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The ADVANCED Dwomns E Druaonse game is 
known for ita tradltion of adventure and excitement. 
With the additlon of the RAVENLOFP campaign 
setting, the game‘s rules were stretched to allow 
Dungeon Masters and players to experience a new 
type of fantasy adventure; never before had the 
elements of gothic horror and heroic fantasy been so 
smoothly blended. Now, the borders of Ravenloft are 
expanding egaln-moving A D G V  game heroes to a 
new tlme and terrain. 

wslcome to Gothic Lrth 
I1 Mesque of the Red Death advent- take 
place in the macabre realm of Gothic Ea&. At 
a glance. this world Is nearly identical to OUI F wn planet Earth In the year 1890. The Amerkan 

West Is a sprawling fruntler only recently brldged by 
the great transcontinental railroad. In Africa, the 
Eumpean powers are smggilng to cldm land in an 
undeclared war of colonlration. And on the foggy 

1 streets of London, Sherlock Holmes and Doctor 
Watson stalk the m t  nefarious of criminals In an 
unendhg quest for Jwtke. 

can be gllmpsed that Is unknom outsklc Gothk 
Ea&. The expbrsnr of the American West flnd 
themselves stalked and killed by splrtt creatures that 
have long been h a n d  by naUve Inhabbnts. In the 
darkest Jungles of Mea, supernatural beasts 
spawned in the tbne of the pharaohs hunger for the 
flesh of men. Wlthin the driftlng fcg of London M e  
not only the killers and criminals that Holmes stalks, 
but a h  a certain Transylvanian Count whose thlrut 
for wood has enabled him to live beyond the bounds 
of ume. 

mists of Ravenloft. Thm are no dark lords cursed to 
live out their unnatural lives trapped In domains that 
are at once home and prison. Are there ties between 
this realm and the Demlplane of Dread? That Is 
lmpo8sibie to say. Certalniy, the two places have 
much in common, but they are also different in 
some important ways. 

Long ago, Gothic Earth was awash wlth maglcal 
essences. In many ways, it was not unllke the worlds 
that evolved into the Forgotten R e a h  or wondrous 
Land of Greyhawk. This was long before the advent 
of the h t e n  word, the wheel, cold ateel, or many of 
the other features that mark the typical ADED 

Under closer ~ ~ ~ t l n y .  a sinister and terrible entity 

Gothic Earth Is not cloaked by the mysterious 

I 

game. It Is mid, although thla might kwtnp?, W 

long-forgotten days. 

into place and the pyramlds of 
design, a dnlster p m e  found Its wqr WD th 
world. Fleeing whatever terrible p&& It- cslld 
home, the creature adopted the p 
Ancknt Earth end began to cultlvata 

hthk f irth W M  e l y l  of0 pa 

Then, as the blccka of Stomhen 

evll. 
One by one, nightmarish alteratlonstodc phn; 

twisted mockerlea of the once good and vlbrant 
thlngs that lived on the planet spread their tmdrll# 
and essences. By the time of this campaign scttlng 
(the 1890’s of out Earth), no comer of the globe b 
leff untouched by the sinister hand of the Red Death. 

Larninq the 
asque ofthe Red Death is deslgnsd to use most 
of the rules presented In the RAVENLOFT 
Campaign Setthg boxed set or the Realm @ F emr and Forbkiden Lore boxed sets. New players 

and Dungton Masters should have little trouble 
leamlng to play. 

To get a feel for the peculiar nature of Gothlc 
Earth, read the next chapter. whlch presmts a 
hlstory of this affllcted land. In so doing, a reader 
may acqulre a basic knowledge of alt that has 
happened to shape the world of Gothic Earth. 

the chapters ddinhg the rules for my. The best 
way to master these rules Is to generate aome 
charactem and then fight a few mock battler wlth 
them. Once that is done, players and DMs will be 
ready to start exploring the strange realm of the Red 
Death. 

With such knowledge, the reader can move on to 

“The day she was buried there came a fall of 
snow, ” Heathcllfsald “In the euenhg, I went to 
the churchyard. It blew bleak as wfnter . . . I 
dfdn’t fear that her b l  of a husband would 
wander up. Two yards of loose earth was the 
sole bartier between us. I sald to myself. . . 

“9’11 have her In my arms ageln! Ifshe be 
cold, I’fl thfnk It Is the north wlnd that chflfs mc‘ 
andifsheismollonks.% Itissleep.’” 

--Emfly B e & ,  
Wutherlng Heights (1847) 

I: 
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h a ~ p . g a r w l y p r o v f d c a  

the Red De&'* htwdm 
w4th humanity. The 
lllfcmam~ir 
cert.bdYnOtWkMtOOdby 
theoommonmanaeventhe 
avwaot rhdar. whst fdkrwr 
babrirdhhtorydtheworld 
In which countless layers of 
secrecy and veils of myatary 
aFsweptaskle.PloBroupd 
advent- CM trdvet to a 
Ilbrw. wrivanlty, or other 
mundane establkhmtnt and 
Lesrnthethingsrevsri.din 
this chapter. The lore that 

follows la Intended only for the eyas of Dunaeon 
Masters and should be uaed to establish 
b&gmund materkd for Edasquedthe Red Deaih 
tompalgns. 

Much isisftunmaidinthis aflcuoq muckis only 
hlnbad at. Thls is done Intenthally. as it allows eeeh 
Dungan M.Mr to sculpt the history ofa  campaign 
to suit lndlvldual needs and .tory lines. 

A * w a t t h e m &  

I 

Ellthois Note 

I wlsh to point out that I luve taken a gmat many 
l h & a  wkh what we know a s h  tdrtory dous 
Earth and thc interpratsuon of vsrloro events. Tks 
reader, as well as the pbytr, should keep 4n mhd 
that MasqueofulsRed Dmth ir a work of Bctlon. 
andthatOotkicEsrthlaaficWousphca.Wklkthe 
dates glven in thhctronology of Oothk Earth are 
morc or less in r(lrcrmnnt with thc evantsdour 
Earth. the motivating forces described on Oothlc 
Earth and the resulthg changes in society are wholly 
mm&stahmc4myima@nUh. 

Resdarwlllnotea Europswfocush thlr,seUkm. 
Most events described wU1 date directly to the 
history of Europe and, latar, the Amerkas. Thla 
should no( be seen- a htenuonsl or accldwrt.1 
dlNniaaai of culturrs in Africa, the ollcnc, or 
elsewhere. The shrpb truth 16 that -ofthe 
RedDsrtUpbin(mdcdtoalbwDPbandplayento 
enjoy adventures faunded upon the gothtc traditkns 
and literature of the Western World. 

With that In mind, I hope no OM will complain 
about MY ~ W ~ F I C ~ I  'Inaccuracies" In the foliowing 

Th Cpwiliqht 
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was formhg. Working In absolute secrecy and call- 
ing themselves The Deflance. this coalition of adepts 
and mystics employed the great mscufces of the 
library at Alexandria to piece together the history of 
the R e d  Death and to trace the speed of I t s  power. 

AAcr nearly a century of work, membem of The 
Defiance were ready to take a stand. Their power 
was great mnd they had managed to work In sccrrcy, 
or ao they w. Mere weeks before they were to 
weave a spcH that would have driven the R e d  h t h  
back Into the nlghbnarlsh land In whkh It had been 
spawned, the order was destroyed. 
FIX all their covert dlolts. the R e d  Derth had pent- 

bated the order's doak of secrecy and kamed every- 

one dthe number, a fernale myotic by the mame of 
Indsvlrr, was aawuy a dlagushg red widow. at. 
though no one can prove this for certaln. Working wtth 
the protearon of carrfully bid magkd dl@ss and 
wards, dn saw all ofthe prsns devkd by The MI- 
ance. And whatshe saw. the R e d  Death saw asweY. 

When the tlme came for The Defbnce toact, the 
R e d  Death focwd Ita power onthe city of 
Alemndria. and one of the entity's puppets hvltched 

l ~ d i t s p b n s . F ~ t s o f e v i d c n r r ~ t h a  

to life. A respected theologian known only by the 
name of Cyril had traded what goodnssr once lay In 
his heall for power. prrstlge. and adoration. Hs M 
responded tnthe v o k k  commands dhb mar)rr 
to MfU1 hb eecntaad petty wlshea k gelhad up 
hls followers and they fell upon the ubraiy. In shat 
order, the leader of The DaRsnce, a scholarly 

loat. EvH had triumphed. 

and many membersof The Deflancedkd hcwnt- 
less terrible ways, the Red Daah's power over the 
realm of man was arured. Wlthout dm hwwklge 
heldlntheUbraryofAlexsndrbdthedcMkd 
studlea d The Defiance. It tecame atl but hposwhh 
formankhd ever OD fme Itself from (hb yoke d d .  

With the pardng oftheorder, the powsc.dheUed 
Death expankd. By the end d the 5th ccn3rry, Ita 
sinlster shadow had fdlcn across all of the OrknL 
only the k n e r k s s  and the psclfk Bmln ImRmaed 
free of Ita c w  pFawnce, As the power dthe 
European, Arablan, and Orlental natlons grew, often 
under the wbtk control ofthe Red Death, the laat 
hopes of ite dcdnrctkn faded. 

W O m C n  Mmad HypSth, W M  slah and thG day W M  

As themhlau ofdarlulers M t h e  great tlbnrg 
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The Shadow Orders zpha Stone 
he des- d h  Dalbncs w&n aot 
absolute. While the qabal was cattainly 
rhatsred and ,& power broken beyond repelr, 

individual members lived on. 
fleeing ~ k x ~ l d r l a ,  survlv~n Wttt to 

establish new societks. All worked toward rlmtly 
different goals, but ell hoped to keep the practice of 
magic allve. even un&r the shadow of the Red 
Death. Some of thcw @ups tlowbhd for a the, 
only to fall eventually and Mnlsh, OM w W u t  
trace. But many live on to thb day. 

