trouble clinging to debris.
They may attempt to lash planks together to form araft, or more likely, they may swim for Todstein. The seais
rough beyond 100 yards from shore, but within 100 yards of the beach, the water is calm and tranquil. The
underlying currents help to draw swimmers toward the shore.

All the sailors are strong swimmers. If the DM uses nonweapon proficiencies, assumethat all the sailors
have the swimming proficiency. Captain Garvyn disappears among the wreckage. Attemptsto locate him are futile.

If the PCs and sailors are marooned on Todstein, they find no way of getting off theisland. They are forced
to spend at least one night camped on Todstein. The DM should use this opportunity to make the PCs' stay a
terrifying one. PCsand sailors should have nightmares of being chased by hordes of undead or encountering their
greatest fears. Strange noises should be heard coming from the woods, and ghostly shadows might appear to rise
fromthe water of the campfire.

If the PCstake time to explore theisland, they find the mausoleum as Garvyn described it. The DM should
refer to Chapter 4 for the description. The PCs cannot find away into the mausoleum, however, since Captain
Garvynisthe only one (asfar asthe PCs know) who knows the secret to opening it.

The first morning after camping on the island, the Endurance appears anchored off the beach near the site
where the ship went down. Captain Garvynisaboard, aliveand well. Theshipisintact, dry and every bit as
seaworthy as she was before the wreck. Observant PCs notice that any recent scars on the ship (such as any that may
have been inflicted during the ghast attack) are present aswell.

Garvyn explains this appearance as an element of hiscurse. His ship has been wrecked before, and each
time, he has gone down with the ship, only to reappear the following morning. He never remembers any details of
hiswhereabouts. He believes he might be unconscious, comatose or magically suspended during the ordeal. The
powers of Ravenloft ensure that Garvyn islocked to his curse by “saving” him and rebuilding his ship.

Garvyn adds that when he first became aware of his curse, he tried wrecking the ship asaway of breaking
the curse, but the ship was rebuilt just asit was in this encounter. Apparently, Ravenloft does not give up its captives
easily.



When Garvyn and the ship are found intact, Garvyn insists upon retrieving the third body before exploring
theidand. He alowsthe bodies of Charlotte and Jacob to be interred if the PCsinsist uponit. However, if the DM
needs to feed cluesto the PCs, the spirits of the dead may be useful. The PCs could be encouraged to keep the
bodies on board in order togainmore cl ues from them

Mad€dine

Madeline' s body islocated in 250 feet of water in the open ocean. There are no landmarks or land
formationsvisible from the ship.

The skeleton isfound wearing atattered red velvet gown. Part of the burial shroud is still wrapped around
Madeline’ s bones.

Approximately 100 feet from Madeline’ s skeleton isasmall cave. The cave holds nothing of valueand is
roughly 40 feet in diameter. It ishometo three vodyanoi (aquatic umber hulks) that attack the PCs after they have
searched for one hour.

Vodyanai (3):
AC2; MV 3Sw 6; HD 8; hp 58, 48, 42; # AT 3; Dmg 3d4/3d4/ 1d10; SA 50% chance per day of summoning 1d20
dectriceds; AL CE; THACO 13

The umber hulks are a mother and two juveniles. This speciesthrivesin saltwater environments.
Madelin€ sClues

After Madeline' sbody is recovered, her visitsto the ship change. If the PCs behave sympathetically toward
her, she givesthem the following clues.

The delivery of Madeline’ s baby was attended by L ucretia, one of the younger Graben sisters. Lucretia
often served as midwife in the small village on Graben Island. Madeline believes that Lucretiawas partly
responsible for her death, because she left Madeline right after the baby was born, before seeing Madeline through
the final stages of the delivery.

Madeline was buried in the Stern family plot in one of the small graveyards on Graben Island. She knows
that the Graben family stole her body and intended to send it to Todstein, but she does not know the reason. They
a so stole a sapphire ring that she wore when she was buried.

Madeline is aware of other activitiesin the cemetery where shewasburied. She claimsthat the Grabens
stole other bodies and returned to their home with them.

After Madeline' s body was stolen, her remains were taken back to the Graben house, her jewelry was taken
and amessage was tucked into her clothing. Then she was delivered to Captain Garvyn to be carried to Todstein.
Madeline asks that the PCs do not take her to Todstein, but bury her instead in her grave on Graben Island.

Voyageto Graben Idand

The clues provided so far should be sufficient to entice the PCsto investigate Graben Island. If the PCsare
reluctant to visit the island, the spirits can be used to persuade the PCs, provide more dues, or generally make the
PCs' lives miserable until they set out for theisland.

Asalast resort, the powers of Ravenloft can mysteriously carry the ship to Graben Island. No matter what
direction the PCs choose, they always find themselves bound for Graben |sland.

Jacob and MaddineasNPCs

If the PCs wish the assistance of Jacob and Madeline as NPCs, they must carry their skeletons along to
maintain contact with their spirits. As outlined above, the skel etons cannot be carried in any sort of magica
container or contact is broken.

Every story, even horror needs comic relief from timeto time. Jacob in particular can be effective in this
regard. Jacob might best be played as a“back-seat driver”, telling the PCs to hurry up, to take a different course than
the one they’ ve chosen, or to comment on every decision they make. Jacob is not hostile toward the PCs, but heis
impatient for the mission to be accomplished. If the PCsignore Jacob’ s suggestions, Jacob may fade from view,
sulking, or he may dissolveinto grumpy mumbling, complaining about knowing what he' stalking about but nobody
listens.



Madeline can be played in the same way. Sheis not as assertive as Jacob, but she communicates her
displeasure to the PCsiif she does not like their course of action. Madeline burstsinto tears, however, if the PCs
become angry or hot-tempered toward her. An argument between Jacob and Madeline about a course of action
would also be appropriate, with Madeline dissolving into tears if she feelsthat shelost the discussion. The PCs
should find it necessary to console and comfort Madeline on many occasions.



Chapter 3:

Graben Island

Graben Idand islocated approximately 75 miles off the coast of Lamordia, in the Seaof Sorrows. There
are no landmasses visible from any portion of Graben Island.

TheLand

The climate of Graben Island is cold and harsh. Chilly ocean winds torment all sides of theisland during all
seasons of theyear. Thetemperature never warms above 70 degrees Fahrenheit, even in the height of the summer.
Winter temperatures can easily reach -20 degrees Fahrenheit. Theisland is shrouded in mist nearly every evening,
varying from alight haze to thick fog with low visibility.

Theisland receives frequent, violent storms and is buried beneath many feet of snow in the winter. While
the climate is difficult to live in, the storms nonethel ess provide a steady source of fresh water.

The northwestern coast of Graben Island isarocky bluff bordered by ashort, rocky beach. Thebluff is
void of plant life except for some scrub grass and an occasional tree wedged between the rocks.

The village of Graben and the Graben family estate are contained in abowl-like ravine where the river cuts
through the bluff to reach the ocean. On both sides of theriver, the bluff slopes steeply upward until it reachesthe
300foot height of the rest of the bluff.

The northern end of theisland is covered by rocky, rough terrain. Long, tough grass and some occasional
hardy flowers grow in the hard soil. Theland isused for grazing sheep and goats.

Theland slopes gradually toward the southern end of theisland. The midsection of theisland is covered by
prairie, with long grass, tumbleweeds, and many varieties of shrubs and wildflowers. Itishome to avariety of small
wildlife, including wild chickens, ground squirrels, prairie dogs, pheasants, quail, partridges and other birds and
smal mammals,

The southern end of theisland consists of swamp and marshland. The ground is spongy and soft, virtualy
uninhabitable. Many of the typical swamp-dwelling creatures are absent, due to the cold climate. However, the
swamps are home to otters, beavers, many species of snakes and frogs, owls and several species of birds.

The frequent rainfall on theisland caused the formation of many flash-flood ravines. Alongtheravinesare
dense pine forests, home to bears, wolves, cougars, rabbits, squirrels and many varieties of birds.

Villages

Two small, isolated farming villages, Seeheim and Kirchenheim, lie on the northern end of theisland. They
are nearly self-sufficient, but afew merchantsin each village make occasional trips to Graben village for needed
supplies. These villages are each home to approximately 300 people.

Thelargest settlement on theidland isthe village of Graben. It ishome to approximately 1,000 people.

A fourthvillage lieson asmall island to the west of themainisland. Known as Knammen Idland, itsterrain
matches that of the northern portion of Graben Iland. The small village is home to 150 persons and is known as
Meerdorf.

Inhabitants

Theresidents of al the villages are quiet, slightly suspicious people. They compose atightly knit group,
apprehensive of outsiders and strangers. They know their fellow villagers very well and know the relatives and
family trees of their neighbors aswell astheir own.

The natives of Graben Island are primarily sheep and goat farmers. Cotton, oats, rye, wheat, flax and corn
aregrown in small fieldsin the prairieregions of theisland. Many natives are employed as weavers, millers and
wool spinners. The people of Graben work hard, but they make areasonably comfortable living in their harsh
environment.



A few familiesmaketheir living as fishermen. Therough seas, however, causethisto be a dangerous
profession. Fortunately, sincetheisland isin the middie of the ocean, boats need not venture far to land alarge
catch.

The PCswill have some difficulty communicating with the residents of Graben Island. The natives are
polite but avoid conversation. Residentswill offer directions around their villages, suggest aplace for food or
lodging, or talk briefly about life on theisland. They will not offer much personal information or gossip. No
resident will chat with the PCs for more than five minutes.

Fortunately, the PCs have guidesin the form of Jacob and Madeline. They both lived in the village of
Graben, and they both know the land and the people very well. The adventure assumes that the PCs take advantage
of the spirits’ knowledge of theisland. If the PCsrefuse their services for some reason, the DM will need to invent a
suitable replacement (in the form of an adventurous villager) or make the villagers more talkative.

Villagers Information About the Graben Family

Everyonein the villages knows of the Graben family. They werethefirst settlerson theisland and are
descended from jewel merchants. Most of the older Grabens keep to themselves, but the younger family members
are seenin the village of Graben frequently. Four generations of the family live on the estate.

