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Name 

Bodak 
Cat, Black 
Death, Crimson 
Oisplacer Beas t 
Ooppleganger 
~lb 

Gargoyle 
Ghast 
Ghost 
Golem, Stone 
Green Slime 
GrifFon 
Groaning Spmt 
Harpy 
Haunt 
Hell Hound 
Invisible Stalker 
Lich 18th Level 
Lurker Above 
Mast irr. Shadow 
Mihstu 
Mummy 
Nightmare 
Ogre 
O re 
Quasi-EI. Lightn.ng 
Quasi! 
Raven 
Shade 
Skeleton 
SJ..eleton. Steed 
SJ..eleton, Strahd 
Spectre 
Spider, Giant 
Stirge 

AC MV 

s 6" 
S IS" 

0(4) 12"(6") 
4 15" 
5 9" 
2 6" 
s 9" 15" 
4 15" 

0(8) 9" 
s 6" 
9 o· 
3 12" / 30" 
0 IS" 
7 6" 115" 

6" / victim 
4 12" 
3 12" 
0 6" 
6 1" 19 " 

6 18"(9") 
-2 6" 6" 
3 o• 
-4 15" t 36• 
s 9" 
6 9" 
2 18" 
2 15" 
7 1" 36" 
0 12" 
7 12" 
8 15" 
3 12" 
2 15" 30" 
4 3" · 12· 
8 3" 18" 

HO 

9 + 9 
3 + 3 

13 
6 
6 

5+3 
4+4 

4 

10 
15 
2 
7 
7 
3 

5 victim 
7 
8 
11 
10 

4(-1) 
8+ 2 
6+3 
6+6 
4+1 

1 
12 
3 

10 

Combined Mo nster Statistics Chart 

hp 1/rJ Omg 

1 1d8 + gaze 
3 1d311d3 1d4 
1 3d10 
2 2d4 2d4 

1d12 
1 3d4 
4 ld3 1d3 1d6 1d4 
3 1d4 ld4 ld8 

Ages 1d4d0 yrs 
1 3d8 
0 Nil 
3 1d411d4 2d8 
1 ld8 
3 ld3 1d3/ ld6 

1 1 1d8 
1 ldiO 

1d4 
1 1d10 
1 1d6 

2d4 
4 ld6 + lx4 

1d12 
3 2d4 t 2d4 + 2 2d4 + 2 

ldlO 
IdS 

1 ld6 + 12 
3 1d2 1d2 ld4 
1 

3 2 1d8 
1 1d6 
3 1d4 1d4 ld8 

3 2 IdS 
t d8 

2d4 +poison 
1 ld3 

SA 

Death Gaze 
Bad Lucl 

Surpnses 1-S 
None 

Surprises 1--4 
Chill 
'one 

Stench 
Magtc Jars 
Slow Spell 

Flesh to Slime 
None 

Keening 
Charm 

Po~scssion 

Breathe Fire (7) 
Su rpnses 1-5 

Spells 
Smothers 

Baytng 
CON Dram 

Fear 
None 
None 
None 

Ball Ltghtnmg 
DEX Drain 

None 
None 
1\one 
None 

+ 2 to htt 
Energy Dram 

Web:. 

so 

+1 wpn to ht t 
Bad Lud.. 

lnvts tble till red 
-2 to be hit 

Shapcchange 
+ I wpns Illusion 

+ 1 wpn to hi t 
Undead 

Pamc 
+2 wpns to htt 
Dis~olves Metal 

None 
+ I wpns to hi t 

None 
Strangle 

See lnvis. 50% 
Invis ible 

Pamc 
None 

ll idc .n Shadows 
+ 2 wp ns to hit 
+ 1 wpns to hit 

-2 to be htt 
None 
None 

+ 1 wpns to htt 
Regens & In vis 

None 
Shadow Image 

Sharp wpns • z Dmg 
Sharp wpns z Dmg 

Magtc Rests! 