Over the centuries, many of the ‘shadow orders” 
became cormpted. Some slmplyforgotthe god d 
overthmlng the Red Death and devoted themsdves 
to the acqubltlon of p c n o ~ l  power. OUMrs fctl 
utterly under the power of the Red Death end 
kcamc wholly evil. For aU thdr dlvergsnt 
motfvations, however, nearly evefy modern qsbd 
can mthfully claim to be descended horn The 
DeRancs. 

chhralry. Ratlrar,-Qbaoc m, upon whdnrro.m&sy 
legend. have keen basad, Hved In t lmenlymo(  
the 6th cenbay. It wash roughly 5Xtth.tRhg 
Arthur rallied h b  fokwers to ddind Br#.ln agslnst 
u w i m r s B g ~ . p c r h . p r n o r c h a r o u r ~  
Mhur~lf,hoprarsr,trthemyrtabur*ltml 
Merlln. 

At the helghtd Cemdot’r ebryardthefe@d 
King Arthur, 6 

known.w’lheStoaakMmora)to#cns.xYsd. 
From theperspsctl*edmodcm -.mh 

a&vaybfm#qdml 

hilnEelf wan tlkno8t CeItnhly the head d WI *. 

W W oftheRedih&hllouWqh&theDark 
Ages saw chaos adamarch&- -ut 
Europe. wigewof- 

Mnlvedwlthonly 
plagw In the early 



. great plague throughout Europe. Around 540. pa& 
of wererats spread through the cltles of Europe, 
carrying the foul bubcdc plague. TMs tarribk 
dlsease swept across the continent for marly 50 
years, and easlly W e d  the popuh(l0n of Europe. 

Masphysrclons and psrapsychob@W are qulck 
to point out that thh event marks the first verifiable , appearance of lycanthropy In the world. While It Is 

: lmposslble to rule out the exlstancc of wch 
creatures In earller tlmes, much evidence exksts to 
support the belief that the Red Death felt the time 
was right to introduce a new h o r n  into the world. 

~ The New Empire 
n Christmas Day In the year Boo, Pope Leo 111 
crowned the Frankish king Charkmagne, son '0 I of Pepln and heir to the Carolingian Dynasty, 

deeming him Emperor of a new Roman EmpIre. 
Curlmly, the actlons of the qabals andthe agents 
of the R e d  Death both contrlbukd to thls hlstorlc 
event. 

swe power ma& em. In thls way. mankind's 
For the alued qabals, uniting all of Eumpe under a 

e h m  agaktat evltcouki kfocuwd and& 
darkness of the last few centurlea drlvm off. 0y 
englneerlng this solid union of sacular and church 
power, R seemed certain that the folrar of god 
wodd be mrroppsble. 

The mlnions of darkness had a rlm%r pbn, 
though they worked t o w d  far less'noblt WKb. By 
urdting c h m h  and state Into a ~ ~ l l i l v c  
structure, the ofhim ofmnnkind could be 
c d M e d .  The efforts of an lndhi&nl, no mata 
how nobta he or h e  mlght be, Fbukl aaslly be 
countered by the economic, thedogical, and 
poliacal Juggernaut of thls vast Eumpwn empire. 

In the end, n e b  ride was trlwnphmt. L c h  
managed to accomplish some of its goals whlk 
failing In others. With the schlsm that rocked the 
church In 867 and the dlvlslon of Europe ammg 
Charlemagne's three grandsons In 870, the unlty of 
Europe was broken. Over the course of the rn 
century. lmth side8 fully nalired that they hedfailed 

For the followmnofda- and the m h M  d 
the Red Death, thls ww considered only a mhor 
setback. The d L  that they envlsloned os 
domtnaUng mankind could be reposltloncd and 

I 
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reforged. ?he menace of the qabals became 
obvious, however. The Red  Death MW that it had 
serkusly undarestlmated the ability of men to 
discem and dirnrpt Its plans. 

plans aliowed tham to make somc vttd 

Improved undemtandIng of the enemy. Not since the 
destruction of the ilbrary at Alsxandrie and the 
scatterlng of The DaAance had manklnd lndentood 
the notun of Ita greatest foe. Now, with dl that the 
shadow orders had b m e d  over the last few 
centurles, the gabas saw clearly thet they faced no 
earthly menace. With this information, they began to 
plan again. 

For the shadow orders, the partial faHuFe of their 

ObSWatblE .  Tke moSt hnportSnt Of these Was M 

The %ne Crack 
ecognI?.ing the h a r d  ofthe united rhdaur 
orders, the sgents of darkness began to fwu 
thelr attention on thls great threat to theIr 

things Infiltrated and mscked the qabals. Countless 
new t e r n  appeared, each c r a m  @ evH hands to 
fulfill a specific mission. Once their tasks were 
completed, many of these things faded end 
vanished. Others lived on, and sadly, came to be 
quite prolific. 

One by one, the organhations that had come 
together under the wiae guldance of the wizard 
Merlln centuries before became dlstrustlul of thelr 
allies. The qabals were reminded of the legenda of 
the days after the destruction of The Detlance, when 
each qabal trusted none but its own. 

worked for was lost. By the close of the 10th 
century, the qabala existed In as much fear of each 
other as of the Red Death. Wlth surprlshg npldlsy, 
groups that had been strong defenders of d) that 
WM good and right dipped over the edge snd fell 
under the subtle controf of the Red Death. 

With the passing of the Ant mlllennium A.D., the 
firat Crusade marked the beghIng of centuries of 
conlllct betwoen the pndominatly Chrlatian states 
of Europe and the largely M u a h  Arab nations. Had 
the q&nb stlll been a unUlsd h e .  they might have 
PFGWnWd thee tcrrfble ChrheS. In thelr disrupted 
m, however, they cwld bmlng. The C d s  
and all the wfferlng they brought to Europe and 
Arabia went unchacksd. 

ri m h r .  llm@mut the world, dark and dnstcr  

Eventually, all that Merlin and hls peers had 

hecrclsat.of.thcRedDcsUik.~.hrq*kar 
many and vsrieh:Scnm, rueh asw.ghwl- 
and w e m w o N , & l k t h e . n @ & & X a d ~ ~  

Innocent and.he#pbmb. Ohn-the 
and rakshasa, for hslancs--movt abmtduhg- 
day, taw the fonn of mortal nun and lrvcg hbiw:, 
Into despair and ulthote dewwtkm. 

have weakneuw as W. A pmpdy &ucam&& 
prepared mortsl can face these c- m. 
With luck, wisdom, and faith, a mertd cam trlunph, 
and in at least a minor way, Wwback -,- 
darkness that is the Red Death. But khiin’&&h of 
the Red De& lwite in W r  dforu as they have 
done at a k w  ahmtegk polnts In history, mMkkg 
can do uak more than &and hcrpiersryby and& 
for the powas d&tkmesto.wur. 

the AnMan and European worlds, a ncw nwn&w 
o m .  Delivered from eastem Asia and the ortsn(; 

Each.typcofmhlonh.Itstcrrlbb.~,buteH 

Whlh the crwode!i walked to u l p i t m ~ @  ,. 
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qabal. Thls Is probably untrue, of course, for it 
seems Impossible that such a group should evoke at 
thls the  without the ptrunw of at lesa one h e r  
qabal. Some evidence indicates that thls 
organlratlon was formed by one of the Red Death’s 
own minions that tumed upon I t s  evil master and 
sought to save manklnd hwn the almost certain 
desolstlon that loomed In its future. 

Whatever Its roots, The Phoenlx rose wkh great 
speed and was almost single-handadiy mqxmible 
for sparking many of the most lmpnsslve feat8 of 
the early Renalssence. It Is possible, although far 
from proven, that many now-famous people, 
perhaps even Leonard0 da Vlncl, were Important 
members of thls order. 

and power of The phoenix went wlth It. They 
recruited the flnest, most noble minds of the time 
and formed a powerful coalltlon Intent on the 
reformation of a wpenUuoUs world and the 
eknlnation of evil. 

The Phoenix WM not without enemies, of course. 
Both human end supernatural forces strove to seek 
out it6 agents and de-y the order. Perhaps the 

As the Renaissance infiltrated Europe, the agents 

most lnbnous ofthen opponent8 was v*d the 
impakr, who made counties8 terrible peas with the 
Red Death snd k a m e  not only the Rhrce of 
Walachia In 1456, but upon his death, rose to 
become the father of dl m&em vempka,  olhcr 
emmien, lncludlng the flend who moved among 
humanity In the guise of Nlccdo Machiavelli, battled 
membcn of TtK Phoenix andanntwtly brought 
about the collapse ofthat order. 

the contrlbutlons of The Phoenix to the survivd d 
mankind end the ctemel war ageinst darkness 
cannot be ovarstaed. At a timc whar even the 
strong& of the shadow ordm were all but crippled 
by the chaos that ravaged the world, thls my.tcrkus 
order may welt have pnvnded the sbsdute 
corruptton of the b a n  race. I Although it survived for onfit a few htmhd ycsn, 

The New World 

C F or the Rrsr dfeartha thls enclent evil fed upon, 

s the tide of the Renaissance swelled through 
Europe. the efk&ofthe Red Death wem 
g m A y  hampered. Ancknt hal 

II I 
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The Enliqhtenment 
he middle of the l&h cenhny MW a powaful 
mwement arise In Europe and her cdonles. T Known slmply as the Enllghtcnnnnt. this 

awakenlng seems almoot certainly to have been the 
cubnlnatlon of the efforts of thm united qahls. 