While the Graben family never visits Seeheim or Kirchenheim, the inhabitants know of the family.
Travelersto the main village have seen them on occasion, and their notoriety permeates the island.

The oldest members of the family are never seen in the village of Graben. The second generation family
members are seen only on rare occasions. The third generation Grabens, whose members arein their mid-20s and
early 30s, are seen frequently in the village along with their children. They seem rather ordinary, usually dressin
dark clothing, and always have a great deal of money to spend.

From time to time, the Grabens make acquai ntancesin the village, but these relationships never seem to last
long. In Madeline's case, for example, one of the Graben women befriended her and offered to assist in the birth of
her child. After Madeline' s death, the village was rather cold to the Graben woman. In another case, one of the
Graben men courted one of the girlsin town, but after her two brothers were mysteriously killed, the relationship
ended. The woman died approximately one year later, leaving the family with no heirs.

In general, no one can think of anything good to say about the Graben family (except that they have
money), but the villagers do not go out of their way to say bad things, either. Most of the Grabens keep to
themselves, and this suitsthe villagersjust fine.

Village of Graben

Thevillage of Graben islocated next to the ocean, with asmall river flowing to the south. Most inhabitants
livein thevillage proper, with afew familiesliving on small farmsto the north. These farms are the source of the
village' s grain supply and a portion of itsfruits and vegetables. Most villagers keep small gardens and a goat or two
near their homes.

Thissmall villageis nearly salf-sufficient, relying on fish, wild game and afew crops for food, wool, cotton
and fursfor clothing. Local timber and stone are used for building materials. The homes and stores are built of
stone or half-timber construction with wooden plank roofs. The walls of al the buildings are quite thick (oneto two
feet) to keep out the winter cold.



Merchantsand Tradesmen

The village includes the following shops and stores. Each is operated as afamily business, with the family
membersliving abovethe shop. All the businesses are located on the main street |eading from the beach through the
village. Each shopkeeper has slightly different information about the Graben family.

Bakery:

This shop offersavariety of breads, rolls and sweets made from local products. Most of these are hearty rye, oat
and wheat products, with cookies and cakes being somewhat rare. The bakery relies on local honey for its
sweetener.

The bakery is operated by awidow, Miriam Brote, and her children. Miriam is a plump woman who is shy

but pleasant. Miriamisafraid of the Graben family and is nervous but polite when they patronize her shop. She
can’'t say why, but she doesn’t trust the family.

Butcher:

Harvid Fleischer isthelocal butcher. For afee or bartered goods, he butchers goats, sheep or chickens. He
maintains asmall smokehouse behind his shop. He also hunts and slaughters wild game for sale to the villagers.

Harvid isnot very intelligent, but heis good with a cleaver. He normally hunts with bow and arrow, but he
sometimes uses traps. He has been out hunting at night in the woods across the river and seen some strange things at
the Graben family estate. Harvid has seen the family wagons coming and going late at night, and unloading large
(human-sized) bundles. Heissmart enough not to question these occurrences, but dumb enough not to realize the
implications.

Cooper:

Thiswas Jacob’ sbusinesswhile hewas aive. Hisbrother Jeremiah hastaken it over since hisdeath. Jeremiah
makes all sizes of kegs and barrels. He makes one specid size of barrel for the Graben family- abarrel five feet tall
and threefeet in diameter. He hasno ideawhat it isused for. The Grabens pay him well and he does not wish to
offend them by asking.

Cotton Spinner:

Operated by the Ackerman family, this business cleans, dyes and spins raw cotton into thread and yarn. Every
member of the family works at some stage of the process.

Margaret and Hiram Ackerman have four children and operate aclean, efficient business. They have been
highly paid by the Graben family on occasion for special orders. These requests have included specia colors

(including purple and deep blue) and also large quantities of heavy yarn consisting of ablend of cotton and flax.
Fish Market:

Pieter Fischer and his sons operate the fish market and fishing boats. The Fischersare large, strong men, muscular

from years of sailing and hauling nets. They fish in the wee hours of the morning, stocking the store for the day.
Pieter has seen the Grabens on the docksin the early morning hours. They always seem to be making

deliveries of some kind to asingle ship. He has seen them delivering merchandise, but never accepting any.

General Store:

This shop sells everything from blankets and fabric to lanterns, household goods and foodstuffs. Lars Stromm and

hisfamily operate the store. They also buy eggs, vegetables and goat’ s milk from villagersfor saleto other villagers.
The store receives monthly shipments of goods that cannot be produced on the island.

Lars does agood business but rarely sees members of the Graben family. When they do shop in his store,
they buy huge quantities of everything and want only the best quality merchandise. Lars cannot figure out where the



Grabens get their money, since none of the holds ajob or trade. He can't believe that afamily can support itself on
acquired wealth for aslong as the Grabens have.

TheBlack Sheep Inn:

Sincetheidland rarely hasvisitors, there isonly one place for travelersto board. The Black Sheep Inn isthe building
nearest the beach. Theinn has six rooms above alarge common room that serveswine, ae and avariety of lunch
and dinner items. The fare includes soups, stews, breads, meat pies and potato dishes. All mealsare cooked on the
premises, and the beverages are brewed and stored in the cellar.

Barnabas Vincent ownstheinn. A member of the Graben family stops at the inn at the end of every month
to purchase large amounts of wine and ale.

Mill:

Situated next to theriver, the mill cleansand grinds all types of graininto meal and flour. Themill is operated by
Hans Mueller and hisfamily, and employs many peoplein the village.
Hans has never met the Graben family.

Weaver .

Marcus Gwynn isthe local weaver, assisted in his business by hisfour daughters. He produces all types of cloth and
also takes special requests.

The Graben family visits Marcusregularly. They often request fine weaves of cloth, but they also request
large quantities of fabric made from the heavy-duty thread made by the Ackermans.

Wool Spinner:

Vance Stellen and hisfamily clean, card, dye and spinwool. They have a standard inventory, but also fill specia
orders. The Grabens always seem to buy dark colors.

The Cemetery

When the PCsvisit the cemetery, regardless of the time of day, the DM should inform them that the sky is
cloudy and overcast. Asthe PCs approach the graveyard, alight mist coversthe ground. Asthe PCsexplore, the
mist thickens, but so slowly asto be barely noticeable.

Thissmall graveyard overlooksthe seaand is surrounded by afive-foot-tall stonewall. Itliesintherough
prairie grass, and theterrain is untouched except for the graves that have been dug. Wooden or stone markers
delineatethe graves.

The PCs can find Madeline's, Charlotte’ s and Jacob’ s tombstonesin the graveyard. If the PCsdig up the
sites, the coffins are empty. If they dig up any other sitein the graveyard, those coffins are also empty.

After several turns of searching, the DM should inform the PCs that the fog has overtaken the cemetery and
that they can see only 20 feet ahead.

/IAsyou make your way among the tombstones, you realize that the fog has been thickening ever since you
arrived. Y ou can see perhaps three headstones on each side of you, but beyond that, the fog obscures everything.
The slosh, slosh, slosh of waves can be heard far below the graveyard' s cliff.

Thefog rollsand curlsabout you in an eerie dance. The sound of the waves seems to whisper to you in the
darkness. A damp chill grips your body asthe moist air closesin. Faraway sounds of bleating sheep, wagon wheels
crunching the road and muffled voices are amplified in the mist. They sound asif they could be right beside you -
but you' d never know it in thisweather.//

Thisisan excellent opportunity for the DM to scare the PCs. The PCs could become separated among the
headstones, having difficulty finding one another. They might also have problems finding the gate that |eads out of
the cemetery, or lose their sense of direction entirely.

When the PCsleave the graveyard to return to the village, they have an encounter with agypsy (see below).

If the PCs ask in town or ask Jacob, they are told that a small team of men takes care of the duties of
burying the dead. Jacob can find these men if the PCswish to talk to them. All of them have the same information.



They have never buried amember of the Graben family; they believe the Grabens have asmall family plot on their
grounds. The men also add that no matter how well they cover agrave site and replace the turf, within afew days
the siteismessy and looks asif animals have been digging at the grass.

If the PCs ask about the Graben family’ s mausoleum, none of the graveyard crew know anything about it.
They ssimply assume that the family hastheir own graveyard or mausoleum, because none of the family isever
interred in the cemetery.

If the PCs ask about the difficulty of burying the dead on theisland, the men al agree that, although the soil
ishard and the grassistough, nothing preventsthe burial of caskets. The southern end istoo swampy and the
northern end istoo rocky, but the prairie region is suitable.

The other villages on the island have small mausoleums built of native stone just outside their borders. New
mausoleums are added as necessary. If the PCs search the mausoleums, they find evidence that bodies were interred
here, but no bodies are found.

Vincenzia Returns
Read the following passage to the PCs after they leave the cemetery.

//As you wade through the fog, the long, tough grass pulls at your feet. Y our boots feel heavy in the damp
weeds, and you are coated by moisture from the densefog. The dampness and cold close in about you.

Asthe mists swirl and part, allowing you to pass, you nearly collide with adark figure standing in front of
you. A tall woman dressed in long skirts, ared blouse and shawl, with along braid of black hair steps out of the mist
before you. She cackles as she sees the surprised looks on your faces.//

If the PCs started this adventure in Ravenloft, they are familiar with Vincenziathe gypsy. Proceed with the
text marked “ Conversation A” and then the text marked “ Conversation C”. If the PCsdid not begin their adventure
in Ravenloft, skip to the text marked “Conversation B” and continue with the text marked “ Conversation C”. The
DM canreveal asmany or asfew details about the gypsiesin Ravenloft as hewishes. Vincenzia can be used to tell
the PCs any information that the DM wishesto divulge. She only answersthe PCs' questions, however, she does not
reveal the nature of the gypsies unless sheis asked specifically.

Conversation A

/Y ou recognize the middle-aged woman as Vincenzia, the gypsy who instructed you to find the Endurance.
She obviously seemsto enjoy startling you. She speaksto you in her cryptic manner.