Toad, Giant 
Trapper 

6 6" +6" hop 

4 
2 +4 
7+3 
4+4 
1 +1 
2+4 

36 
16 
59 
33 
21 
26 
25 
16 
45 
60 
9 
30 
23 
13 
39 
39 
36 
54 
40 
16 
38 
30 
34 

20 
s 
48 
13 
3 
40 
3 
18 
13 
35 
22 
7 
15 
60 
27 
6 
24 
42 
24 
33 
22 

1 2d4 
Blood Dram 

Tongue 
Crush 

Energy Drain 
None 

Energy Drain 
Con ruses 

None 
Energy Dram 

Severed Attacl s 

+ I wpns to hit 
None 
None 
None 

Vampire 
Vulture 
Wight 
Will-o-Wisp 
Wolr. Dire 
Wrai th 
Zombie, Strahd 

AC • Armor Class 
Dmg = Damage 
G=Good 

3 3" 
I 12"118" 
6 3" / 27" 
5 12" 
-8 18" 
6 18" 
4 12" 24" 
8 9" 

M 1-# • Monster Manu:tl -page 
I • Mo~e when hopptng 
N • Neutral 
t • Turns 

12 
8+ 3 
1 + 1 
4+3 

9 
4+4 
5 + 3 

4 

AL .. Alignment 
E • E,tJ 
HD • l in Ott e 

4 + AC or victim 
ld6 +4 

l d2 
1d4 

1 2d8 
1 2d4 
1 ld6 

1 + 1d8 

M2·# • Monster Manual ll -page 
I • Mo•e when flying 
r • Rounds 
1 IIACO ., B~ number to hn AC 0 

Prevents attack 
+ 1 wpn to hit 

None 
Silver or Magic to hit 

Special 
None 

Silver or Magic to hit 
Turn as Mummy 

#Ar • umber of Attacks per Round 
(E) • [vtl tendenn es 
hp • Hn Potnts 
MV • Movement rate 
I I • Mo'e when swtmm.ng 
SA • Sp«taJ Amt ks 
V • Vanes 

AL THACO Book 

CE 
c 
NE 

N 
N!EI 
CE 
CE 
LE 
N 
N 
N 
CE 
CE 

Any 
LE 
N 

N(EI 
N 

N(E) 
NE 
LE 

N{E) 
CE 
LE 
'(Cl 
CE 
N 

Any 
N 

C<E> 
CE 
LE 
CE 
N 
N 
N 
CE 
N 
LE 
CE 

N(E) 
LE 
N 

10 
16 
9 
13 
15 
14 
IS 
15 
10 
8 

16 
13 
13 
16 
IS 
13 
12 
10 
10 
15 
12 
13 
12 
15 
19 
9 

16 
20 

10 
19 
15 
16 
12 
15 
18 
16 
9 

12 
18 
IS 
12 
15 
15 
15 

C = Chamic 

Ml- 19 
IIO 

M2- 32 
M1- 28 
M1-29 
M2- 60 
M1- 42 
M1- 43 
M1- 43 
M1- 48 
M1 - 49 
M1- 50 
Ml- 50 
Ml - 51 
M2- 74 
Ml - 51 
M1· 55 
Ml- 61 
Ml - 63 
M2- 84 
M2- 84 
M1- 72 
Ml- 74 
1\11- 75 
Ml - 76 
M2-103 
M 1- 80 
M2-10S 
Ml-108 
Ml- 87 

110 
110 

M 1-89 
1\11· 90 
M1- 92 
Ml-95 
Ml- 95 
Ml - 99 
M2-125 
ML- 100 
M1 -101 
Ml- 101 
Ml-102 

110 

F# = Fighter, Level I 
L = Lawful 
• = Mo~e tn "'cb 
( ) = Mo, ewhen burro.., tng 
SO • pcctal Defenses Sam
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1. 
\\lorn rlor OM •~II< \our card 
numhrr. ,,...,J thr (vll<~,.mg 

" I 0~ d0 .. 11 lWI>IItlJI lull, :0\ the 

laght lrom thr ch mg "'" h~ falls 
I hr <l•r~nns as bchand mr, puC\uong me Jr>"OUt• 

mg mr1 ThNc' Ahr~d h~ the key"' 

11><' .\fr-smrrm wr/1 no•· :J.•k J quNuon Rc-ponJ b) 
>r'in ung ont' of tht' ohOI<C'\ tlwnd on thr bMk vf r/11< 

cud ''~"' tht' IC'rtn <~fthr choKr :UJd r~d rht' 
aruwC'r aloud. 