1 Known lndlvldually as the Alliance, the Sockty of 
Keepers, and the swertrood, these orders jolncd 
together under the sigll of the Enllghtened. 

Many of the l e a k s  of thls organirsuon were 
scientists and philorophers. Their beUef was that the 
keys to endIng human 6uNerhg lay in conqucrlng 
Ignorance and superstltlon. To that end, the 
Enlightened began to assembk vaet Ubrarks and 

* attempted to qunntlfy all that they could. Every 
aspect of human thaught and behavlor was 
examined canfully and every element of human 
hlstory sorutlnhed. Among the most influantisl 
members of this qabd were the French philosopher 
Dlderot, who worked diligently for over a quarter of a 
century to compUe his great encyclopedh of all 
humm knoddge, and Dcscartcs, whose 
understanding of the lmportsnce of contemplaion 
and thwgMfulness laid the groundwofk for mueh 
that was to mme In tha next hundred years. 

of the Masque ofthe Rcd Death campsign. The 
OrgMLCationitlelf is SUI said to Uist in Francc and 
the surrounding countha. Its current mambershlp is 
u n k m n ,  but given the group's preference for 
members of the htdllgencla, it Is not unlikely that a 
clever and hduatrious gmup of adventurers could 
locate and contsct the Enlightened In the evmt of 
extreme need. 

I 

Tha work of thb pat  qabsl survives into the tlm 

The Dark Side 
s the agents of the Enlightened and the scores 
of unknowing followers they attracted spread 
their philosophy through the world, the forces 

of darkness did not rest. While the natlons of Gothic 
Earth appeared to openly embrace the prlnclples of 
education, philosophy, and human compassion, the 
evils that had so long haunted the night set about to 
weaken these plllars of the Enlightenment. 

In the dark comers of Eastem Europe. sinlater 
creatures of the nlght like the vmphe and weremlf 
haunted the dreams and ltves of the innocent. On 
the high seas, spectral vessels appeared out of 

A 
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n Masque of the Red 
Death camplgns, as 
In standard R A V E N L ~ ~  
campaigns and all 
ADED 2nd Edition 
games, characters are 
deflned by slx 
numeric ratlngs called 
abflftg scores. Only 
sUght differences exlst 
between the way 
these scores are 
typically used and the 
way they a n  used In 
Masque campaigns. 
Refer to the rules 
govemlng ability 

scores presented In the Player's Handbook and 
DuNOEON M A S T d  Gufde. The changes for rules in 
the Masque campaign wlll be ldentlfied in the 
rulebook you are now holding as the explanation of 
game mechanlcs proceeds. 

Generating Ability Scores 

I 

d. unnkathsbrplalAD€iDgame, invhwl 
d u A . L l c w * C l i s . r m a d t a f r a @ r e 8 t h e ~ ~ t o  
hdRyth=l&kgard,PhYcrs:inUW&WC 
Earylselub#arrrjruch morawuordlrraryhunM 
MW.. 

Method VI deadbed In the Playcts tkndboDk To 
review, a character autonutlcally receives a wore 
o f ~ ~ ~ t 3 h  of the a h  ObWy scores. The pkyw 
thn rcil* men six-sldcd dice. The rerutting 
nrntban are added to the base scorc. a@ the player 
chtmes, wlthin the parametem of thahres  rules 
that louow. 

1. The points shown on any one dle must be added 
to a single -. Thus, If a 5 is rolled, all 5 
p h t s  must be added to a singk a b w y  score. 
Thc 5 could not be used to add 3 pohcs to me 
ablllty score and 2 points to an-. 

2. Any number ddke m y  be addsdto a slngk 
Iban, score, but no scorn can be raised above 
18. Conversely, a player may kctdc not to add 

Character o m  are rolled according to 

any polnts to an ability score, allowing the 
chanacr bD be#n the game wltha score off 

3. AnysMltyscoreof18mustbemachedbyexsct 
count. If mmrd  &e areused to invasscone 
abUlty withe number of 
would kmasetheabllity score bsyond48, ORC 

dle must be excluded from the total. The points 
beyond 18 cMllot simply be ignored. 

en the dice 

he Masque of the Red Death campaign eating 

these are described briefly In borh the player's 
T- m e b  etdcmsive use of ablllyl ck&s. While 

H a n W  and WEON MASTER Gufde, some 
players and DMs may not be famfllar wlth thls 
prucedun. A q u k k  summary followS. 

An abmty check is used to determine whether a 
character succeeds at an important feat. The 
Dungeon Master decldes when an ability check is 
called for, and chooses an ability that is nost 
relevant to the actlvlty. 'he player sbnpl~ ~ I I S  a 20- 
sideddle and compsreathe roll tothe SMWy wore 
being teated. If the mll Is equalto or kaa than the 
ability score, the check Is successful. 

, Dr. BanedM Chase has bean 

*kspto&a ortwrtdc. 
& b r a  Dnterky check. Cha 
Makkddk, wl(h a multof 8. Fib--,- ir 
13, and therefon, 

. .  

,rb mentioned earl*r,.the Masque 
c&nplgn d n g  us+&t+ri. ablllty 
the standard ADED opabpl.%re are, hmtwm, a 
few differences in thew',- scorerq+&td in 
the course of play. m f&towhg sectkmru1 dlscuu * hm muldaa(bM. .' t".&.'.. 





hrnctlons as In the standard M E D  game and is 
usehd to note on the character r e c d  sheet. 

Bend Bars/Llft Gates 

described as feat officeptfonal Strength. It is used 
in the same manner as in the ADED game. Abillty 
checks should be used for most tests of physkai 

For use on Gothic Earth, this entry might be better 

~ Strength. A bend barsfllft gates roll should be 
1 reserved for only the most heroic of situations. 

Dexterity measures both hand/eye coordination 
I and natural agility. For characters on Gothic Earth, a 

world in which handguna are not uncommon, the 
Dexterity score also provides an indlcathw of 
general marbmanshlp. Dexterity is the prime 
requisite for ail tradesman characters. 

Reaction AdJustment 
This rating serves as an indication of the 

character's quickness of actlon In a surprlse 
situatlon. As in the ADED game, it modiks  the i surprise roil made at the start of some encounters. 

M W k  Attack Adustment 
This modifier retlects the accuracy with which a 

character can make missile attacks. It Is used wlth 
I ail rolls made for thrown weapons (such as spears or 

kniws), m M e  weapons (such as bows or 
crossbows), and firearms (revolvers and rifles). 

Lkfenslue AdJustment 
This rating modifies a character's Armor Class tn 

the same manner as in the standard ADED game. 
, On Qowc Earth, this defense adlustment Is 
I especially important. Since firearms have made the 

wearing of metal armor obsolete, a character's 
Defensiw Adjustment Is vhtually the only protectlon 
available. Of course, it offers protection only agatnst 
attacks that can be dodged, such as a thrown spear 
or a gunshot. If a character is unaware of a coming 
attack and has no opportunity to dodge, then no 
adJustment is made to the base Armor Class. 

ColuWvtkn 
The medical sciences of Gothic Earth a n  far 

superior to those on other ADED game worlds. Stili. 
the best way for a character to avold de& is to be 
reairtsnt to injuries and l i tne~s.  Thfs qudlty is 

I indicated by the Co- score. ConstMkm is 
important to all characters, and is not a prknc 
requislte for any slngb class. 

I 

~ 

Recall that a character's tnftlsl Caatirutlm score 
indlcam the number of tlmes t h t  flre character 
may be succeddly nsumcted if killed. H o m e r .  
such things happen so infrequently on Gothk Earth 
that thls rule will rarely, if ever, be needed. 

Hlt PdntA$/ustrmnt 

health is Judged by hlt points. The Conrwutlon score 
plays an important pat In the determhratlon ofthe 
number of hit points an lndhrldusi has. 

Only soldiers a n  entitied to a bonus of +3 or 4 
hlt points per Hit Dk. AI1 other characters a n  
to a maximum bonus of +2 points per Hit Die. Refer 
to the descriptions of indlvidual Character Classcs 
for further explanation, 

Sgstem Shock 

settings make fairly frequent use of this rating, the 
types of events that call for S y & m  Shock chocks 
are far less common on Gothic Earth. SUII, they are 
not unheard of, and this number is important to note 
on the character sheet. 

R c s u m  Surolwl 
As mentlrmed, e chraaer's Inltlsl ColllltlMbn 

score serves M a maximum limit to the number of 
tlmes a character may be resurrected fr0q-1 deah. 
Similarly, the Resurrection Survhrsl number 
indicates the percentage chance that a charcyctar will 
survive such a physically traumatic exparkncc, even 
though rasumctions are far lesr c q m  on Gothic 
Earth than In other campaiqn worlds. 

iwszm saw 
In addition to the myriad toxlnr found In nrrturr. 

the chemical sciences of the 1890's provide 
countless poisons unheard of in previous centwks. 
For that reason. a character's natural resistewe to 
toxic substances, as indicated by the Polson Save 
number, can be quite important. 

As in the standard AD&D game, a character's 

While characters In tradithwal AD&D gamc 

Regemtron 

traditional ADCD gmnes. Noml human characten, 
are not able to qukkly regenerate lost hlt pdnta. In 
some crrstum-genmally, the evil entitle8 that 
heroes will be called upon to conhnt--thls wper 
heaUng is taken for granted. 