“You have comefar sincewelast met. Fate never movesin astraight line, does she? You are closer to
your goalsthan when last | saw you, yet you believe you are farther away.” //

Conversation B

/I"Y ou must learn not to be surprised in Ravenloft. If agypsy appearing from out of the mistsis enough to
frighten you, then you have much to learn and along way to travel.

“Forgive me, | have not introduced myself. | am Vincenzia, of the Vistani. My peopleinhabit the whole of
Ravenloft, sometimes aiding lost travel ers like yoursel ves, but always monitoring the lands.

“What brings you to Vincenziayou know not. Such istheway of thingsin Ravenloft. Sometimesthe
gypsies know your minds before you know them yourselves.

“Each of you bears your own burdens and fears, but for some of you, your burdens are lighter by being part
of thisgroup. Y et the group takes you away from resolving your own crises only to solve other problemsand aid
others. What does this mean?

“Y ou draw strength from your companionship. Do not let petty matters weakenyour bonds.

“Even when you think you have strayed off course, remember that Fate knows no straight lines. She will
lead you in the path she chooses, and few thingsin thisworld will change this.”//

Conversation C
/I" Everything looks different from the outside than it does from theinside. Inthisland, nothingisasit

seems. Even when you think you’ ve reached your goal, you must look for athread that carries you farther. Keep
your wits about you.



“The answers you seek will take you farther thanthisisland. The evil you are hunting is greater than you
suspect. It seeksto divide and destroy you. Do not befooled by itstricks.
“For now, Mistress Fate leads you. Trust in yourselves even when it seems you have been led astray.”//

If the PCs question Vincenzia, she listensto the PCS questionsfor no more than five minutes. After this
time, she shushesthem, saying, “Enough! Y ouwill get nowhereif you only sit and ask an old gypsy questions. Be
on your way - go find the passage that Fate has chosen.”

For the DM

By thistime, the PCs should have sufficient cluesto deduce that the Graben family isrobbing graves and
occasionally causing adeath in order to produce abody. No onein the village suspectsthis, since the Graben family
is careful not to reveal its activities.

The PCs should also have deduced that the family is shipping the bodies to Todstein under the pretense that
their family mausoleum islocated there. Captain Garvyn never questioned the Grabens' explanation. He knew
nothing of theisland and had no reason to suspect that the family waslying.

When Garvyn first met the family, he had no ideathat he had stumbled into Ravenloft. With each
successive crime, the realm tightened its hold on Garvyn, until it claimed him after he dumped the third body
overboard. Heregretted his sin and repented, but it wastoo late. The realm claimed him and cursed him to travel
the waters of Ravenloft.

PCs Options

The PCs now have several courses of action to consider. They may chooseto visit the Graben family estate,
but they must fabricate agood reason for doing so. The PCs are turned away unless they invent some pretense
dealing with jewel trading or cargo shipping. In thisevent, the PCs are shown to the sitting room in the Graben
family mansion to discuss business with Colin Graben. Thisisexplained in detail later in this chapter.

The PCs might also wish to secretly observe the family estate. This can be done easily by hiding inthe
woods near the house or through magical means.

Anislander dies 1d4 days after the PCs arrive on theisland. A second roll of 1d4 indicates the number of
daysfollowing the death before the Graben family digs up the grave site and stealsthe body. If the PCsare
observing the family during thistime, they witnessthe entire act. Another roll of 1d4 indicates the number of days
following the theft before the body is delivered to avisiting ship.

The Graben Family Egtate

The estate overlooks the ocean and can be reached by crossing theriv er at either of the two bridges.
Alternatively, it is possible to scale the low cliff along the ocean to the south of theriver. Thecliff isonly 15 feet
high south of theriver, but it rises sharply to aheight of 200 feet behind the main house and aheight of 300 feet at
the edge of the property.

The main houseisthe oldest building on theisland. It isthe largest residence on the property and runs
paralel to the ocean cliff. Itisbuilt of native stone and topped with aslate roof. The eldest members of the family
livein this 36-room structure. The houseis 200 feet long.

The homes to the northeast of the main house are occupied by the younger members of the family. These
buildings house three to four couples and their children. The homes contain 18 to 26 rooms.

Southwest of the main house isarow of three smaller houses. Each contains eight rooms. The house
farthest from the main house is home to afamily that cares for the livestock. Members of thisfamily have lived on
the grounds and pursued this profession for 150 years. Likewise, the middle housein therow ishometo a
family of servants. They have been in the Grabens' servicefor over 100 years. Thisfamily performsall the cooking
and cleaning dutiesfor the estate.

The house nearest the main houseisaguest house. It isamost alwaysempty. It isused occasionally by the
captain and officers of a ship doing businesswith the Grabens. It isalso used by the families of young men and
women who are engaged to marry Grabenfamily members. (The family believesin arranged marriages.)

Along the coast, southwest of the homes, liesavast pasture. Sheep, goats and afew cows are allowed to
roam thisregion. Theareais surrounded by awooden fence except on the side near theocean. The cliff istoo steep
and rocky for animals to wander off.



The remainder of the property iswild prairie, except for afew plots of crops south of the pasture. The
Graben family members often entertain themselves by riding horses or hunting on the prairie.

The family considersitself to own all unclaimed land on theisland. Although theislandersdid not have to
buy their property and merely had to ask the Grabensto grant it to them, the Grabens till hold control over the land.
They would entertain similar grants for anyone asking for land, but they will never grant land within one mile of the
edge of their property. The estateis not fenced or walled, but stone markers are placed every 50 feet along the
border of the property to delineate the edge of the private property.

The Family Members

Ezekiel Graben and his sister Marietta are the oldest members of the family. Both of their spouses have
been deceased for over 20 years. Ezekiel and Marietta each have suitesin the main house.

Ezekiel fathered four sons, Matthias, Danar, Metan and Kugan, and two daughters, Geneel and Mavis.
Mariettagave hirth to two sons, Driddam and Stymar, and three daughters, Araby, Elenaand Rosalee. Their
historiesfollow.

Ezekid’s Descendants

Matthias and his wife are deceased but fathered five sons and three daughters. These children al married.
Coalin, their eldest son, now handles the family’ s business matters. Colin and hissiblingsareall dive.

Danar married, but he and hiswifewerekilled i n ahorseback riding accident. They left two daughters, who
wereraised by Metan. Each daughter married and had three children of her own.

Metan and hiswife never had children of their own. They are both dive.

Kugan never married and isalive.

Geneel’ sfirst husband died and sheremarried. She had seven children and 26 grandchildren. She and her
husband arealive.

Mavis married and had one child before her husband died. She has two grandchildren and is deceased.

Marietta’ s Descendants

Driddamand hiswife are deceased, leaving four children and eight grandchildren. Their son Blaine heads
and directsthe grave-robbing expeditions.

Stymar died in hislate teens.

Araby ran off with aship captain and was never seen again.

Elenamarried and had nine children and 21 grandchildren. Sheisdeceased, but her husband, Nestor, is
aive. Her son Olsain handles all negotiations with the necromancer. Her daughter, Lucretia, befriended Madeline
and was responsible for her death.

Rosalee was engaged t o be married but her fiancee never arrived for the wedding. She never married.

All of Ezekiel and Marietta’ s children live in the main housein private suites. Their grandchildren and
great-grandchildren live in the homes to the northeast of the main house.

None of the characters listed by name here (except Colin, Blaine, Lucretiaand Olsain) make any
appearancesinthevillage. They aretoo old and reclusiveto venture that far.

Thethird generation of the family currently handles all business. All the men direct the household activities
and assist in the grave-robbing and delivery missions. The women take no part in these efforts; instead they tend the
children and see to some of the household duties that are not performed by the servants.

The Greben Family Secret

At some point, the PCswill learn that the Grabens are far from normal humans. The DM should refer to the
description in the Monstrous Compendium-style pages at the end of this module for adetailed description.

The DM should choose an appropriate situation for the PCs to witness the Grabens' “unusual” abilities. It
might occur as the PCs observe the Grabens robbing a grave, or it might occur if the PCs sneak into the mansion,
secretly observing the family. The PCs should observe one or more family members detaching or reattaching their
limbs. A woman may have placed her head on atable to arrange her hair, aman might injure his arm while robbing
the grave and remove t, or the children might get in a scuffle and drop afew limbsin the process. These clues
should be sufficient to tip off the PCs that the Grabens are not what they seem.



Thefamily takes every precaution to ensure that the villagers do not learn that they are undead. They leave
the estate only when necessary, and when they do, they ensure that their disguises are working to their best
advantage. On the estate, they maintain the facade in the event that someone stumbles onto the property.

The servant families who work for the Grabens are also undead. Thiswas necessary to safeguard the secret.
An ordinary family was once employed, but the Grabens “disposed” of them when their secret was discovered.

The Graben’s condition is the result of Meredoth’ s necromancy. When the domain formed, Meredoth
realized that he needed away to maintain the supply of bodiesrequired for hisresearch. Intime, he developed the
necessary magic, poisoned the entire family, then converted their bodiesto their current state. They are faithful
servants and are intelligent enough to maintai n the facade that safeguardstheir secret.

Confronting the Graben Family

If the PCs decide to pay the family avisit, they are admitted to the main house by a servant. The woman
wears asimple black dress, and appears ordinary except for adull look in her eyes. She shows the PCsto asitting
room.

After about ten minutes, the PCs are joined by Colin Graben. He politely entertains any business proposals,
but if the PCs merely make small talk or ask questions about the family or theisland, he asksthem to leave. Colin
dryly explainsthat he is busy and has many business matters that need his attention. He walksto the front door
intent on showing the PCsout. If the PCsresist, he pulls anearby bell rope. The sound summons 20 of the family’s
strongest men, arriving in less than two rounds. They do not attack unless the PCs attack first.

If the PCs have Jacob as a guide, he points out a secret panel in the floor of the sitting room. If the PCsdo
not have Jacob, the DM must invent asuitable method for the PCsto find the panel. If the PCs announce that they
are searching the room, they automaticaly find it.