2. 
numhrr. (C'~d thC' f •• u .... mx 

.. n ... nng bluC"i .. uh hnllranl lag hr. 
the u>rn b<>Ok rn m1 hands men•h 

mdf >nd now I •an 'er where ""' 1h~ 1rrnhlr 11\lth 
of lhts land I cannot 'l><"•k u l Yr1 I kno" whcrr nrxt 

I mu>1 J:O w find rhr rnnh . " 

Thr Mc-mC"flsr wt/1 no .. '"! 2 quorK>n Rnpond b~ 
Mf«llng unC' Of tht: chwcn faunJ On thr fu, A of thl\ 

'"''" StJrt' tht' IC'ttt'r ol tht' c hwc t' Jncl rraJ rht' 
ann>t:f <Aicoud 

---------------------------~-----------------------------~-------------------------------

3. 
\Vhrn th<' 0.\f r~/1, >c>ur c•rcl 
numhrt. rr•d rhr li>ll<>,. mg 

" I run' I run wuhout mo•ing ~h 
•lrf'S arr morrclu1 the "'f' ground 

•n.I rnmr rn unrr•l mouon I >turnhlr to thr cdgr of 
• ., .. , .... 1-racnd • . ""'JS(" fu ...... lillrd wuh loathong 

""'' h•rr . ""''"up at me. A urdrd hand hang> 
hclo~rt· rnr I t<'"•<h for u and the '""'"l'""n burns . " 

l11r \IC'•tnrfl<l ••II now ask • qunuon Rnpon.J b,t 
•rlnung onr of rhr rhmc<" Jound on tht' bacl: o(rhl> 

cud .\urr rhr/rrrrr o( rhr thOKC' :UJd r~d rhr 
;~n<wrr aluud 

4A. 
U' hrn thr ()M '"'"' ~uur urd 
numhrr. rrJrltlu:- iollowmg 

"The b.Jok tell, a rra~1c ralr ol~:ood 
mtcnuon> •ntl ool clttch Yet 

""nrrhrnJ: uf m •ISI.Iom "tncomplrtr and I know I 
mu>t >C'anh funher I clomb up a ,.dl ofunglrtl 

thorn• I ,.C'2krn and •low, though the top" nrar 
Nov. I !ott a figure on thc· oprnanJt abo>r • it rr•ch~~ 

forme .. 

Thr Mr<muist wt/1 nu .. "-'lc a quntk>n Rnpond b,Y 
~l«llnlt onr of th~ cho11N found on the h2< k o( thu 

cud Sr•rC' th~ IC'trC'r of tht' chmu ant/ tt'ad rhr 
am"rr •lood 

48. 
Whrn rlor DM call> yoorard 
numbrr. rr-•d rhr lollowwg. 

"Thr book tell• a ua~1c talc of 
vrngcantc for a J.,vc lcht Yro ><•Ill<· 

thmg of II> wr><lom u rntomplrtc and I kno" I mu>t 
sonh fun her I c lamb a writ of u.ngled thorn>. I 

wnltrn :llld •low, though the top IS nC"ar Now I sec a 
figure tn the openrng above 11 rnc he• for mr " 

Thr Momcrist will nuw .uk • qunrwn RMpond b.1 
SC"In rmg ont' of tht' choius found on rhr hJ<k of rhu 

urd SrarC' rhC' /nru o( rht' cho11C' and n-ad th~ 
.m>.,.rr :~luud 

---------------------~------------------------------------------------------------

4C. 
~ hrn rhr 1).\f call• tvur urd 
numhrr. r~d rhr f<>llowmx 

" ll1r b<>Ok tdh a uagn talr of 
Hl\.lllahlr r\11 , frrdm~: on rhr land 

\ r1 k11nr1hmg nf It\ \o\ tvJom ., mromplctc ;.anti I 
knu" I mu•t ,,·ar.h lurthrr I chmb up a wdl of 

tan~tk.l th<>rm I \\rakrn •ncl ,l,>w, tho>ugh the top" 
nC'oU ~o" I \CC' ::a fi~Urt' In thr up<-nlfl~ .llxt\C' 11 

rc . .uhMfurmt' 

/11r Mr'mC'fl\1 .. ,//no,. :...A J qur"'"" RC"pcmd h1 
•clrr ""!: ""'" vf rhr chc>t<n fuund on rhr b.~e! "' rh" 

• Jr.J '••tr rhC' /rurr o( rht' chotcr and rrad thr 
.lfl\\H"f ;,loud 

nutn/)("f, fC'Jcl the- tullm•mJ: 

llarn trurn ~rnnnt.: rhc bn11h.u 
fa,n nf 'tl<lfl~t·r~ t. o tnn the (rrc.lt 

Out" d~rlnt'' v.uhm c.hrknt"S\ dr-;~ch IH:"\nnd 

k at h \h lair 1•11• hum mr a> hr clran~' 11 wuh 
._. qurnthr<lth H\ 1 IIJ,,um ... un I•P' ''rc·uh v.ulr 111 .. 