DaMgc c a d  by Fin 01 acid ls sbaat never 
healad bymgenemtim. T l t b  berpsdug.lrnpatsnt 

The w e  ofthls rating io identical toils we In 
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Loyalty Base 

on the character's Isadershlp. It is as importan( on 
Gothk Enrul ar it is In other game wdds. 

Reactlon AdJustment 

reaction to the character. Thls adjustment Is 
unchanged from the ADGD core rules. 

modeled after the ADGD game classes of warrior 
and rogue. The other two claaseeadept and 
mystlc-are dlstsntly related to whrda and priests, 
their ADED game counterparts. 

general rules that affect character creatlon are 
discussed. These rules explain some of the ratbnale 
that affects the character classes, and detail some of 
the differences from the ADGD core rules. 

Weapon and firnor Restrictions 
in the standard A N D  g a m ,  eharwtsrs m 

eerily reccgnked by the weapons, armor, and 

avaltabtilty d Rrcamrs on GotMc EMth har all but 

This score modlfles an NK's basic morale, based 

Before describing each class in detail, 

Thls bonus or penalty modlfles a stranger's lnltial 

Character 4ace 

j 
ethic Earth is not blessed with the great 
diversity of humanoid and demihuman races 
found in tnd)tbnat game work%. Humans are 

equipment they employ. The widespread use m d  I the uncontested rnastss of this world. Thus. all 
player charackers in a Masque of the Red Death 

G 
campaign must be humar. 

exbthrg on Gothic Earth. If such races exist, they wlH 
1 not be enauntend in great numbers or in proximity 

to human settlements. An expedition into the rainy 
fonats &?he Pacfflc Northwest rdght ahnnbk 

I a c m  an enclave of elves or hafflings fighthg to 

exprorins a kmg-forgotten diamond mine In southern 
Africa might And itseff suddenly in the mfdrt of a 
secret colony of dwarves or gnomes. 

Still, these wondiour creatures a n  so rare that 
they may as wdl be conadered monsters. The sight 
ofm elfon Oothic Earth would be no less a s u m  
to Its cltlzens than the slght of a vamplre or ghoul. 

Thls does not prohlbk ekes  and dwarves from 

SUrvIve and remdn hlddm fmnmsn. A tesm 

~ The late 1800's was a time of n a t i o n a h ,  
explorothm, end colonhstlon. It WM the dayn d an 
age of scient& wonders unlike any thathad come 

~ before. With thoss ekments in mind, a c h o r a ~ . ' s  
ancestry and origins become extremtty M, 
When cresting a c h a r m  @ okklc Earth, a 

eliminated this dWerentIabn. Large melee weapons 
have fallen out of use In favor of the accuracy, 
range. and portability of flrearms. Metal armor Is 
obsolete as a result of its ineffectiveness agahnt 
bulkts. Har~dguns. uniike wonts, bows, and othu 
weapons rrqulrlng trainins and practice for afkcwIs 
use, are usable with nssonsble mccess by pmonr 
without h a l  trsintng Thus, no rcdrietlons b a d  
on character class are placed on the use of weapons 
or annor. 

Fdbwers 
in the ADED game. chrnsctcn at  rpcdRkd lntdr 

begin to attract f o h m  Qn Oahk !Zmh, Wuk 
Is not used. Iyc chsractar ls #Jswrned to smact 
foilowera rtrnply because d e~prienee kwal. 

The four character classes on Gothic Earth an 
open to persons of any alignment. No alignment 
restrictions are placed on the classes or.kIts that a 
character may choose. 

all the normal penalties associated wlth such a 
transformsuo~ In the stadard ADED gome rules. 

Characters who undergo a shifl in a@mmt wffer 

L Multi- and Dud-ctass Characters 

OftheRSdDcath gemsmehumen, rnultr-cksed 
charactcn are not &owed. Ifa Dungeon Master 
brin(i. pt.ycn into c w  w#h Qmihumn r a 8 ,  

Becaw allofthe duracteraplayedinaHssque 
Character Clsssa 

OUT drsrsc ta  &wes an avd.ble r~ 3- 

characters In Miwque of Ihe Rsd h@h.Twe of 
the-ldier and tradesman-are cbseiy 



the d a ~  and race cotnblnatlcim allowed by the 
Player’s HandBodc mlght be ancountarad. 

class characters as deacrikd In the phyer’s 
Handbook and D u m  Wmm Guldc. All rules and 
restrlctlons pnscnted In the A N D  core NIGS apply 
to dual-clsssed charactcrr on Gothic Earth. 

pbyer charactm a n  allowed to become dual- 

I PmFicicnciaS 

Adventures on Gothlc Earth are most realistic 
when prnficlenclcs are used. Many of the bask sklds 
essoclated with character classes (such as tl thkf‘s 
backstabblng ability) en treated as pmfklenck. h 
Masque of the RedDmth games. DMs and phyera 
who a n  no( fsmlliat wkh these NIGS should reed 
them before gencrsthg a Gothic Earth character. 

ehaMlcter 
Character k b  a n  rpcdal tanplates that can bc 

used by players ta customhe thelr Cksreciers. The 
we of character kitr la optional, but it is encouraged. 
A Dungeon Master WUI fInd that the kits included h 
thcacntks,aowellasanykltatheDblorplayem 
Invent, will glve the campaign added spice that can 
result in better role-playing. 

An example of a character kit is the Sailor. which is 
a type of soidler. A player who opts to play a Sailor In 

iathBkkUmengenersttngthccharactcr. Sucha 
character will have cerWn edvantages when udatak-  
ing nautlcsl advartuns (such (IS avoldhg sesslckncM 
or being abk to navigate by the stars), and wlll suffer 
m e  restrictions in other escapades (&pa kkhg 
sklll in et!quette). These bormses and penaltks ususlly 
balance cut Over thc coume of a campaign. 

the MasgucofuleRfdDmtb campaign unea the Ntea 

The adept character (Gothic Earth’s closest 
approximath to a rwlrard) is not wwmed to 
spcldlze In a school d m@c. If the DM plbhes to 
permit players to become Specialists (as described 
in the h g e r ’ s  Handbwk). this may be allowed. 
Common sense and a canful nvlew of arallaMe 
spells should dictate the scchods open to such 
characten. kr sdeprnecmmmcu is not Mkdyto 
resist the power d the Red Death for very lone; an 
abjurer might ba awlusMc sddttbn tm acampabn. 

S i n t c a d l t l a r d ~ , & o b n C t s n  
h a v e a . p s e l R c d a @ m e n t . I n ~ a u  kyat alignment, players should keep a few 

important things in mind. 

government and colonial sxpanskn. whuc In 
circles, talk of anarchy and revolution is 
Indeed are the truly chaotlc souls w- 
PUrsUlt to these goals. 

Overail, dmdkch 
Earth. A -who 
character ta advlvd 

First, 1890 is a umc oflaglslative sndjudickl 

culture, psmep fiom tha Artlarlcsn we  orthe 
frontiers of the African Cdar*r. 

Second, evil acts damand capdul-. 
In general, ~CMM who act h an e*umamrsdy 
b e m m . s e n m k . d m c i e t y . G u c b p r s s a a  
unMkdykYbevlaMtSCnFurthamaa:l#ch 

would wield magkwkh m n d  hearc nutthe risk d 
transformin(lintofculnrlnioarofthesbdD.*h~ 

an evil chsracter Is not recorn- h *ql 
A N D  game envlranrsnt, t b eqmAdly 
dlscouragsd In the Gothic firth w. Tha 
nalnfmsof theRwlDeath .rr tmywkar, mctm 
wttl act qukkiy to mcrukothsn y d o ~ ~ d  

myamfousordtn. 

(sa0 chapter v: h g k ) .  m )wt .**-d 

At Rrst glance. these guidelines might scam 

players knoar that 



Soldier 
AbUlty Score Requirement: Strength 9 
Prime Requisite: Strength 

thought of as the hems who spend nearly every 
waking hour tralnlng for battle. Although such 
warriors are not know on Oothk Earth, prdcsshal  
soldiers are found on every continent and in every 
culture. Soldiers are nearly identical to warrlors, but 
a few bask dlfferences must be considered. 

Hit ?oink 

Soldlers roll Id10 for starting hit points. (The 
result of thb dl may k modifled by the 
Constitution bonus and may be increased by M 

many as 4 polnts. Refer to Table 3: Constltutfon in 
the player’s Handbook.) 

At each additional level up to and including the 
9th. M addMona1 d10 Is rolled, modified by the 
character’s Conatltutlon bonus If appropriate. That 
result Is added to the hlt point total. After the 9th 
level, the character no longer rolls for hlt polnts wlth 
each new level, but gains 3 points per bel .  
ConstJtution bonuses do not apply after the 9th level. 

b e d  fidvancement 

for determining experience level, just as in the 
ADED core rules. This table Is reprinted at right for 
convenlence. Thus, a soldier attalns the second level 
upon earning 2,000 experlence points, and 
advances to the thlrd level aRer accumulatlng 4.000 
experlence points. 

A soldier who has a Strength score of 16 or 
greater receives a 10% bonus to the number of 
experience polnts that the DM awards. This allows 
soldiers with high scores in the prime requisite to 
advance In level more rapidly than thelr peers. 

Members of the warrlor class are most commonly 

A soldier uses Table 14: Warrfor €rperlence Lewls 

ving Throws and fitbck 

soldiers calculate saving throws and attack rolls In 
the same manner as fighters In the ADGD core rules. 
Saving throw numbers appear In Table 60: Character 
Saolng Throws in the Player‘s Handbook. Attack 
rolls, also known as THACO, appear In Table 53: 
Calculated THACOs in the Player’s Handbook. 