Under the panel isaledger and asmall sack of 50 gold coins. The ledger contains arecord of shipments
and transactions with various ship captains. Captain Garvyn’s name can be found in the book at least six times. If
the PCs have observed a shipment, they find it recorded in the book. The recordsinclude the name of the ship, the
name of the captain, the name of the victim, the amount paid for shipment and the date. Shipments are recorded at a
minimum of once per month and amaximum of once per week. The destination of the shipmentsisnot listed, but
the PCs can safely assume that it is Todstein.

Invegtigating the Estate

When the PCs are ready to launch afull-scale attack, the DM should prepare asimple floor plan of the
buildings on the estate as described previously. The residences should be typical gothic homeslaid out in long
hallways flanked by roomswith long staircases, large rooms and high ceilings. Each home should include one
enormous kitchen, a central dining room, two or three large sitting rooms and family suites. The suites should
include an appropriate number of bedrooms for the family members, asitting room and asmall dining room. The
floor plans should be relatively simple. The DM may use the floor plan of any familiar mansion or large residence.

The PCswill have the most successif they attack the estate at night. Although the Grabens do not need to
sleep, they retire to their rooms and turn out the lights to keep up appearances. They rest intheir beds moreasa
matter of habit from life than asamatter of necessity.

If the PCs are quick and quiet, they can infiltrate the mansions room by room without raising the alarm.
Thereisacumulative 5% chance per room raided that a family member soundsthe darm. If the PCs are not
cautious or are especialy noisy, the DM should sound the alarm as appropriate.

When the alarm is sounded, the entire family begins arriving at arate of 2d4 members until the entire family
has turned out at the building the PCs are exploring. From thispoint, itisafight to the death for the family. If the
PCs decide to attempt an escape, the family pursue them to the edge of the estate property, allowing the PCsto
escape once they are beyond that border.

After the Battle

When the PCs have defeated the family, the PCs are | eft with several buildings to explore and ransack.
Unfortunately, most of the family’ s possessions are over 150 yearsold. Itemsin the public areas, such as the sitting
rooms and the guest house, have been magically enhanced to appear new and clean. Following the family’s demise,
however, the magic wears off, leaving an array of decaying furniture and textiles. All items made of wood or fabric,

including carpets and tapestries, immediately deteriorate into rotting, crumbling heaps of cloth and splinters. All



clothing sufferslikewise. Half of al items of glass, crystal, porcelain and ceramicaso crumble. Of the remaining
half, about 20% stay in good condition, while the rest yellow, fade and become too brittle to be of value.

Money, gemsand jewelry remainintact. The PCs can find 2,000 to 5,000 gp (DM’ s choice to suit the
campaign) and alarge assortment of jewelry. Asafinal testament to the Grabens' treachery, a small vault holds
numerous rings, brooches and pendants, both in men’s and women’s styles. 1f Jacob iswith the PCs, he can identify
several pieces as belonging to his friends and neighbors who are deceased, including aring of hisown. The Grabens
made a healthy profit from their grave robbing, both in shipping the bodies and in selling the jewelry that is buried
with the dead.

Inadesk in Colin’s chambers, the PCs also find maps of the route to Todstein. Garvyn verifiesthat he was
given such amap on hisfirst voyageto Todstein.

Finally, the PCsfind a decree from Meredoth. It describesthe activities he wishes them to undertake,
including the number of bodies he wishes to receive per month. There are also instructions for the ship captains,
describing the delivery of the bodies. Meredoth’s name appears only on papers meant for Colin. The PCs now know
that they have yet another enemy to fight. Garvyn will ferry them to Todstein when they are ready.

The death of the Graben family means that Meredoth is aware of the PCs and begins making preparations
for them.



Chapter 4:

Todstein

Theisland of Todsteinisarocky knoll located 60 milesto the west of Graben Island. The waters around
theisland for 50 yards are calm and placid, but outside that boundary for one mile, the waters are choppy and
boiling. The necromancer who claimstheisland uses the powers of his domain to safeguard it.

M eredoth was cursed to Ravenloft for the crimes and deeds he perpetrated in hishomeland (DM’ s choice of
homeland to fit the campaign setting). His necromancy was twisted and perverted to suit his own goals, and when
Meredoth could not find bodies for his horrible experiments, he provided his own through murder and grave robbing.

Meredoth is now lord of the domain known ask Nebligtode. The domain includes Todstein, Graben Island,
afew scattered uninhabited islands and the ocean surrounding all these land masses. The powers of the domain
alow “fingers’ of the realm to permeate other worlds, thus capturing unsuspecting travelers. Meredothis
immediately aware of anyone setting foot on hisisland.

Theldand

Despiteasimilar latitude to that of Graben Island, Todstein has aradicaly different climate. The climate of
theisland, for unknown reasons, isarctic. Thetemperature can drop to-60 degrees Fahrenheit in the winter and
reaches amaximum of 40 degrees Fahrenheit in the summer.

During the winter, snow fallsevery few d ays. Blizzards assault theisland every two to three weeks. For
this reason, the animals dig deep burrows and warrens, and they survive quite well despite the harsh climate.

Theisland is an igneous extrusion of an ancient, extinct volcano. Thisgivesitahard, stablebase. A 20-
foot layer of permafrost lies over the igneous base. Despite the extreme climate, theisland is covered by pine forest
and avariety of hardy evergreen shrubs growing and thriving right in the permafrost. Snowshoe hare, wolves,
ptarmigan and afew other varieties of arctic creaturesinhabit theisand.

A wide beach rises gradually to meet the pine forest, which risesin asteep hill. The beach is sandy within
20 feet of the water, giving way to frozen sand, then permafrost,and finally the thick pines.

Therest of theisland looms 150 feet over the water inicy, treacherous cliffs. Except for the beaches, the
rest of the island stands at a 150-foot elevation.

The two mausoleums stand on the northern end of theisland. They can be reached by following a snowy,
narrow trail from either the western or eastern side of theisland.

Except for the mausoleums and trails, the island appearsto be untouched by civilization. Animal tracksare
abundant, forming trails through the thick woods.

Human tracks are discernible along thetrails. They appear to be severa daysold. Thetrackslead only to
the mausoleums and do not lead anywhere else on the island.

MysteriousVisions

Asthe PCs near the mausoleums, they find asmall purple pouch, its contents partly spilled, lying in the
snow. The pouch contains a number of tiny stick figures, each about two inches high. The number of figures
matches the number of PCs, and each figure resembles a PC (the DM should fill in the details.for example, afigure
might have long, red string for hair and be wrapped in green fabric to match ared-haired female wearing agreen
cloak).

) Presumably, each PC takes his or her figure. If the PCsdo not take their figures, allow Intelligence checks
or explain the effects that follow to thefirst character who touches hisfigure.

When a PC takes hisfigure, he hasabrief vision. Each vision should be described to the individual player
secretly, although al visionsare similar. The DM should describe a situation in which some or all of the rest of the
party conspires against the PC. It may seem to be aconspiracy or a subtle effort to make the PC take the biggest
risks. In either case, the player should beleft with no doubt as to the meaning of the message. Refer to the vision
stone spell inthe“New Magic” section at the end of this module for a description of these effects. Meredoth
prepared these figures and messagesin the hope of splitting the party or weakening their group spirit.



TheMausoleums

These structures are shaped like rectangular boxes with flat roofs. The roofs are covered by six feet of
snow. The mausoleums appear to be made of white stone blocks, but on close examination, the PCs discover that the
blocks are not stone. Any dwarvesin the party can detect thisfact simply by examining the blocks. Other PCs must
roll successful Intelligence checksto discover that the blocks are actually made of hard, packed snow. Thesnow is
more solid, however, than blocks made by normal means. The mausoleums were constructed by means of a snow to
stone spell (described in detail at the end of this module).

Asthe PCs examine the mausoleums, the DM should read the following.

/IAsyou investigate the buildings buried in the snow, a strange sound arisesin thewind. Itisalong, slow
whine, rising and falling in pitch, but always maintaining itsintensity. The sound could beright behind you or it
could be milesaway. It sounds vaguely likethe cry of ananimal, but it is strangely unnatural. A shiver overcomes
you as the sound dies away.//

On either side of the doors leading into the mausoleums stand two giant statues scul pted out of the snow.
They resemble giant men and wear armor, hel mets and gauntlets.

The creatures are snow golemsrefer to the Monstrous Compendiumentry at the end of thismodule). The
four golems are trained to attack when they hear Meredoth’ s signal (the whine).

Snow Golems (4):
AC6; MV 9; HD 12; hp 74, 66, 62, 57; # AT 1, Dmg 2d12; SA cone of cold; SD immuneto cold- and water-based
attacks; AL N; THACO 9; XP 2,000 each

Double doors lead into the mausoleums. The doors are fitted with locks, but they are not functional .
Garvyn knows the secret to opening the doors; athough he cannot leave the ship, he can instruct the PCsin the
operation of the doors.

Trick Locks

To open the doors, a character must press both hands onto the stone block just above the lock in theright
door. The heat from the character’ s hands melts athin layer of frost concealing ametal panel. Oneround after the
frost melts, it reforms. Thisisthe result of afrost shroud spell (seethe end of thismodule).

The metal panel bearsthree rows of ten characters etched into its surface. Each row isidentical and each
character issurrounded by acircle. The characters, from left to right, are askull, a quarter moon, asunburst, a
snowflake, askeletal hand, an eye, afeather, apinetree, flames and afish with fangs.

Each circle containing an iconis actually abutton in acomplex lock. Two buttons in each row must be
pressed simultaneously in order to open thelock. The second row must be operated first, pressing the quarter moon
and eye simultaneously; next, the first row must be operated, pressing the skeletal hand and the flames; and finaly,
the third row must be operated, pressing the skull and the feather.