'rurl uf C\11 <f,lldu ll1\ \OK c. 1hc rhundc:r of rht 
cwllang lo~:horung 

T'ht' \fc-,mC'fl\1 '"II n oK .,,s._ ~ q untw11 Rt""/XJfJd h~ 
•r/rrun~ one- nl1hr 'hoKe" found em the· l><~<k tlf th1~ 

c iitd StJt(' thr lrrrrr t~l rhr c hn1t r Oltlfl rr;,u/ rhr 
.1tn"rr a/oud 

40. 
\\"hrn rhr DM calf., )'<lllf <Jtrl 
numhrr. r~d rhr lo//<ltAIIlJ: 

" lhr hook tell• a trag~< talc of 
drlu.nc.c en the LhC' nf dlvmc IU\UH' 

Yrr "'mrrhmg of"' Wt><lorn " mwrnplrtr and I 
"""" I rnu>t .car<h lunhrr I' hmh up a •rll of 

tanglr.l thcarn• I ,.~krn and •low, thc>ugh thr rop" 
nc.1r Nuv.- I~ 2 fiR;ur~ in thC' O('K"rHOJ: :~btt\C' It 

rc;uhn for mc 

Thr MNmt'rl'l "'// n<1 .. ••k 2 qunuon RnpcmJ ht 
•dnung onr of rh~ thr>tc<" fvund on thr tuck ofrhr• 

card Surr rhr lrrrrr c>l rhr thollr and r~~d rhr 

wunl)("f, rr:.~d lh<" fc,fhn~m.c 

""lowcrmJ: 'trd hohh chr v.urld m 
pl.,, l.oghtnmg porrcr• 1111 •nul Jt><l 

tcan mr mr"'.1111 I 'l't" 111\ '\rlf I'AitC" One. d.uk ;~ntl 
orrrahlc . the othrr hJ:IH and J'O"rrlr" (.;uod pcvpk 
mall :~bout rnt· \'rl chru "au our suangc J~;.C"ar\h hu 
thl "udc "'hu \ n r SC'f'\ 1ht' trurh of mrn \ \uuh. ·· 

lht' Mc-,mt'ff\t M-·111 noa ;.~•.!. .1 'I"C"'IIcm Rc\pund h, 
•dntmJ: onr o( rhr <hc>K<" Juund am rl1r hJ<k u/ rht• 

< Jt<l 'rarr rh~ lrrrer ol rhr < hw. r and rra./ rhr 

"""'"'"rr .,/.,ud 

5. 
U'hrn thr ()M call.< wurcarJ 
numhrr, rc~c/ rhr (ollo .. mJ! 

" I wrc.t my'>(" If frurn h~> gu•p •nd 
\Crk to Ore thr 1hamher lhr doo" 

ha>r •II >hah«l and gone ~wa~ A huok '"'" ha rnr 
•nd oiler• mr hfr The h~:hrnong frrcln thr darl •nrl 
I '!umhlr on thr tbrknr« 10w.rd• a 'honmg bon~ " 

Thr Mnrnrmr wt// '""' ;1\fc a qurmon RnP<>nd b1 
sclrwn1 onr of rhr r holt<" found <>n rhr b•clc uf rhtc 

urd Sr2rc rhr /rrrer of thr c hot<r ~n<l rc2d thC' 
Jfl\10 t'f •loud 

8. 
numhrr. tC'JJ rhr lullotAIIIJ: 

" I •m tla.trm~: •bo•c the gruun.J 
h-.,: ,.J.,,.h. 'fun' rnr .auo'' rhr 

moor> ll1e '""no lon~rr burn on rhr •Ia , rh .. uj:h 
\(lffitho•· thn ,h,,uJd lllrn· J\ :a '"'''k ur a 

hutldanJ:_ ll\ Ja,.., O('<'O tu dc\·our rnc 1 J xrc~m ~' J 
1,~,~ oln\\n '" ohroao liltrcl ""h h~luno11~ • nd okJth ' 