Specialty Weapons 

games, soldiers we not permitted to speclaliza in the 
use of favored weapons. The degree of devotion and 
training required to so fully master a w ~ p o n  Is not 
consistent wlth llfe on Gothic Earth. 

proficiency Slots 

a career wlth four weapon proficiencks and three 
nonweapon pmficlencies. One additional weapon 
and nonweapon proficiency slot Is gal& wkh every 
thlrd experience level attained. Whcn using a 
weapon with which he Is not proficient, a soldier 
suffers a -2 penalty to the attack roll. 

l ike paladins and rangers in traditional ADGD 

l ike a warrkr In the ADCD game, a wldlcr begins 

As b d d l e r  increases in level, he gains the ablilty 
to make muWpkattacks per combat round. Thls b 
played In a manner identical to the ability of flghmn 
In the standard A N D  game. 

Soldier Level Attacks per Rwnd 
1-6 1 per round 
7-12 3 per 2 rounds 
13 and above 2 per round 

Level Exp. Pts. 
1 0 
2 2,000 
3 4,000 
4 8,000 
5 16,000 
6 32,000 
7 64,000 
8 125,000 
9 250,OOO 

10 500,000 
11 750,000 
12 1,000,oOO 
13 1,250,000 
14 ~ , 5 0 0 , ~  
15 1,750,000 
16 2,000,000 
17 2,250.000 
18 2,500.000 
19 2,750,000 
20 3.000,800 

Hlt Dke (d10) 
1 
2 
3 
4 
5 
6 
7 
8 
9 
9+ 
9+6 
9+9 
9+12 
9+15 
9+16 
9+21 
9+24 
9+27 
9+30 
9+33 - 
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Adept 
Ability Score Requirement: IntelHgence ! 
Rlme Requisite: lntelllgence 

A5 mentloned prevbusly, magic is all but 
unknown on Qothlc Earth. Stlll, a few individuals 
have secretly kept alive the ancient knowledge of 
spellcasting and magical lore. While many frauds 
might claim knowledge of the arcane am, truly 
talented people are few and far between. 

Elit Points 

Adeptsrotl ld4togeMfitestaNnghitpOlnts.(ThL 

adepts are limited to a maximum bnua of2 hltpohrcl 
rdl C M  k -by (I CUUthtbn barrrS, but 

per level. Refer to Table 3: constltu&lon in the phycr’s 
Handhmk.) At each addltionsl level up to and lnclud- 
ingthe 10th. MI add[tknsl d4 is rolled, mediRsd by the 
chamcter’s ComtlWm barmo tt a- Th.r 
&isad&d0fhehit~pdhrtl.AAsrths loth 
level, the character no longer rolls rOrhllpOmr with 
each mw level. but galns 1 point per level. Constku- 
thm bonuses do not apply after the loth level. 

Level Pdvancement 

h p t s  use Table a: wiwti -ace LW& in 
the player’s Handbook for determlnhg experknce 
levels. This table is repInted at @ht for convenlence. 
Thus, an adept with 2,500 experknce points Is con- 
sided 2nd level. An adept who has an lntelllgence 
score of 16 or greater recelves a 10% bonus to the 
number of experience pointa that the DM awards. This 
allows adepts with high acne8 h the prime nquiske 
to advance In level more rapidly than their peers. 

Saving Throws and fittat& I$Us 

Adepts calculate saving throws and attack rolls In 
the same manner as wirards In the ADGD core ruks. 
Saving throw numbers appear ln Table M): Character 
Saulng Thmws in the player’s Handbook. Attack 
rolls, also known as THACO, appear in Table 53: 
Calculated THACOs in the player3 Handbook. 

ProFiCiancy slots 
An adept begins a career with two weapon 

proficlency slots and Ave nonweapon pFoRclency 

Adepts are the only charaaarS able to laam mkwd 
spells on Gothic Mh. When fbrr cresb&q 
has the ablllty to cast only the canttip, ddsct 
and redd Inaglcspedls, whlkttlbnmy rcnra llks 
nothing to an clrpahnal AO%~garne mer, 
repreatma M hmffalv311woE(he 
supamrtuel on o w  Esrth. 

ho-, may be fukpdW@mr.rJllkclg 
Ulbchmaacr dldlomd yi lhls- Ldllaub: 
In greater de4aHMsr hth* but% fmaptuvr 
Msgk). 

fidept Expwience bevds 
Level 

1 0 t .* d r  

2 2 , m  2 
3 5,000 3 
4 10,000 4 
5 20,m 5 
6 40,000 6 
7 80,000 7 
8 90,000 8 
9 135,000 9 
10 250,000 10 
11 375,000 10+1 
12 750,000 10+2 
13 1,125,000 10+3 
14 1 , 5 0 0 , ~  10+4 
I5 1,87~Wo 10+5 
16 2,2%3,000 10+6 
17 2.625.000 10+7 
18 3,000,000 10+8 
19 3,37s,000 10+9 
20 3.7s00,000 10+10 



Mystic 

Prime Requisite: Wisdom 
Ability Score Requirement: Wisdom 9 

While some intellectuals cloister themselves and 
devote their lives to meticulous study at the cost of 
real world experience. members of the mystic cia88 
tend to gain the majority of their knowkdge from 

worldly, hardy folk, nearly as  stalwart as  soldiers. 

Elit Points 
Mystics roll Id8 for starting hit points. (The result 

may be modified by the Constitution bonus and may 
be increased by as many as  2 polnts. Refer to Table 
3: Constitution in the Player's Handbook.) At each 
additional level up to and Including the 9th. an 
additional d8 is rolled. modified by the character's 
Constitution bonus if appropriate. That result is 
added to the hit polnt total. After the 9th level, the 
character no longer rolls for hit points with each new 
level, but gains 2 points per level. Constitution 
bonuses do not apply after the 9th level. 

.systematic studies of the universe. They are a 

Level Pdvancement 
Mystics use Table 23: Prlest Erperience Levels in 

the Player's Handbook for determlhg experience 
levels. This table is reprinted at right for convenience. 
A mystic who has a Wisdom score of 16 or greater 
receives a 10% bonus to the number of experience 
points that the DM awards. This allows mystics wlth 
high scores In the prime requisite to advance in level 
more rapidly than their peers. 

Saving Throws and fittack (011s 
Mystics calculate saving throws and attack rolls in 

the same manner as  clerics in the ADGD core rules. 
Saving throw numbers appear in Table 60: Character 
Saulng T h k w s  in the Player's Handbook. Attack 
rolls, also known as THACO, appear in Table 53: 
Calculated THACOs in the Player's Handbook. 

proficiency Slots 

and five nonweapon proficiency slots. A mystic 
gains one additional weapon slot with every fifth 
experience level. A mystic gains one additional 
non 

A mystic begins with two weapon proficiency slots 

3n slot at every third level. A mystic who 

uses a weapon wlth which he is not proflcient suffers 
a -4 penalty on the attack roll. A mystic must 
devote at least onenonweapon slot to Spiritcraft. 

spen use 
Mystics are the only characters able to learn 

priest spells on Gothic Earth. Like adepts, they have 
spent many hours in the study of lore thought to be 
forgotten or mythical. The magic they have 
mastered: while insignificant in terms of standard 
ADGD games, represents the command of powers 
few mortals would dream of on Gothic Earth. A 
mystic begins the game with the ability to cast 
bless, detect evll, and defecf maglc. A mystic who 
wishes to master other spells must seek them out 
or invent and research them. Both processes are 
difficult and dangerous. information on the use of 
magic by mystics is found in Chapter V: Maglc. 

Turninq Llndead . 

afterlife enables'him to focus energy and turn 
undead, following the rules in the RAVENLOFT 
Campaign Setting. A mystic derives this power not 
from great faith in a deity, but from knowledge and 
experience of undead. 

Mystic Experience kevds 
Level Exp. Pts. Hit Dice (d8) 

A mystic's knowledge and understanding of the 

1 0 1 
2 1,500 2 
3 3,000 3 
4 6,000 4 
5 13,000 5 
6 27,500 6 
7 55,000 7 
8 110,000 8 
9 225,000 9 
10 450,000 9+2 
11 675,000 9+4 
12 900,000 9+6 
13 1,125,000 9+8 
14 1,350,000 9+10 
15 1,575,000 9+12 
16 1,800,000 9+14 
17 2,025,000 9+16 
18 2,250,000 9+18 
19 2,475,000 9+20 
20 2,700,000 9+22 



Chapter 11: 

Yradesman 
Abillty Score Requirement: Dexterity 9 
Prime Requisite: Dexterity 

Tradesman characters make up the majority of 
the worlds population. Comer merchants, laborers, 
and all others who make the civilization of Gothic 
Earth run smoothly fall into this class. The class also 
includes those few individuals who opt to make a 
living through the pursuit of crlminal activities. 
Characters with talents similar to the rogue in the ’ 
ADED game also qualify as tradesmen: 

tiit Po 
Tradesmen roil Id6 for starting hit points. (The 

lFsult of this roll may be modlfled by the 
Constitution bonus and may be increased by as  
many as 2 points. Refer to Table 3: Constitution In 
the Plager’s Handbook.) 

At each additional level up to and including the 
loth, an additlonai d6 is roiled, modified by the 
character’s Constitution bonus if appropriate. That 
result is added to the hit point total. Aher the 10th 
level, the character no longer rolls for hit points with 
each new level, but gains 2 polnts per level. 
Constitution bonuses do not apply after the loth 
level. 

fidvancement 
Tradesmen use Table 25: Rogue Ekperlence 

,euels in the Plager’s Handbook for determining 
experlence levels. This table is reprinted at right for 
convenience. Thus, a tradesman with 1,250 
experience points is considered 2nd level. 