If acharacter presses a single button, nothing happens. |f any two incorrect buttons are pressed
simultaneoudly, atiny needle springs forth and pricks the finger of the operator. The needle does not penetrate
leather gloves. Itistipped with arare poison that causes chillsinitsvictims. A normal saving throw isallowed to
avoid the effects of the poison. Anyone subject to the poison suffers a-2 penalty to Dexterity and Constitution for
2d12 hours. The victim suffers shivering and chills, and his skin is cold to the touch. No amount of clothing or
exposure to a heat source (such asaroaring fire) counteractsthe cold. Drinking a hot beverage counteractsthe
effectsfor two turns. Heat metal cast on acharacter wearing metal armor alleviates the effects of the poison for the
duration of the spell. When the spell effects end, the character escapes the effects of the poison for two turns, after
which the effects resume.

Indde the Mausoleums

When the lock has been operated properly, the doors swing inward. Inside, the mausoleum is cold and dark.
If the PCs choose to camp inside the mausoleum, they find that the temperature inside aways matchesthe



temperature outside, but the building provides protection from thewind. If acampfireisbuilt inside the mausoleum,
thefire’ swarmth isfelt only within three feet of the flames. Themagical blocks made from the snow to stone spell
prevent the buil ding from rising in temperature.

Both mausoleums areidentical and bear identical locks.

Inside the doors, aten-foot -wide corridor runs the length of the building. Acrossfrom the door isasolid
wall covered by three rows of ten snow to stone slabs. Each slabisfour feet tall and fivefeet wide. The dabsfit
neatly into openings the same size asthe slabs.

If the PCs search the room thoroughly, they find apanel like the one locking the mausoleum. Itisalso
concealed by afrost shroud spell. The panel bears symbolsidentical to those on the exterior lock. Pressing any
single button opens the corresponding burial chamber (e.g., pressing the third button in the first row will open the
third chamber in the first row).

These are obviously the chambersin which bodies areto beinterred. All chambersare empty, but they
show signs of use. Scrapes along the floors of the chambersindicate that coffins were once dlid into place, but there
is no trace of the former occupants.

In the western mausoleum, the panel serves a second function. If the three skull symbolson the metal panel
are pressed simultaneously, thefirst slab in each of the three rows of chambers swingsinward, revealing a secret
passageway. If any three wrong buttons are pressed sinmultaneously, a needle pops out as described above.

Into the Tomb
1. Stairway:

/IThe secret door behind the three left burial chambers opens onto a passage six feet wide and ten feet long.
A stairway made of snow to stonesteps |eads down into darkness.//

Meredoth has devised many clever trapsto greet any who might attempt to infiltrate hishome. Thefirstis
this staircase leading down 40 feet. When intruders attempt to descend the stairs, M eredoth castsstone to snow on
the stairs, followed by a snow to stonespell two roundslater. Meredoth then retreats to his chamberswhile the
intruders struggle with their situation.

Each PC must roll a successful saving throw vs. spell to avoid being knocked unconscious by the miniature
avalanche. Half damegeis caused in thefall, since the PCsland in soft snow (3d3 points of damage since the PCs
fall 30 feet). The DM rolls 1d10 for each character to determine how deep in the snow each character is buried.
Important: the die roll indicates the number of feet of snow between the character and the surface of the snow.
Characters can free themselves by breaking through to the surface if they are within two feet of the surface of the
snow beforeit turnsto stone. Those who can fly or levitate can escape the snow altogether once they break the
surface.

PCs buried deeper than two feet can punch asmall pocket into the snow, enabling them to breathe for three
rounds after the snow turnsto stone. When the air runs out, the character can hold his breath for a number of rounds
equal to 1/3 of his Constitution score; thereafter, he rolls a Constitution check each round, with a cumulative -2
modifier. Failure meansthe character suffocates. Any characterswho do not need to breathe do not suffer this fate
and simply must wait until someone digs them out.

2. Storage: When the PCs free themsel ves from the avalanche, the DM should read the following.

/IA small hill of snow turned to stone covers the floor where the stairs once stood. Thereisagap of 30 feet
between the top of the snow hill and the door leading to the mausoleum.

You find yourselvesin alarge, open room lined with coffins of every description. Some are plain, wooden
boxes, while others are ornate, gold- and silver-painted works of art. The coffins are stacked in no particular order
around the perimeter of the room. Those nearest the bottom of the stairs seem to have arrived most recently; those at
the back of the room are covered in dust and cobwebs.

A single door stands across from the foot of the stairs.//

If the PCs search the coffins, they find one skeleton (non-animated) and one body in the coffins near the
door. Thereisnothing else of interest in the room.



3. Skeleton Storage: Forty skeletons occupy thisroom. They attack anyone but Meredoth.

Skeletons (40):
AC7; MV 12; HD 1; hp 6 each; # AT 1, Dmg 1d6 (rusty short sword); SD immune tofear, deep, hold, charm, and
cold-based spells; suffer only half damage from piercing weapons; AL N; THACO 19; XP 65 each

4. Bones:.

/IAs you open the door to this room, amusty odor arisesin the chilly air. Before you, hung on giant hooks
onthewalls, dangle six skeletons. Crates and barrelsline the room, filled with an assortment of human and animal
bones and skulls, sorted by type.//

The skeletons are ordinary and will not attack. Nothing of valueisin the room.
5. Pets:

/[The door to thislong room swings open with aloud creak. The room isdark and musty -smelling, and you
can hear scuffling and scraping sounds in the blackn ess.

Asyour light penetrates the dark, you see writhing, clawing forms scurrying about. In the next instant,
bony, skeletal creatures charge at you.//

This chamber isfilled with every sort of skeletal creatureimaginable. Only afew are nativeto theisland,
implying that Meredoth imported therest. The skeletal creatures rush at the PCs, surrounding them and attacking. If
the PCs search the room after the battle isfinished, they find nothing of value.

Skeletons (100):
AC8; MV 6; HD 1; hp see below; # AT 1; Dmg see below; SD Specia; MR Specia; AL N; THACO 20; XP 35 (S)
or 65 (M-L) each

A total of 15 squirrels, rabbits, ferrets, chipmunks, cats, opossums and birds (unableto fly in skeleta form)
have 3 hp each and inflict 1d2 points of damage.

A total of 30 monkeys, small dogs, sheep, pigs, goats and large birds (unable to fly) have 5 hp each and
inflict 1d3 points of damage.

A total of 40 panthers, cheetahs, wolves, coyotes, large dogs, mules, boars, badgers and kangaroos have 8
hp each and inflict 1d4 points of damage.

A total of 15 bears, moose, horses, lions and one elephant have 10 hp and inflict 1d6 points of damage.

6. | ce Palace:

/IThewhite stone door to thisroom isunnaturally cold. Thick frost hangs on the surface like a shroud.

A loud groaning noise arises as the door is pushed open. The hinges creak and whine from the extreme
cold. Y our breath hangs heavy in the still air.

Beforeyou, adim light reflects and glints eerily off many surfaces. The source of the strangel ight is not
visible. A labyrinth of stone and ice pillarslies ahead of you, as sharp, icy stalactites and stalagmitesform a
dangerous but beautiful maze.//

Thisroom is another of Meredoth’straps. The ice palace can be disturbed by the slightest vibration,
sending ice and stone crashing down on the PCs. Since Meredoth always wears moccasins and knows the secret of
the room, he can pass through it easily. However, PCswearing hard boots who attempt to navigate the chamber will
cause enough vibration to bring the ceiling crashing down.

As soon as a PC wearing hard-soled boots walks 15 feet into the room, the chamber begins to quiver and
rumble. At thispoint, nothing can stop the collapse of the ceiling. 1ce and stone stal actites shower down on any PCs
inside the room, causing 4d10 points of damage (no saving throw). PCswearing metal armor suffer only half
damage.

If the PCs attempt to disarm the room (by casting afireball spell, for example), the sudden changein
temperature causes acavein of rock and ice that inflicts the damage listed above on any PCsin theroom. The PCs



aso find themselves knee-deep in icy water that quickly beginsto refreeze. A layer of ice half aninch think forms
on top of the water after five rounds, and it continues to solidify thereafter.
A secret door at the opposite end of the room leadsto area 7.

7. 1ce Slide: On the other end of this door, the floor slants away sharply in acurving tunnel of sheer ice. A character
who pushes the door open finds himself unavoidably slipping on the ice and plummeting down thetunndl. If theice
paaceisfull of water dueto the characters' prior actions, the water rushes down the tunnel, speeding the character’s
descent.

The DM should determine, based on the positions and actions of the PCs, if other characters slip down the
tunnel. Thosewho slip arein for awild, slippery ride down the curving tunnel. Thereisno chancethat acharacter
can stop himself in the tunnel. Even if thiswere possible, acharacter on the slide behind him would quickly knock
him down again.

Characters slipping down the tunnel enjoy aride descending 100 feet. They soon find themselves dliding
into alarge, open room. They land anywhere within the dotted circlein room 9. The DM should determineif
characters colliding with one another injure themselves on exposed weapons and the like.

8. Hallway: The door to thishall iswizard locked. This passageisbare and empty, and theicy floor slopes
downward for the full length of the hall. All characters must roll Dexterity checks asthey enter the hallway. If any
charactersfail their checks, the DM secretly rolls 1d12 for each character and multipliesthe result times 10. The
result isthe distance (in feet) along the corridor that the PC loses hisfooting and slides the rest of the way down the
passage (possibly colliding with characters ahead of him).

9. Battlefield: Thisroom isempty. Sounds echo eerily off the bare walls and 150-foot -high ceiling. Evidence of
prior battles is apparent; nicks and chunks pit the walls and scorch marks decorate the stone in deadly patterns. A
strange, ornate stone bal cony juts out of the wall 100 feet off the floor.

M eredoth uses thisroom to engage intruders and also to practice his new spells. When attacking intruders,
he stands on the balcony, casting spells down at hisvictims. Thewall surrounding the balcony, partially protecting
Meredoth.

Two secret doors stand in the wall behind the balcony. There are no other doors out of thisroom. PCscan
atempt to exit through hallway 8, rolling Dexterity checks every 30 feet to avoid dliding back down the hallway.

PCs cannot exit up tunnel 7 unlessthey are able to fly or otherwise navigate the passage without touching the floor or
walls.