I .am clt\uurrd \Cl allvr ll.lOOtH ~l 1hc- h~:tu 

nmg lg .• un fl.uhr-~ l11r rOtlm '' o~ll\( 'ftHh I'"'"'"C'f I 
x-c "ht'rc I ~rn " 

The- .\fnnrt'tht ttlll nm\- ,1\J. J qu("'4.tJ,,n Rnpdnd h~ 

•rlnrrnJ! vnr vi thr r IWIIf"\ found on rhC' b~ck ol rlu• 
c .Jtd St;.~tc· the- lr11rr HI tht' c lw lt r ~ncl trJJ chr 

"""'""r .1/ouJ 
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The Mesmer's Pendulum 
The Mesmer's Pendulum is used like a script 10 a 
play. It is broken into rwo pans. The DM 's p:trt is 
that of the Mesmer himself, questioning the hypno­
tized subject . The second pan is shared by all the 
players and is the hypnotized subject's responses 10 

questions. They should be read dramatically. 
Acting our this dialogue nor only provides impor­

tant information 10 the players, but it requires the 
players to make choices which will influence the final 
outcome of the adventure , though how may nor be 

apparent. 
These ca.rds should be cut apan and handed out 

among all the players. When the DM reads a ques· 
tion he will announce rhe number of the card on 
which the response is to be found. The player should 
lim read the description on the side with the Mcs· 
mer's Pendulum. The DM will then query funher, 
and the player should then turn the card over and 

select one of the choices in response. 

" 1986 TSR Inc . All R•ghl$ Rescrv«<. 

48. 
(C) "The face is gentle and terrible, anguished and 
vengeful. It changes its violent mood. My life again 

drains into the d21kness in those eyes." 

(D ) "Those hands I know. which have often brought 
me my needs. now rakes from me my very life! I 

scream . . :' 

(E) " Wisdom and nobiJjry disappear from the 
familiar face and are replaced by death and horror. 

My life slips from me and I cannot scream." 

(F) "It is the Dark One himself. His handsseiu me 
My life again begins 10 slip from my soul." 

0 1986 TSR Inc. All Righi$ R<>crv«<. 

5 . 
(A) "At the base of a smoky shafc:· 

(B) "A mid walls of wisdom." 

(C) "Atop broken glass and shaucrcd drca.rns." 

(D) "Atop an altar of flowers." 

(E) "Atop an altar formed of a griffin." 

(F) "On a red velvet cushion." 

" 1986 TSR Inc. AU Righu Rderved. 

8. 
(A) "I am in the lost rooms where the seem is 

scaled." 

(B) "I stand among the glorious dead:' 

(C) "I stand before my own grave." 

(D) "I stand among the paupered dead." 

(E) "I stand on polished music and laughter." 

(F) "I stand berwcen walls of restless tears." 

"1986 TSR Inc. All Rlghu Rncrv«<. 

2. 
(A) "Amid the cold fire!" 

(B) "Bcrwcen the pages of folly!" 

(C) "Amid the ruins of great works!" 

(D) " In the abandoned chambers of hope! 

(E) "In the he an of faith!" 

(F) "In the folds of love's arms ." 

Conclude by r<'ading chis: 

"Yet I cannot reach the key! The darkness falls about 
me ... I smother ... I am dying . ," 

4A. 
(A) "It is the Dark One himself. His hands seize me. 

My life begins to slip from my soul. 

(B) "The face I know and honor, yet its gentle 
contours suddenly grow harsh. The eyes burn! My 

life again begins to slip from me!" 

(C) "The face is gentle and terrible, anguished and 
vengeful. h changes its violent mood. My life again 

drains into the darkness in those eyes." 

(D) "Those hands I know. which have often brought 
me my needs. now rakes from me my very life! I 

scream ... " 

40. 

7. 

(E) "Wisdom and nobility disappear from the 
familiar face and arc replaced by death and horror. 

My life slips from me and I cannot scream." 

(F) "It is the Dark One himself. His hands seize me. 
My life again begins to slip from my soul." 

(G) "The face I know and honor, yet its gentle 
contours suddenly grow harsh. The eyes burn!. My 

life again begins to slip from me!" 