A tradesman who has a Dexterity score of 16 or 
greater receives a 10% bonus to the number of 
experlence polnts that the DM awards. This allows 
tradesmen with hlgh scores In the prime requisite to 
advance In level more rapidly than their peers. 

Saving Throws and Attach Rolls 

In the same manner as rogues in the ADED core 
rules. Saving throw numbers appear in Table 60: 
Character Sauing Throws in the Plager’s Handbook. 
Attack rolls, also known as THACO, appear in Table 
53: Calculated THACOs in the Phger’s Hi 

Tradesmen calculate saving throws and attack roils 

Dk. 

Proficiency Slots 
A tradesman begins a career wlth three weapon 

proficiency slots and six nonweapon proficiency 
slots. A tradesman gains one additional weapon 
proflciency slot with ebery fourth experience level. A 
tradesman gcins one addltionai nonweapon 
proflciency slot at every third level. 

A tradesman who uses a weapon with which he 
is not proficient suffers a -3 penalty on the attack 
roll. 

Just as  the art of weapon specialization has 
disappeared in the world of Gothic Earth, so too 
have the traditional Thieving Skills of the ADED 
game. This is not to say that characters are no 
longer able to pick locks or climb walls. These 
skiiis are now handled a s  proficiencies. Complete 
information on proficiencies is presented in Chapter 
Ill: hpclencies. 

Simllarly, the Backstabbing skill is considered a 
nonweapon proficiency for Masque of the Red Death 
campaigns and is also discussed in more detail in 
Chapter Ill: hpclencies. 

Tradesman Experience Levels 
Level 

1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
1 1  
12 
13 
14 
15 
16 
17 
18 
19 
20 

exp. Pts. 
0 

1,250 
2,500 
5,000 
10,000 
20,000 
40,000 
70,000 
110,000 
160,000 
220,000 
440,000 
660,000 
880,000 

1,100,000 
1,320,000 
1,540,000 
1,760,000 
1,980,000 
2,200,000 

Hit Dlce (d6) 
1 
2 
3 
4 
5 
6 
7 
8 
9 
10 
lot2 
10+4 
lot6 
lot8 
lot10 
10t12 
lot14 
lot16 
lot18 
lot20 



I the traditional 
4DED game, 
xoficiencies are 
~Icaented as an 
m a l  rule that 
:an be used or 
gnored as the 
hngeon Master 
hires. M m u e  of 

Trainim 
I 

is 

!he Red Death rules. 
iowever, assume 
hat proflclencles 
Ire used. As such. 
>layem and 
hngeon Masters 
who are not 
acqualnted wlth 

proficiency rules should take &e time to 
become famlllar wlth them. 

Pquirinq Proficiencies 
he process by which a player selects a 
character's starting proflclendes Is T identical to the procedure descrlbed In the 

Player's Handbook. Unless othewlse noted, all of 
the rules presented In that book and the DuriaEOn 
%TSR Guide apply to campaigns set on Qothk 
Earth. 
The tabte below summarizes Information about 

proflclency slots presented in the character class 
descriptions. TM. chart resembles the chart In 
Chapter 5 of the Player's Handbook, but the 
values are adjusted to r 
Earth. 

Proficiency Slots 
W w  --Pori 

Class slots Md'l Pen slots Add'l 
Soldler 4 3 -2 3 3  
Adept 2 5 - 4  5 3  
Mystlc 2 5 - 4  5 3  

c 

Tradesman 3 4 -3 6 3  

In addition to the proflciencles Ilsted, a player 
character galns bonus proficlencies b a d  on the 
lntelllgence score. This Is detailed In the Number of 
Languages column In Table 4: /nteUlgence In the 
player's Handbook, and In Chapter H of thls 
rulebook. 



penalty when urlng a wea 
dated profieicncy. Thus, 
long sword suffers only a - 
pertinent to Gothic Earth. 

A x e s : ~ h a n d a x e  
Bludgeons: baton, club, Rail, footm.n'r fruce, 

Bows: a h t  lone. C O m Q d t e  
~ W ~ h s a v y s n d u p h t  
--..Any**nsvy 

~ , h o n e m a n ' S m a C c , ~ ~  

film: all daggers and knlvcs 

Rlpcs: carbine, Me. repedng carbine, mpeathg ri& 
Shotguns: scattergun. shc4gun 
Slings: sling, staff sling 
Spears: harpoon, javelin, spear, t r i d d  
S h - b a s t a r d  sword, bcoodraord, cutlara, foil, 

.iwP=bbng SwW -, m, Mkr.  
scimitar, short sword 

Weapons that are not categorized above ar : 
considered unique. 

weap specldization 
Thb ability b not waHaMe to pkyar dwacten 

genem:undarM8squeoftheRcdDeafhndss. % 
D~'MsrtsrdWZtyShWthaoptkn*toeasaOt+Rl 
enemyw"FCclthsuchsnsbllky,butthatir 

_-- .. . . .  certolnly M exception to the rule. 
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n general, nonweapon proflciencies are treated In 
exactly the same manner as in the traditional I ADED game. The table on the previous page 

provides a complete list of the skills available to 
Masque of the Red Death game characters. 

While some proficiencies wiii be familiar to 
players of the ADED game, many have been 
altered or renamed. Several new skills have been 
added. The proflciencies have also been grouped in 
a different manner from the ADED core rules, In 
order to better reflect the world of Gothic firth and 
the 1890s. 

Note that each character class has access to 
two proficiency groups at the cost listed in the 
tables. if a player wishes to give a character a 
proficiency outside those groups, such a 
proficiency costs one slot more than the number of 
slots listed in the table. This follows the ADED 
core rules. Each proficiency group will be 
available to one or more of the character kits 
described later in this rulebook. 

l h e a p o n  P & i y  Descriptions 
Although many of the proficiencies set down in the 

original ADED rules are unchanged in Masque of the 
Red Death, several need further explanation or slight 
modification for use on Gothic Earth. In addition, 
new proficlencies need to be fully defined. A careful 
study of the proficiencies table will also reveal that 
some proflciencles have been deleted because they 
are not used on Gothic Earth (airborne riding, for 
example). 

Academkian 
This skill identifies a character who is a trained 

educator and who is familiar with the scholastic 
enviranment. if the Dungeon Master chooses to use 
the rules for training in proficiencies, a character 
with the Academiclan skill can serve as a teachew 
provided, of course, that he is knowledgeable in the 
skill which Is to be learned. If the training ruks are 
not used, the Academician skill can be used as a 
general check whenever an institution of leamlng 
must be used by the PCs to obtain information. 



Agriculture 
Thls protklmcy W b a  a character as a drilled 

farmer. Such a character wlll be able to find work as 
a farm hand far more easily than another character 
might. This skill also bestows a knowledge of 
growing cycles, crop p t s ,  harvest techniques, and 
the like. 

M Y  
Thh proficiency is the supernatural equivabnt of 

the chemistry skill. It provldes a character w#ca 
chance to Identify the effect of magical pcnrOns that 
may be encountered In the course of saenturhg. 
Whenever such an unknown potlon Is hnd, the 
character can spend one turn (1 0 minutes) 
examinlng the ellxir. The DM then makes a 
proflclency check. 

If the check Is successful, the character learns the 
general nature of the potion. The DM should always 
couch the potion's effacts In arcane or mystical 
terms. For htance, a potlon of heallreg might be 
Id- aa "an uncommon cllxlr which is beneficial 
to tke fkrh of heroes." Of course, the WIIW terms 
might be used to describe a potion o/hndsm or 
Strength. 

If the dle roll Is an unmodlfied 1, the character 
exactly Identifies the potlon and muy be told the 
potion's precise elTed. 

If the check Is falled, the character Is unabk to 
identify the potiu'~. The DM can simply l n h  the 
player that the attempt failed. if the die roll is an 
unmodified 20, however, the character misjudges 
the potion and believes It to be something h e r  than 
It Is. If the potion is hazardous or even toxlc, Mb can 
be a crucial blunder. The DM must decide whether to 
descrlbe the misjudged potion In general terms or to 
Identify it as a speclflc concoction. 

A n h i  Husbandry 
This sklli Indicates that the character b cmver~nt 

with both the training and handling of dome&kated 
animals. As such, It canbkns end replaces the swlis 
of Animal Handling and Animal Training In the 
Player's H a n d b o d c  

Dungeon &stern should be aware tlu? the k-I- 
edge assoclatcd with this &ill prlmMfly wrr&l * 

domesticated animals. Attemp4s to tnln mature WHd 
animals drwld suffer a -2 penelty per H i f o k  d the 
creature. The DM m y  adlust this modi&r baaed on 
the age, Intelligence. and k m l t y  of the creature. 

Appr4.h 

d-in the Ffager's hndbodr, Man appratssl 
check iswEcdufu1, the value of an ltan Is 
e s t i m a e d m  10% of its actud value (& 
value is daamIned by the DM). If the roll is Alkd. 
the character's estlmate Is incorrect by 50% of the 
item's actual value. On an unmodlfled roll of 20, the 
character 1s wlldly off In the cstknstlon of the vskn 
(DM'sdstcrmlrutfgl~Onanunmodtftsdrollof 1, 
the character's estimate is WithIn 1% of the SCIuel 
value. 

Archaeology 
In the 1890's. the study of the ancient world is 

very much in feahlon. Thls inc4udcr all topics and 
eras, from the excavation of dinosaur bwm to the 
exploration of tonibs in Egypt. The archacdogy 
profldency Mkates that a chsracter Is fsmllkr not 
only with the study of the part, tut also the 
techniques by whlch such Information k 
acquired. 