Assoon asthe PCs enter this room, Meredoth begins tossing spells down at them. He has one round to cast
spells before the PCs are ableto act. This battle continues until the PCsretreat or Meredoth is reduced to 10 or fewer
hit points. If Meredoth retreats, he exitsto his personal chambersto consume potions of extra healing.

10. Corridor: This passageisempty. It servesonly to provide accessto Meredoth’s lab and personal chambers. In
adesperate situation, Meredoth will hidein one of the alcoves leading to hisrooms and cast spells down the hallway
at attackers, jumping into one of the roomsif heisthreatened.

One end of the corridor isadead end. Thisallows Meredoth timeto position himself in an alcove while
intruders decide which passage to follow. Meredoth’s moccasins prevent him from being heard as he sprints down
the hallway.

11. Laboratory:

/IA creaking door gives way to avast, dark room. Y our nose stings and your eyes water as putrid stenches
surround you. The odors of rotting flesh, ammonia, stagnant swamp water and mildew are detectable among many
smells. A ghastly array of equipment, tools and bubbling experimentslie before you.

Row after row of shelvesfill the narrow end of the L-shaped room. Bottles, jars, baskets and canisters filled
with chemicals and herbsfill the shelves. Many jars contain human and animal organs, methodically sorted and
neatly labeled in Meredoth’s personal code. Many morejars, labeled with avariety of symbols, seem to only hold
blood.

The wide end of the room holds many experimentation tables, some topped with marble and others topped
with granite. Some of the tables contain evidence of Meredoth’sdissections. Anincredible array of knives and
scalpels, varieties of which you have never seen before, fillsarack at least 15 feet long.//



Before the PCs even enter the room, they must roll Constitution checks. Failureindicates that a PC can do
nothing for two rounds due to extreme nausea.

The PCs can examinethe lab if the desire. The DM should describe horror after horror, all Meredoth’s
experiments.

Meredoth is possessive of hislab and does not wish it to be disturbed by the PCs. His solutionisenter his
lab (assuming that the PCswill follow him), enter his chambers through the secret tunnd to room 12, and consume
several potions of extra healing. He then exitsroom 12 into the hallway, making noise as he passesthelab, in an
attempt to lurethe PCs out of thelab. At the end of the hallway, he hides around a corner and casts spells at the PCs
asthey pursue.

Meredoth then opens adoor onto the catwalk, hoping the PCs will believe that he has gone onto the
balcony. When the PCs appear on the bal cony, a magic mouth spell at the entrance to corridor 8 activates, sounding
like laughter, retreating up theicy hallway. If the PCshead for corridor 8, Meredoth waits for them to reach room 9
and begins throwing spells at them all over again. This scenario continues until either Meredoth is dead or the PCs
giveup or arekilled.

12. Meredoth’'sRoom: This chamber isfilled with Meredoth’ s personal belongings (including everything listed in
the character description at the end of thismodule). A rumpled bed, clothing, dishes of partly eaten food, books and
mounted trophies from past battlesfill cluttered shelves. Many articles are dusty and grimy, but some are clean
(thanksto avariety of cantrips).

Among the books, PCs can find records of shipments received from Graben Island. If the DM isin need of
ahook for future adventures, the records might also include references to other islands or | ocations where more grave
robbers are working to provide Meredoth with bodies.

Wrapping Up

In Ravenloft, the death of the lord of asmall domain usually means the disappearance of the domain. The
domain dissolvesinto mist, leaving the PCsin another portion of Ravenloft or in the land in which they began the
adventure.

The DM could cause Nebligtode to dissolve into mist the instant Meredoth iskilled, or the DM might allow
the PCsto ransack his home and board the Endurance, with mist moving in after they set sail. If the DM has plans
that would be assisted by the PCs owning a ship, he might allow Garvyn to disappear along with Meredoth, leaving a
seaworthy vessel to the PCs.

Ultimately, the DM mu st decide whether to allow the PCs to depart Ravenloft and return to their homeland,
or to continue to wander in the fog. Oncein the mists, anything can happen!



Appendix
Meredoth

20th-level Necromancer

AC-2; MV 12; hp 50; Str 10, Dex 17, Con 15, Int 19, Wis 16, Cha5; # AT 1, Dmg by spdll or weapon (staff,

dagger, darts); AL CE; THACO 14

Equipment: cloak of protection +3, bracers of defense AC 4, x potions of extra healing, potion of fire resistance,
potion of speed, ring of shooting stars rod of smiting (11 charges), staff of the serpent (python), wand of flame
extinguishing (16 charges), bag of holding, folding boat, snowshoes of varied tracks (identical toboots of varied
tracks but enable wearer to stay on top of soft snow; bear, goat, rabbit and wolf prints), broom of flying, decanter of
endless water, hat of stupidity.

Spells*: 51st, 52nd, 53rd, 5 4th, 5 5th, 4 6th, 3 7th, 3 8th, 2 9th

* Asanecromancer, Meredoth can memorize one additional spell per level, aslong as one necromancy spall is
memorized per level.

Background

Meredoth has resided in Ravenloft for nearly a century. Although he ages slightly, the powers of Ravenloft
have kept him alive long beyond his natural life span.

Thiswizened old mage stand just over six feet tall. He has piercing, cold blue eyes, and flowing frosty -
white hair, beard and mustache. Hisskinis pale and milky in color and bears deep crevices and wrinkles. Hislong
fingers end in twisted, clawlike nails, and his hands have a purplish tint, like that of a corpse. Hisskin isaways
cold to the touch, and his hands areicy cold.

Meredoth typically wears black or purple woolen robes and purple moccasins. The cold climate on his
island does not seem to bother him. The temperature in his underground home never rises above 45 degrees
Fahrenheit. Hiswardrobeis of little importance to him, as he does not need to dress to keep warm.

The powers of Ravenloft carved this underground home out of the permafrost and underlying rock. It
resembles Meredoth' s dwelling on his home world, but he has made some modifications using the snow to stone
spell. He developed this spell specifically for this use.

Meredoth views life as an enormous experiment. He viewsliving creatures as so many experiments waiting
to happen. He has no regard for the value of life, considering humans to be nothing more than a crop waiting to be
harvested (much as humans harvest berriesin the wild). He careslittle for the origin of the bodies he usesin
experiments.

Combat

If Meredoth’ shomeisinfiltrated, he considersit to be an “ extermination” problem -- mere vermin requiring
slaughter and eventual experimentation. Meredoth has set several trapsin hishome for this purpose. Hetypically
arrives at atrap to ensure that itis sprung, then exitsto another part of hishome. Occasionally, he observesthe
struggles of hisvictim from asafe distance. If any creatures survive the trap, he simply springs another.

Meredoth has little desire to enter melee, but he will do so if threatened. Only if al histraps have been
sprung, his creatures have been killed, and heis backed into a corner will he enter combat.

This necromancer isruthlessin combat. He never enters battle without first placing protective spellson
himsdf (unless the urgency of the situation prohibits such precautions). He then maintains a safe distance aslong as
possible, casting spells at their maximum ranges.

Following isalist of Meredoth’s spell books. These books were filled before Meredoth arrived in
Ravenloft, so they are subject to all the rules governing spellsin thisrealm. The DM should consult Chapter X,
Spellsin Ravenloft, in the RAVENLOFT™ boxed set for the changesin these spells.

Spell Book 1: cantrip, chill touch, dancing lights, detect undead, erase, gaze reflection, identify, light, magic missile,
read magic; continual light, darkness 15’ radius, fog cloud, knock, levitate, magic mouth, pyrotechnics, spectral



hand, wizard lock; dispel magic, explosive runes, feign death, fly, gust of wind, haste, hold undead, lightning bolt,
protection fromevil 10’ radius, vampiric touch

Spdll Book 2: burning hands, enlarge, feather fall, find familiar, protection from good, shield, shocking grasp, spider
climb, unseen servant, wall of fog; detect good, detect invisibility, ESP, flaming sphere, stinking cloud, summon
swarm, web; clairvoyance, Leomund’ stiny hut, Melf’s minute meteors

Spell Book 3: monster summoning |, secret page, sepia snake sigil, wind wall; dimension door, fire trap, massmor ph,
minor globe of invulnerability, polymorph other, polymorph self, remove curse; conjure elemental, contact other
plane, dismissal, fabricate, passwall, stone shape, teleport

Spell Book 4: contagion, enervation, Evard’ s black tentacles, ice storm, monster summoning 11, wall of ice; animate
dead, Bigby' sinterposing hand, cloudkill, cone of cold, magic jar, sending, summon shadow, wall of force

Spell Book 5: anti -magic shell, death fog, disintigrate, globe of invulnerability, invisible stalker, Otiluke' sfreezing
sphere, repulsion, stoneto flesh; control undead, delayed blast fireball, finger of death, limited wish, monster
summoning V, reverse gravity; clone

Spell Book 6: chain lightning, contingency, death spell, enchant an item, reincarnation; banishment, phase door,
power word: stun, spell turning, teleport without error, vanish; Bigby's clenched fist, incendiary cloud, screen

Spell Book 7: glassteel, permanency, polymor ph any object, power word: blind, Serten’s spell immunity, trap the
soul; energy drain, gate, imprisonment, meteor swarm, power word: kill, prismatic sphere, wish
Meredoth’ s Powers of the Domain

Likeall lords of Ravenloft, Meredoth has powers over hislands. First, he has control over the seas that
surround hisislands. Ordinarily,he keepsthe watersin a50-foot radius around hisisland calm and peaceful.
Beyond that border for one mile, the seais boiling and turbulent. Thisis primarily to keep out intruders.

Second, Meredoth isinstantly aware of anyone setting foot on the island of Todstein.

Third, Meredoth isimmuneto all attacks and effects of undead creatures of five or fewer Hit Dice.

M eredoth can also close the borders of his domain by generating such turbulence in the waters that they
become impassable. Fifty-foot -high waves and mile-wide whirlpools ensure that those within do not escape with
their lives.