(H) "The face is gentle and terrible, anguished and 
vengeful. It changes its violent mood. My life again 

drains into the darkness in those eyes." 

(A) "There ... beyond the cold fire and hidden. I 
take the circle and gaze through its weight. The 

people arc truly evil!" 
(B) "I wander through the books of knowledge, held 
secret in the forgouen rowers. There the circle shows 

the people as rcrrors." 
(C) "The glass and liquid encompasses me in its 

learned maze, but there the circle is found. I look. 
and sec the evil behind the people's mask." 

(D) "Abandoned shrines protect rhc eye and give 
musty reverence to that which is good. The people 

press upon me. I look through the clear eye and sec 
their evil!" 

(E) "The shrine stands alone in dccadcm splendor. 
while all around the illusion of good is corrupted. I 

look through the eye and sec irs terror and evil 
though disguised." 

(F) "In the warm he:trt of love's rest docs the eye 
remain secure." 

0 1986 TSR Inc. All Rlghl$ R<scrv«< 

1. 
(A) "Where the trees rum to ash and the light has 

grown cold." 

(B) "Where the rower of man's thought has brought 
ruin and despair." 

(C) "Where all began .. . though cannot end." 

(D) "Where faith once was, and is no more." 

(E) "Where good spirirs still listen through the 
deceiving darkn~." 

(F) "Where the hope of new life springs eternal." 

0 1986 TSR Inc. All Righu Rncrv«< 

3. 
(A) "From whence there was warmth, did I lie, so 

100 restore warmth to hcarrs grown cold." 

(B) "Man's wisdom lies hidden and used for ill : yet 
my power will undo what unholy docs." 

(C) " Amid the ruins of false hopes and Jon engines 
of doom docs my rcsror21ion lie." 

(D) "Like a phoenix from the ashes of the holy place 
do I rise 10 return that which was so unholy stolen." 

(E) "Holy amid the unholy. light within the darkest 
of space; here docs my power shine to bring back 

that which was lost." 

(F) "Soft as the pillow of love's rest shall my healing 
give hope 10 those forsaken." 

4C. 
(D) "Those hands I know, which have often brought 

me my needs, now rakes from me my very life! I 
scream .. .'' 

(E) "Wisdom and nobility disappear from the 
familiar face and are replaced by death and horror. 

My life slips from me and I cannot scream." 

(F) "It is the Dark One himself. His hands seize me. 
My life again begins 10 slip from my soul." 

(G) "The face I know and honor. yet its gentle 
contours suddenly grow hanh. The eyes bum! My 

life again begins to slip from me!" 

"1986 TSR Inc. All Righi$ R<Krvcd. 

6. 

(A) "My passions shall no more be ruled by that pan 
of me which so long held me captive. Now, freed 
shall I be, in bondage no more. My prison shall I 

destroy and be free to rule with horror." 

(B) "The love that should have been mine can never 
be. My persecutor stole my joy and now I shall steal 

his love from him as well. 

(C) "Life is lust! I gorge myself upon it. Never fed, 
never sated. I seck here new life to rake for my own 

sustenance ... 

(D) "Robbed! Cheated! The life which was mine 
by right, stolen from me by the law Above! I spurn 
that law! I shall again have my life back! I defy the 

gods!" 

01986 TSR Inc. All Righi$ R<>crvcd. 
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Ravenloft II • • 
THE HOOSE ON GRYPHON HILL 

"What cause have you to fear the darkness of the night, when within your own 
heart is darkness itself? Why then judge you my works so harshly." 

PROLOGUE 

The master of Gryphon Hill bids you welcome and hopes that 
you have a pleasant stay. Please forgive him if he does not greet 
you , for he is rather involved in a little experiment at the mo­
ment. No doubt he will call upon you when your services are re­
quired. 

Ravenloft II: The House on Gryphon Hill is an advenrure of 
romance and dark mystery for the ADVANCED DUNGEONS 
& DRAGONS,. game system . It is recommended for characters 
of 8-lOth level in parries of 4 or more player characters. It is 
highly recommended that at least one of these be a cleric. 

Gryphon Hill is the sequel to a previous adventure module, 
I6 "Ravenloft." This advcnrure can be run independently from 
that previous work . . . however, those who own the original 
Ravcnloft will find a spccw uick or treat. Appendix 3: The 
Dream of Barovia gives directions on how to combine both of 
these modules into an even greater, fantastic advenrurc. 