- ihlsproRclarcybonlyol lgM)y~hwnthe 

Thls proAclency is simllar to the Gunnay ddll that 
was Introduced In the historlcal reference book A 
Mighty Fortress (9370). It allows a characterto 
o p e r a t e t h e a r t l l l c r y o f t h e p e ~ c a m o n s  
and Gatiing guns. A character who devotes 0 1 ~  dot 
to the study of artlikry Is abteto load, clean, and 
otherwise care for such a weapon, but b not 
suffkiantly ddfkd to actuslly aim it with m y  great 
skill. with the dcvotlm d a Kcmd slot, tkc 
character kcomes a IuNy quallffed 
dlrect the flre of heavy weapons against enemy 
posltlons. 

Altlssn 
Thls skill is basad on the description for Atti&Ic 

Ablilty presented In the Player's Ha-. When 
this proflckncy Is selected, the player must choose a 
specific form of attistk expression for the character. 
Art forms mieM includs pafnung, drmring. .cutptlng, 
need!ecraft, pocay wriUng. or othcrmedis oftha 
player's choke. 

The attiwn proficiency mlght also be combined 
with another proficiency, such as photography or 
weaving, to indicate that the character Is not rnerdy 
cornpatant In such a Reld, but is so &lied as to 
create works of art. 

who m y  
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btronomy 
Thls pmflciarcy l i ~ d k t e ~  a d I d  knawk@a of 

the npWy grow@ rclance of stellar obwwbtm 
Whlle manklnd has watched the stsm for emtw'leh 
a great deal of mystffal low has always kma 
associated with the heavens, to the poia UISr the 
average c#lren can barely dlsthgulsh fact from 
myth. 

Thls skill allows e character to ldentlfy c e W  
bodks and to pmlict upcoming stellar evant. such 
a5 ecltpscs and meteor showera. Charactan wkh th4 
sklll galn a bonus to the Navlgation proficiency, 
addlng a +1 bonus to a Navigation check. 

AWstka 
Thl. PmfkimCy -8 thst the W k a  

a SpedRC sportorrw asUltbasls dthe 
pmfkkncy. The exact kmats &the ldectedspnf 
08 well as the ablllty score upon whkh chadcs witl 
be made. is up to the Dungcon Master. The WI 
should keep in mind that many spa* COMkkrrd 
common on modem-day earth have not yet bcen 
Invented In the 1890's. and others (such as 
baseball) a n  Just starting to become popular on 8 * scale. -- 
wmenlunerormauy assocfatcdwlth rogwbluw 

ThirprdwaRcympkesthe~labUkyofthe 

ADED game. A ohanacr wlth this sklll g a h  a +4 
bonus to all attack rdls rpadewlth rurprlM wlnst 
the opponent's rear. In addltloa. a bedrsrsb i n R h  a 
greater amount of- depwdiag on the 
charactu'rlevs(,aa&awnonthefdknwtagch.rt: 

Chsmter Damage 
Level mmpfkr 
1-4 2x 
5-8 3x 

9-12 4x 
13+ 5 x  

All d the mnnd cMlsldtrstkns an~$mbicUu~ 
laid down In the Pbyar'sHandbOdrappiy 80 

Earth. 
charactem U@ng attsck 00 &aMG 

mh s k l l L . ~ * ~  h the 
mRdboc&. . ., ,, , .  

Biokar 
Whik botany I 

zoology Involves 
Involves the study of all llving things, l n c l w  
humans. A character with the biology rkill w#&vlpau**. 

 inter^^^ themSuch a-chanctar dIU 
a *naAlLknowl t?dgeolp ln t rad~a l - r ) le  

nus to atlarnpg rn render flmt aid far .', 

by the DW, - t 

I 
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formulae. If the character hopes to successfully 
concoct new compounds. an additlonal dot must be 
allocated. The DM must regulate all fabrication 
attempts to insure play balance. 

cumb walls 
TMS pro~ctency repiaces the thkf d t ~ i  oithe ssme 

name. when used successfully, It allows a character to 
scale virtually sheer walls. Characters wlth this dciU are 
able to climb at the MIIN rate as an ADGD gnme thlef 
(see llme and Mwement in the player's Handbodc). 

Whenever a thief character would be called upon 
to make a roll against his Climb Wails ability In an 
ADED game, a character in the Masque ofthe Red 
Death campaign must make a proficiency check. 
When making this check, the DM will need to apply 
the modlflers listed In Table €6: Cllrnblng W@em.  
Since t h e e  are given as percentages, a qukk 
conversion must be made, so that every 5% bonus 
or penalty equates to a 1 -point modifier to the 
proflclency check. Thus, a character cllmblng a crag 
wlth abundant handholds (+40% modlfler) gains a 
+8 bonus on the pmficlency check. 

Clockwork 
A character with thi. PrOAdency is ddkd crth 

small mscbnhms similar to ulose d i n  docks 
and music k e a .  With the right rook the cbracter 
con UR this talent bo construct c k h ,  watches, or 
similar timing mechanhs. 

In a E(UC In which atrap i s i . d r i f r w n  such 
compo-, the DM may allow a char- with thh 
sklil an attempt to d i m  It (possibly with a negahrc 
modlfkr to success). 

The initial allocation of om slot to thlr &ill d h  
the character to maintain and repair dwkm of Ihb 
nature. If new devices are to be deslgned and Mt, 
an additlonal slot must be allocated. 

cobblhg 

Plager's Handbook. 
This skill is unchanged from the derclrptbn in the 

coddne 
Thh skill Is unchanged from the description in thc 

Plager's Mandbcok, 
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Crlmlndogy 

Importance to an adventurn on Gothic Earth. 
Whlle the flrst use of Angerprlntlng in law 
enforcement has not yet occurred. and the FEU wlll 
not be formed for another 30 years, anyone can 
learn much from a careful study of crlmlnais and 
their techniques. At a crime scene, a character 
with this talent will generally be able to notlce 
clues that others may miss (if such clues exist, of 
course). Such a character may also have an 
advantage In working with local law enforcement 
agcncles. 

Dancing 

player's Handbook. 

DemoUtlon 

the Red Dath settlng than they are in a traditional 
ADED game. Characters skilled with the use of 
dynamite and slmllar explosive devices can use 
them to collapse bridges, houses, and other 
structures with great efflclency. Whenever a 
character atanptltoi#t.naxplorive m, a 
prdickncy check must be made to avold mbhap. A 
nonprdiclent character using clcpksivas nad mekc 
an hte&mcechedcwlth a 4 mdller to  perform 
the8asmfe4bt. 

t a  check fob. the w m b e r d  pokas by which it 
was mh.ad hdicates tha aeverl& d the mishap, (10 
determimd by the Dungeon Master. if the check falb 
by only I 01 2 polnts, tor exampk, the charge m y  
anpLy fiu to &tCmate. A rolt rbt  *by 3 or 4 
pdnii might indic&mfomem cotlstemi 
a roll that fails by 5 pObrcl01 more might indicate a 
premature explosion that LJurar or klils the 
character Scttlng the charge. 

Mdltionel Infomath arthe rue dthls 

The study of crlme and i ta history can be of great 

This skill Is unchanged from the descrlptlon in the 

Explosives are far more common In the Masque of 

proRckncy C M  be fand hl the Cambatchaprrrd 
these&. 

Datactpkbc 

the -name. The Dw@mnM.lter kfrwto 
s p p I y m o d u k n t o t h e c h e d c f a r ~ ~ s r  
b a c l p p l n d n o t s o , p h y r i c s l ~  Mdshdlar 
CCWWYtbR 

Thlr prollckncy L s d  h place dthe WefsklU of 

Mwh 
This skUi is unchsngcd from the description h th 

player's Handbcok. 

PrsarlClty  
The wonders of electrlclty are sweeping through 

the wuid d(loUlic Ea&. Hardly a day -by thet 
a new rue is not found bthk recently h a m e a d  
power source. WIth this &Ill, a charecter can 

dependuponekctricltyforulatroperstbn. 
The tnitisl p u r c h a s e o f t h b s k u I d k r s t h e ~  

to undwstand and repalr such machines. tmtchsr- 
actcrWkheStodeSlgnandbUiMdacbicaidevirrs,an 
addltiaMl slot must be a l l d  to the ddll. 

Endunnce 

player's Handbook. 

underrtsndMddesi(lnVsrkus~drimSthat 

This skM is unchanged hwn the de8crIpUa-1 In the 

wn=+w 
A character with this skill is assunedto be& to 

understand, design. and bulld complex mchlncs 
using the most modem advances of 1890's science. 
For the most part, these devlcer wUI be powered & 
stemn englneo or similar mcchsnfsms such M water 
wheels or wlndmllls. Th InW pirchsre of this ddll 
allows a character to MwLI and- compkdc 
mechanbms. If the char 
ad umtmctlon tasks, an a 
sflocatcd. 

and operatlon of electrkatmochhes Wp1 ngd to 
purchase the ElecbMCy @&lmcy. 

esw-n 
Thk skill replaces the Lan&bad 

prdktency. Unless 0thew-k stead 
me tlrse thedot is allocated, the 
pol ldancy~~onfyhonah 
a m s k A p l o ) W r h o W k h M E ~ t O b c  

Persons wlshlng tobe dJu.d b (h lrranukcturr 

dp.chydsmuCfolhat 
asdlrkgM.Idll=d 
b l w h C n h W y  







&odd understand that It nfiects the modem flags of 
the world. mllltary Inslgnia. and various Important 
icons of the 1890's. 

Herbalism 

prclyer's Handbook. 