New Spells

Frost Shroud (Alteration)

1st-Leve Wizard Spell

Range: Touch

Components. V, S, M

Duration: Specid

Cadting Time: 1

Areaof Effect: 10 square per level

This spell enables awizard to cover asurface of the designated size with athick coating of frost. Any type
of surface may be affected, but the spell is used to best advantage if the frost blends in with surrounding ice or snow,
thus obscuring the covered surface.

The surface to be affected must be cold enough to enable water to freeze. The spell remainsin effect until
temperatures warm sufficiently to melt surrounding ice or snow. In an arctic climate, the spell could last
permanently. Warming the affected surface melts the frost temporarily, but if temperatures are cold enough, the frost
forms again after oneround.

Similar spells have been known to exist, creating shrouds of moss, mold, grass, etc.

The material component for the spell isa pinch of powdered glass mixed with several drops of water.

Vision Stone (Divination)

4th-Level Wizard Spell

Range: Special

Components. V, S, M

Duration: Specia

Cadting Time: 4 segments

Areaof Effect: One gem or item per level
Saving Throw: None

This spell enablesthe caster to enclose atelepathic message in agem or other object. The caster isableto
set the conditions under which the message will berevealed. These conditions can be as generic or as specific asthe
caster desires, following the criteriafor the magic mouth spell. When adesignated creature holds the object in his
hand, the object glows and pulses and the message is delivered mentally to the creature. The message remainsin the
object until the conditionsfor delivery are met.

The spell enables the caster to place a 50 -word message or a one-minute vision into the designated object.
When the conditions of the delivery are met, the message is delivered mentally to the recipient -- no one else can
hear the message.

The caster can create one vision stone per level of spell ability, aslong asall objects are imbued with the
same message and the same criteriafor the delivery of themessage. Thus, if a10th-level caster desiresto create ten
objects with the same message, only one spell isrequired. If a10th-level mage desiresto imbue ten objects with ten
different messages, ten spells are required. The object on which thevision stone spell is placed disintigrates after the
messageisdelivered.

Wizards below 15th level of ability can enchant only gems and objects worth 100 gp or more. Wizards of
15th level and above can enchant gemstones of any value and fabricated items of any value. Thus, a 15th-level mage
could not enchant a broken tree branch, but he could a small wreath woven out of tree branches.

The vision stone may not be used to deliver magical spells or command words. The material components
are theitem to be enchanted, and an eyelash and atooth from any creature.



Transmute Snow to Stone (Alteration)

5th-Level Wizard Spdll

Range: 10 yards per level

Components: V, S, M

Duration; Special

Casting Time: 5 segments

Areaof Effect: One 20-foot cube per level
Saving Throw: None

This spell functionslike transmute rock to mud. Any naturally occurring snow can be transformed into
relatively solid rock resembling white porous marble. The rock can be chipped with ahammer or chisel, but
fragments revert to snow immediately. Stone created with this spell can be cut or quarried like normal stone for
purposes of construction. Buildings and other items created of snow can be transformed to stone, retaining their
shape.

Thereverse of the spell transforms stone to snow. If the stoneisformed into a statue or building of sound
construction, thereis a50% chance that it retainsits shape. Otherwise, it collapsesinto piles of clean snow.
Stairways and bridges transformed to snow collapse immediately.

Creatures standing on the stone when it reverts to snow sink initially to a depth of 1d6 feet. They do not
sink farther on subsequent rounds.

Stone created through this spell can be changed back into snow through a dispel magic or transmute stone
to snow spell. The stone suffersthe effects of heat asif it were actual marble.

The material components are a chip of white marble, a pinch of salt and ateardrop.



New Creatures

L ebendtod

CLIMATE/TERRAIN: Any

FREQUENCY: Vey rare
ORGANIZATION: Any

ACTIVITY CYCLE: Any (usually day)

DIET: Carnivore
INTELLIGENCE Very (11-12) to Highly (13-14)
TREASURE: Z (per 10individuals)
ALIGNMENT: Chaotic evil

NO. APPEARING: 1-250

ARMORCLASS: 8

MOVEMENT: 12

HIT DICE: 1 per 10 years of age
THACQO: 15

NO. OFATTACKS: 3orl
DAMAGE/ATTACK: 1d6/1d6/1d8 or by weapon
SPECIAL ATTACKS None

SPECIAL DEFENSES Immune to sleep, hold, charm
MAGIC RESISTANCE: Nil

SZE: M (4-7 tal)

MORALE: Elite (13-14)

XPVALUE: Special

The lebendtod are agreatly feared form of undead, once believed to exist only in rare and isolated instances.
Reports of them have increased suddenly, however, and many experts now fear that the lebendtod are more common
and wide-spread than previously believed. The ability of the lebendtod to mask their true nature has apparently kept
their existence secret for decades, perhaps centuries.

Lebendtod exist asthey did in life. They maintain family units, occupations and skilled trades. They
continuetheir lifestyles asthey did before, except that they are at the beck and call of the necromancer who created
them (or their “ancestor”). If the necromancer iskilled and becomes aform of undead, they continueto serve him.

If the necromancer dies normally, they switch their loyalty to thefirst powerful mage who declares himsdlf their
leader.

Entire villages of |ebendtod have been reported, since the |ebendtod can continueto exist for yearsand
decades. Lebendtod havethe ability to hide their undead nature. Twice per day, they can will themselvesto
resemble their former selves before their death. This change lasts until the lebendtod choosesto cancel it or until the
lebendtod is struck by amagical weapon or spell. When this occurs, the lebendtod is transformed to his or her
undead appearance (similar to that of a ghast), to the shock and horror of all who witness the change.

Thefirst Iebendtod were created by a powerful necromancer. Thrilled with his new servants, he gave his
creations the ability to turn their victimsinto lebendtod in order to propagate the “species’. Any lebendtod can
create another |ebendtod by killing avictim and breathing into its mouth as the victim breathesitslast breath. The
victim must then by isolated and left undisturbed for 72 hours. If these conditions are met, the victim awakensasa
lebendtod. If the body isdisturbed before 72 hours have elapsed, the victim awakensasaghast. If thevictim
breathesits last breath before the |ebendtod can breathe into the victim, the victim dies normally. Only awish spell
can restore alebendtod to normal life.

Combat: L ebendtod can attack with claw/claw/bite or with aweapon they wielded in life. Damage isnormal for the
type of weapon used, butthe lebendtod receive no Strength bonuses.

Lebendtod also have the ability to detach and reattach their [imbs and head at will. They sometimes do this
to frighten their enemies, sometimesto use the severed part as aweapon, and sometimes to remove a severely
damaged limb. Rumorsexist of evil wizards disassembling lebendtod, packing them in crates and shipping theminto
acity or castle, where the lebendtod reassemble themselves and attack the inhabitants.

Lebendtod are immune to deep, hold, and charm spells. Cold-based attacks slow |ebendtod for 2d4 rounds.
L ebendtod suffer half damage from normal weapons and full damage from magical weapons.



Habitat/Society: L ebendtod maintain the lifestylesthey followed in life. They age extremely slowly, appeaing to
age only one year per decade. A lebendtod gains 1 Hit Die per 10 years of actual age. Thus, a person who dies at
age 30 then lives 50 years as alebendtod will appear to be 35 yearsold. Lebendtod do not gain Hit Dice beyond 100
ears of age.
Y aLgebendtod retain the skillsand abilitiesthey had in life, but with reduced effectiveness. A person who
becomes alebendtod subtracts 2 points from all ability scoresand hislevel of ability iscut in half. Thus, a10th-
level fighter whose ahility scoresare all 15 becomes a5th-level fighter whose ability scoresare all 13, when heis
transformed into alebendtod. The character’ s experience points are reduced to the halfway point between his new
level and the next level (e.g., 24,000 XP for the fighter discussed above). The character can continue to advancein
levels but needs double the normal number of experience pointsto do so.

Ecology: Lebendtod can be created by highdevel wizards or by the |ebendtod themselves. They do not reproducein

the manner of living demihumans.
Note: Dueto the potential variety of Hit Dice and abilities of the lebendtod, the DM must determine
experience pointsindividually using Tables 31 and 32 in the DMG.



Snow Golem

CLIMATE/TERRAIN: Arctic
FREQUENCY: Very rare
ORGANIZATION: Salitary
ACTIVITY CYCLE Any

DIET: Nil
INTELLIGENCE: Sami (2-4)
TREASURE: Nil
ALIGNMENT: Neutral

NO. APPEARING: 1

ARMOR CLASS: 6
MOVEMENT: 9

HIT DICE: 12

THACQO: 9

NO. OF ATTACKS: 1
DAMAGE/ATTACK: 2-24
SPECIAL ATTACKS: Cone of cold
SPECIAL DEFENSES: Immune to cold- and water-based attacks
MAGIC RESISTANCE: Nil

SZE: L (12 tdl)
MORALE: Fearless (19-20)
XPVALUE: 6,000

A snow golem isawesk version of agreater golem. It iscreated in the same manner as any other golem
(seebelow). It can be sculpted in any appearance of the creator’ s choosing, and usually is portrayed wearing armor
and ahelmet. It never carries aweapon and does not have the power of speech. Although it isthe same size as other
golems, it is considerably lighter becauseit is created from snow.

Combat: Snow golems conform to the strategies of other golems listed in the Monstrous Compendium, with the
addendathat follow. Snow golems have a Strength of 19 for purposes of lifting, throwing or smashing items. Snow
golems areimmuneto al water-based and cold-based attacks. They regain 1 hit point for every die of damagethat a
water- or cold-based attack would have caused.

If asnow golem istouching any creature when it is struck by an electrical attack, the current flows through
the golem and into the captive creature. The golem suffers nodamage from the attack; his captive suffersfull
damage. If the golemisnot in contact with another creature when struck by an electrical attack, it suffers damage
normally.

Snow golems can be struck only by magical weapons. They suffer the effects of fire attacks asif they were
12-HD human fighters (including saving throws).

The snow golem is able to breathe a cone of cold once every five rounds asiif it were a 10th-level mage.

Transmute stone to snow slows the snow golem for 2d6 rounds.