The advenrure is divided into Chapters and an Epilogue. The 
adventure is further divided into Events and Encounters. Events 
arc occurrences which are dictated primarily by time and may 
occur anywhere. These provide the general flow of the advcn­
rure and a sense of the story unfolding . Encounters arc occur­
rences which are dictated primar ily by location. These describe 
and give occurrences triggered when the PCs enter a specific lo­
cation . 

The objective of the game is to find and desuoy the vampire 
Strahd and to rescue those who have fallen under the control of 
evil. Whenever, if ever, this happens, go immediately to the 
Epilogue. It is your responsibility as the OM of this game to usc 
every power available to Strahd to stop the player characters be­
fore this happens. 

Abbreviations: All of the standard AD&D* game terms and 
symbols (e.g. PC, NPC. etc.) apply. In addition, there arc some 
other terms which will be useful in running this adventure. 
THACO represents the base chance 'To Hit Armor Class 0 
(zero).' When attacking an opponent (or being attacked by one) 
the 'to hit ' number needed on a 20-sided die can be easily de­
termined using the THACO. Simply take the AC of the charac­
ter being attacked and subtract this number from the THACO 
of the attacker. THACO helps reduce the time spent in combat 
by eliminating constant reference to the Combat Tables. 

For ex:JJI~ple, if che arracking characcer has a THACO of 12 
and the character being artadced has an Armor Class of' chen 
the number the acradcer needs co roll is a 7 or higher on a 20-
sided die (12- 5 • 7). A negative AC is added co rhe THACO 
score. 

The following terms also apply: 

AC Armor Class s Strength 
MV Movement I Intelligence 
HD Hit Dice w Wisdom 
hp hit points 0 Dexterity 
IAT Attacks/ round Con Constitution 
Dmg Damage Chr Charisma 
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COUNt StRa}Jt> VON ZaROViC}J 

SA Special Attacks AL Alignment 
so Special Defense LG Lawful Good 
MR Magic Resistance NG Neutral Good 
c Cleric CG Chaotic Good 
F Fighter CN Chaotic Neutral 
MU Magic User LN Lawful Neutral 
T Thief N True Neutral 
PC Player Character CE Chaotic Evil 
NPC Non-Player NE Neutral Evil 

Character LE Lawful Evil 

OM Preparation: This game requires some preparation before 
you can play it. First. you should read and become as familiar as 
possible with not only the rules of this advcnrure but its feeling 
and texture as well. Skim through the adventure once to gain a 
sense of its pace and Structure, then read through it thoroughly, 
paying special attention to the boxed descriptions. This should 
not only give you an undemanding for how the advenrure is to 
be run in detail, but also some sense of how to create Gothic 
horror descriptions. 
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Before you acru:a.lly begin running the advemure, you will 
need to work through THE MESMERIST'S PENDULUM sec­
cion on your own to determine the end of the game. Should the 
PCs not make use of the Mesmerist during the course of the ad­
venrure. then it is important that you have already determined 
the end of the game. If the player characters do use the Mesmer­
ist to unlock the Alchemist Strahd's memory or that of his fi. 
ance'. Lady Weathermay, use the new reading to replace the 
previous results. 

Addition:a.lly, you will need to obtain a standard deck of play­
ing cards and prepare them as directed in Event ~,The Conver­
sion. These cards are used to randomly determinine the 
"transpossession" or forced exchange of souls between cwo 
creatures during the game. Should you not have any playing 
cards available. you could purchase an inexpensive set or make 
one of your own out of ordinary paper. 

Next, decide when Event 110 parts will take place and record 
them on the Event Record . 

One fin:aJ preparation must be made. you need to obtain in 
advance from your players a listing of the equipment which 
their characters will take with them at the beginning of this ad­
venture. This is imponant for as the PCs awaken in Event #1 , 
most of their equipment will be missing, it being scartered 
about the town. You will need to place this equipment in ad­
vance. The first pan of the game involves the PCs moving about 
the town and retrieving their equipment. This permits them tO 
taJk and interact with the various NPCs in the town. It is during 
this cirne that the PCs should begin to feel that something here 
is dreadfully wrong. To make this happen , you will need to 
place the PCs equipment in various places and have them look 
for it. The locations of various items of gear are detailed in the 
Event section under Exploring Mordentshire-on-the-Sea. 

Once these preparations have been completed, you may 
gather your group together. utilizing either their own characters 
of appropriate level or the characters provided with this mod­
ule. Begin play with event E1, following the directions found 
there to continue the adventure. 

Playing the Monsters: All the statistics for the monsters that will 
be encountered in this adventure are printed on the inside cover 
of this booklet . Statistics and descriptions of any new monsters 
are included in an Appendix to this adventure. 

The most important parts you as the OM will play in this ad­
venture are those of the cwo incarnations of Strahd von Zarovich 
... both in his good alchemist and evil vampire incarnations. 
Like its predecessor adventure, both Alchemist and Vampire 
Strahds are up to cunning and dark plots intending to use the 
heroes to their own purpose. Strahd is of genius intelligence ... 
you must play both incarnations of him that way to the best of 
your ability. He is not likely to be fooled by the linJe tricks 
which players so often like to pull on common monsters. 

Some areas described in this module are duplicates of other 
areas. Areas that are exactly alike have the same number on the 
maps. There is only one text description to use for each of these 
areas. All indoor and nighttime outdoor descriptions are writ­
ten with the assumption that the PCs are using a torch. A torch 
norm:a.lly lights a fony foot radius area. If another light source is 
used or the PCs do not have a light source, then alter the de­
scriptions appropriately. 

Goal of the Adventure: The objective of the adventure is to de­
stroy the Vampire Suahd. This cannot be accomplished without 
the help and sacrifice of the Alchemist Strahd. In order to sue-
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ceed, the following subplot goals must be completed. These 
lesser goaJs are provided here to help the OM guide the nory as 
the heroes explore the environs. 

Story Synopsis: 

1. The heroes should explore town to recover their gear. In the 
process. they will become familiar with the townspeople and 
gain some inkling that something is wrong. They should en­
counter Docteur Germain d'Honaire from the sanitarium 
and learn of his interest in mesmerism and its power to draw 
out lost memories. 

2. The heroes should visit Heather House to meet the key play­
ers in this drama - Lord Weathermay, his daughter Lady 
Virginia Weathermay, her attendant Mistress Ardent, the :aJ. 
chemist Count Suahd von Zarovich, and the Fielders, guests 
of the Weathermays. 

Here they should be set on the trail of the mystery of miss­
ing memories of the Count and Lady Weathermay. Eventu­
ally. the PCs should consider bringing Docteur d'Honaire 
and one of these cwo together. 

3. From here , the trail leads to the exploration of the house on 
Gryphon Hill, and hopefully the discovery of the Alche­
mist 's diary and its missing emry. The PCs aJso may find 
some of the items of import to this adventure- the Rod of 
Ras~inon, the Soul Searcher med:a.llion, and the Ring of Re­
version. 

Here too, they should evenru:a.lly find the trail of the miss­
ing Appararus, the mighty mystic:aJ machine which engi­
neered this horror. 

4. The winding trail of mystery will inevitably rerurn to 
Heather House where the Creature Strahd and his minions 
have prepared a little welcome. 

The PCs must discover the location of the Appararus and 
the controlling Rod ofRastinon and join the cwo to end the 
nightmare. But an army of undead guard the way. 

Turning Undead in Mordentshire & Surroundings: 

The evil creatures who haunt the moors and wilds of Mor­
dentshire were drawn through the gateway by the Crearure. 
His evil will commands and controls them as their lord, and 
thus undead creatures in this area are more difficult to rum 
than common undead. The closer the undead is to the Crea­
ture the greater the pen:a.lty to the Cleric:aJ Tum Undead die 
roll. These effects are defmed by loc:a.Je but may be increased 
to maximum effect if the Crearure is present. 

Die 
Modifier Location I Situation 

0 North of Town or Sunny Day 
- I Within Mordentshire or Cloudy Day 
-2 Within the Bog, At Gryphon Hill or Night 
·3 Weathermay Estate or The Crearure is Present 

If an undead can norm:a.lly be turned by a cleric of the char­
acter 's level , a roll of20 will always rum that creature despite 
modifiers. If the turn result would norm:a.lly beaT, the crea­
ture now turns on a 3. and modifiers apply co the roll. If chc 
result is normally a D . treat this as aT result. 
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