Habitat/So ciety: Snow golems are automatons capabl e of following afew simple commands. They cannot think on
their own and are under the complete control of their master. They have no society and do not breathe, eat or sleep.

Ecology: Only awizard of at least 15th level can create a snow golem. The body may be sculpted of snow and then
turned to stone by use of atransmute snow to stone spell, or ablock of snow may be turned to stone viathe spell and
then the body sculpted. If the body is scul pted of snow, the sculpting takes about four weeks. If the body is sculpted
of stone transmuted from snow, the process takes six weeks. The resulting body weighs about 600 pounds.

Materials and spell components for creating the golem cost 45,000 gold pieces. Required spellsare transmute snow
to stone, wish, polymorph any object , cone of cold and permanency.



Starfish, Giant

CLIMATE/TERRAIN: Any saltwater
FREQUENCY:: Uncommon
ORGANIZATION: Salitary
ACTIVITY CYCLE: Any

DIET: Carnivore
INTELLIGENCE: Low (57)
TREASURE: Z
ALIGNMENT: Chaotic neutral
NO. APPEARING: 1-2
ARMORCLASS: 2
MOVEMENT: 6, Sv 30

HIT DICE: 1lorl3
THACO: 9or7

NO. OFATTACKS: 1-100r 1-12
DAMAGE/ATTACK: 1-10 per ray
SPECIAL ATTACKS See below
SPECIAL DEFENSES Half damage from blunt weapons
MAGIC RESISTANCE: Nil

SZE G (20-75' across)
MORALE: Steady (11-12)
XPVALUE: 2,000

The giant starfish isacousin of the normal, ocean-dwelling starfish. It hasacentral body of ten or 12 rays
radiating from the center, the undersides of which are covered with sticky suckers. Giant starfish have been reported
inawide variety of colors but seem to be limited to tan, orange, yellow, pink and red, ranging from pale pastel hues
to vibrant, almost glowing colors.

Giant starfish have been sighted in all the large oceans of Oerth, Krynn, Toril and Ravenloft, aswell asin
many other worlds. A freshwater variety of giant starfish is rumored to inhabit large inland lakes on many worlds.

Combat: Upon sighting a ship, agiant starfish maneuversitself to approach the ship from the bottom. Thetypically
streamlined bottom surfaces of ships allow the starfish an acceptable surface to grapple and arelatively concealed
approach. If necessary, astarfish will follow a ship for miles or maneuver hundreds of yards out of the path of the
ship in orderto gain a satisfactory trajectory approach. Asit closes, it assumes attack position and attemptsto hit the
ship.

If the attack is successful, the starfish has grappled the ship. Thereisa50% chance that this grappling
attack resultsin extreme damage to the ship asfollows (roll 1d6): 1 = holein deck, 2 = holein hull above water line,
3=holeinhull below water line, 4 = mast breaks (choose randomly), 5 = ship shaken (anyone not sitting down or
tied down must roll a successful Dexterity check or be thrown to the deck), 6 = 1d4 crew knocked overboard.

Once a starfish has grappled a ship, it attemptsto pry open the hull in search of food (any creatures) inside.
The starfish beginsto tear at the hull with al itsrays. The DM should record the damageinflicted by each ray; any
ray inflicting cumul ative damage causes aresult from the above list (roll 1d6 again).

The starfish’ srubbery rays suffer normal damage from all attacks except blunt weapons, from which it
suffersonly half damage. Starfish with ten rays have 11 HD and starfish with 12 rays have 13 HD -- one HD per ray
and another for the center. When rolling hit points for a starfish, the DM should record seperately the number of hit
pointsfor each ray and the center. If acharacter delcaresthat heisattempting to chop off aray and hasan
appropriate slashing weapon (attacks from arrows or blunt weapons cannot sever aray), the ray should be considered
severed onceit haslost al its hit points. If attacks are made randomly, they strike the center andraysrandomly. If a
ray loses all its hit pointsto attacks that do not sever it, that ray is considered dead -- it hangs limp and can no longer
attack.

A ten-ray starfish retreatsif four of itsraysare severed. A 12-ray starfish retreatsif five of itsrays are
severed.

When the starfish retreats, it attemptsto carry meals away withit. The starfish can carry one victim per

still-functioning ray.



In addition to hull attacks, starfish are likely to chooseto attack personson deck. A starfish will someimes
approach a ship without attacking, instead attempting to grab as many persons as possible and retreating with its
catch.

Habitat/Society: Starfish wander the oceansin search of meals. They eat avariety of life forms, but they have
learned that passing ships are almost always portable buffet tables holding a pleasing selection of tidbits. Ships, they
have learned, almost always guarantee ameal and are worth the effort to capture. Starfish prefer ship-grazing to
other hunting methods.

Giant starfish maketheir lairsin large caves and underwater trenches, storing any treasure or extrafood in
crevicesand niches. Other underwater creatures tend to avoid these lairs, since giant starfish are efficient eating
machines.

Ecology: Giant starfish exist in amanner similar to their smaller waterborne cousins. Ten- and 12-ray starfish never
cross-breed. Raysthat arelost are regenerated in 1d4 months. Other injuriesheal normally.



Handsum Payment for Ezee \WWork!!

1T ye R willing sea-goers with strong stommicks seeking breef
adventur, reeport to tha good ship Endurance berthed at tha lokal doks.
I reekwire intrepid soles to fill out a crew for a herried deelivere
voyage. Ye may reeturn to this port or reemane at tha destinashun.
Appear befour sundown -- we sail at dawn! No landlubbers need

apply!



Exhibit A

February 7. I'hav struk a new deel with a strange and kweer family living on Graben island. Sumthing is mysteereeus and
creepy about they, but they offer fine payment for a simple deelivere. They tells me the strukshure of they island is not solid
enuff for burying they ded. The land is swampy and marshy and duz not allow for any digging, much less burial. Part of the
island has cliffs, so the story makes no sense, but they pay well, so I don’t argew.

The family has a mauzo-leeum 9 miles away on a rocky isle. They reekwire a ship to ferry th dead to the site. 1 have
accepted one body, Josiah Graben, and I have been paid in full. Tommorrow we make lanafall.

February 8. Such seas I hav never sailed! The jurney from Graben Island to the isle they call Todstein is the most kursed,
boiling sea | have ever travelled! Many of my seazoned crew put theyselves at the rail to releeve they stommicks. 1 thought
certen we would be dashed on the rocks of that blasted place, but thank the gods the waters calmed some 50 yards from
shore. Me men dropped off our cargo at the appoynted place, but they wuz so spooked they hustled back to the ship with they
tails between they legs.



Exhibit B
March 29. Another trip to dreaded Todstein. 1f the pay was not so high, I wood not take these jobs. Today we carry a
yung man named Jacob.
March 30. Me crew is spooked outta they wits. They fear the waters we travel, and they talk now of sea monsters. The
sky is terrible black and 1 fear a storm.
\We be set upon by a feerce storm. We must turn the ship around or be sent to our watery graves. Me men be spooked by
our cargo. We bury him at sea so we can save ourslves.
May 20. Another delivery for the Graben family. This time, a woman named Madeline. Next time, I tell the Grabens I
don’t wanna know who I be carryin.
May 2L. Me crew again is spooked. They threaten me if we make landfall on the isle. 1 will not lose me ship or me crew to
that treacheris place. We bury the woman at sea.



Exhibit C
August 13. 1 wated 2 months before another deelivery. 1 hopes me crew is calm this time. This time, I don’t know who |
carry, and that’s better with me.
The family don’t know about the bodies that was lost. Mebbe they don’t know if more be lost. I try to deeliver this one
proper.
August 14. Me crew is nerviss. | have me money. \We approach the island in rough seas then the waters calm some yards
off shore. Me men refyooz to leeve the ship. I carry the body to the beach and leave it on the rocks. | never put foot on that
isle again.
Septegmber 19. Another deelivery for the Grabens. Seems like manyo’ them die. I don’t ask kwestions. 1 don’t look at they
dead. I have me money.
September 20. Saints and gods have mercy on me sole! I has dumped another body. Too late, the shroud pulled loose and
as it hit the water me sees it be a childe. A lovely childe with long red locks. The gods will never forgive me. I go to Graben
Island no more.
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The Endurance —Lower Decks 1 Ballistis 8 Master Qunner's Cabin

2 Cluivers 9 First Mate"s Cabin

3 Mess Hall 10 Captain’s Cabin

4 Galley 11 Ladderways to Main Deck
5B Cabins 12 Hammocks

& Guest Cabins 12 Ladderway to Carge Hold

T Seeond Mate's Cahin
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Lower Deck

One square =5 feet
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| & =
1 4 .“ |
3 |

Cargo Deck

1 Zail and Line Storage

2 Waler Storage

3 Food Storage

A Ladderwray to Lower Dech
5 Open Storage

& Secure Hold

T Privigs

One square = 5 feet
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Meredoth’s
Chambers
One square= 10 fect
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Graben Family Estate
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Mizzenmast B
Crow’s Nest $11t1

re =5 faet

Mainmast
Lower

Crow’s
Mest
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Foremast
Crow's Mest
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The Endurance
One square = 5 feet

2 Forward Catapult

3 Forecastle Rail

4 Ladderway to Forecastle
5 Forernast

& Rigging

7 Rope Coils

B Belaying Pins

9 Ladderway to Lower Deok
10 Firebuckets

11 Malnmast

12 Anchor Capstan

13 Mizzenmast

114 Ladderway to Lower Deck

15 Ladderway to Sterncastle
16 Sterncastle Rail

117 Wheel

18 Catapult
15 Lockers
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Graben Island

__Meerdorf




.‘.-'
ﬂ

_f_,i;.{ )
P, 0 L
Vﬂlage + K
—of Graben“

e

Kirchenheim

L
by

o <
: i‘
o

)




T R
it

Village
Graben Family Estate
Grazing Lands, Rocky Scrub
Prairie

Py Forest

Swamp, Marsh

1 2 3 miles
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Pine forest

Ocean
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Village of Graben
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