Hida In Shadows 
Thls skill replaces the thief skill of the same name. 

It is used in the same circumstances as the thief 
skill, replacing the percentage roll with a proRckncy 
check. 

History 

profklency in the Player's Handbook. When the 
proftclency Is chosen, the player must dect a 
spec* area or putod of history to be the 
character's area of expertise. The Dungeon Master 
must approve any choke, and may broaden or 
narrow any selection that may seem inappropriate. 
For example. the history of winemaking In Europe 
might be an appropriate choke; the hlstory of 
Europe would not be appropriate; the history of a 
slngle vineyard In the Burgundy region would also 
be inappropriate. 

It is important to make a diatlnction between this 
sklll and the ForMdden Lore profkkncy. The player 
and DM should read the description for that 
profklency before making any deddons. 

Hunting 

player's Handbmk. 

Jewakr 

This skill Is unchanged from the description In the 

This skill Is simllar to the anclent history 

Thls skill Is unchanged from the descrlptlon In the 

This skill replaces the 
Gem Cuttlng profl- 
ciency described 

ioning of 
Jewelry from precious metals and other valuable 
substances. It otherwise functions as described In 
the player's Handbook. 

jourrmism 

famlUarlty with the business of publishing. t might 
lndkata one of a number of o c c u p a ~ .  a character 
employed as a wrfter or edltor by a newspaper or 
maganlne; a character ding as a h b m  wlta 
or photographer: or a character who writes Rctlonal 
stories or novels. 

govemed by prnRdency checks and the OM'S 

estimate of the quality and I n t e n d  of the work. h 
any case, an unmodifkd rdl of 1 indicates that a 
work is hailed a5 masterful by crltlcs, while an 
unmodified roll of 20 indicates that a work urlll be 
scorned and ridiculed. 

Thia sklll nflecta a talentforwrklng and a 

Attempts by a character to sell written work will be 

Langlu#e, Andent 
When a player selects thls pmflciency for a 

character, a apeclfk language must be chwen. 
Languages that quallfy as m k n t  Include ancknt 
Egyptian, Babylonian, G m k ,  and 5us~mrkn. Due to 
the frequency with whkh LatIn la used on Gothk 
Earth, It may be seleaed aa a modem tanguy. 

Thlr profklency bestows knowlcdgc of both 
written and spoken ekmenta of a langua(le, If both 
exist. For example. a profklency In Eeypbn 
hieroglyphics does not allow a character to 'speak" 
hiemglyphks. 

seems Inappropriate. 

Language, Modsrn 

character Is required to select a s p d f k  language. 
Thls skill allows the character to both speak and 
write the seleaed language. As noted h the 
Anclent Language dwcriptlon, Letln Is consklered a 
modem language on Gothic Earth because It la ao 
commonly used in church services, mcdiclne, and 
science, and is taught almost routinely In 
grammar schools. It is not, however, used for 
conversatlon. 

Markomanrhlp 

a great deal of the  and effort to the mastery of a 
speclfk Rrearm. A firearm must be selected when 
the skill is purchased. A r ~ ~ r k s m s n  may be akllled 
wlth more than OM weapon If a proflclancy dot Is 
allocated for each weapon. 

The DM la free to disallow any language that 

Like the Ancient Language profidcncy, a 

This ddll indicsles that the character has devo(sd 



I____- 

Every slot (includlng the fint) expended on this 
proficiency givea the character a +I bcnw to attack 
and damage rolh when urhgtheadectd  par 
loc Akned Rm if the chsnctar employs Rapld Rra 
the eharacterracehres thebonus toattack db. M 
not to damage dls. Ifen#e#od h PMIC R r e , ~  
bnw tothe sttack ordsmclgc roll is altawad. 

mrony 

manners of con- Inwiving stow, brick, 
cement, and dnllar bulldcg nmtuidn. TMS 
proflckmcy Is rimlbr to the 
proficiency in the player's Handbedr. 

A character with this proRckncy b &Ukd In all 

Medicine 
A character with this proficiency b a physlckn 

who has atknded a medkal rdrad orhas studitd 
closely and for m y  y e w  un&r a skilled 
phylielsn. Such charactcn are wdl vaned In the 
a@ienMc hsding method. of the two's. 

Phyakbns are able ta tend the wcunded, as an 
charwten with the H d l n g  .W. A awceadd 
proficiency cheek by a phyrlci.n, however, restores 
I d 4  hit points. In sdditkn, a physicisn lsabk to 
render Rnt aid t~ any ch.rackr once every 12 haurs 
rather 4kan once par day. 

Characters placed under the care of a phyCkbn 
heal more rapidly thm those ncU caredfa 
doctor. Such characters recover 1 hit poi@ par day If 
engaging in normal activity; 2 hit points per day of 
nonstrenuous activity: 3 hit points par dry of 
complete rest; and 4 pohb per Qy Y placed In a 
hosprtal or slmllsr rnedkd fscllity. 

character grants the character a +2 bonus to MV- 

throws V e n u s  polron (mgtdass of haw the p0iM 
entared the system). If the physician has access to a 
rearorubly cquippcdatmeofmcdlosl wppk frurk 
as a ship's Lnfhnary or doctor's office), thio mall&r 
increases to +3. If care Is gIven in a hospital or 
slmilar facility, the bonus Increases to +4. 

Treatment does not always indicate an inundate 
m e  (or any cure). it may colrrtttulsthe ea- d 
s y m s t h w h h -  hws, POrJtlm, a* 
therapy. Treatmmt m y  rhatanlhc duration d an 
illmas dcpcndlng on the aw&ty of the cbeaw. 

To ac+nhrirter swxeddtmatmmk the phvarSn 
must make a proficiency c b c k  #the phy.ldurhm 

a 

A p h y r i w  to help a poLoncd 

Physklans are able to diagnose and treat diseases. 
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could be made to recall many of the speclRcr of the 
scene whlch he was unable to recall consclously. 

M n h  
Thls sklll Is unchanged from the descrlptlon In the 

player's Handtiwk. 

Mountaineering 

H a n b k .  

MOM Silently 

circumstances as the thlef skill of the same name. 
The percentage roll normally used for the thkf sklll 
Is replaced wlth a proficiency check. 

Muskkn 

player's Handbook. The player must select a 
speclflc Instrument for the character at the thne the 
proflckncy Is chosen. The pmflckncy may be taken 
more than once to galn proflclency In multiple 
Instruments. 

Thls sklll functions as described in the player's 

Thls proficiency Is used In the same 

Thla profklency functions as described In the 

NOvlglUon 
Thls sklH Is slmllar to the description In th 

player's Handbook. 
Navlgsth Is much more exact on Qothk Earth 

than it is in most fantasy campaign worlds. A skllkd 
navigator wlth the proper equipment (mapa and a 
compass, at the very least) can find h b  way a c m  
any stretch of land or KO wlth relative ease. 

open Loeb 

clrcumstances as the thlef sklH of the same MUM. 
The percentage roll normally used for the thlef sklll 
Is replaced wlth a pmflclency check. 

The modt&rs normally applied to the roll for 
avallable took, kck construction, and the Hke M 

applied to thls proRckncy as well. Every 5% bonus 
or penalty to the thlef skill check lndkaten a I-point 
adjustment to the pmflckncy roll. 

Thls pmfickncy Is rwd In the same 

PhoWwhY 

use and repalr of camera equlpment. In addltbn. 
thls talent allows a character to develop 

A character with thls pmfickncy Is skllled in the 

P 
A: . 



i 

I 
j 
j 

! 

i 

I 

i 
I 
I 
i 
1 
i 
i 
~ 

I I 

~ I 

~ 

i 

i 

i 
I 
I 
! 

I 

I 

i 

~ 

i 
I 
~ 

~ I 

~ 

i 

I 

! 

i 
~ 

photographic plates and print plctures If the proper 
equipment Is available. If comblnd with the Attimn 
profkiency, the character can produce photographs 
that are considered artlstlc rather than mmly 
competent. 
The 1890's la a time In whkh the wonder of 

phokgmphy is spreading rapidly through the world. 
Stereoscopes are conrldered stytrsh novelties and 
have enamored the mlddle class. George Eastman 
has recently Invented the Kodak camera that uses 
fllm Instead of glass plates (less), but such 
cameras are not yet commonly available. 

Physics 

forces of nature and the physkal laws and structure 
of the universe. Phyalcs In the 1890's was radicatly 
different from the physlcs d wr modem Earth. 
Concepts of quantum mefhanlcr, molecular 
bonding, and even electrons were unknown. 

and motion, gravity, heat, Ught msgnetlsm, and 
propetties of matter and energy. The physlcs 
proficiency providea a good understanding of 
electriclty and may provide a +2 bonus on attempts 

A character with thls skill is familiar with the 

This proficiency includes a knowledge of forces 

to * (ha.Eka?ty (R ~ . t a I e & i  W.DM 
damm Vhm dppPlxiabc. 

gllmpscs of the future. 
elected, the player &.@8@8 by which 
the character attempts 6- the (irrurr. Possible 
techniques include atrokey, polnv&dhg, tea I@ 
reading, and numerology. 

This proficiency functions in the nme manner a8 
the Astrology skill d C R d  in the player's H m M .  

For the most part, hdhtldustswho practke 
pmgnostteatbn a oothk Earth ara.lrads Q fode. 
They learn nothing from their efforts and know 
nothing of the true magic associated wlth forhm 

a n  assumed to have an understanding d the true 
mystical nature of thelr craft, however, and can use 
thls talent to accurately predkt the future (dibu& 
to a llmltld degree). 

The use of this skill Is not without hazard. &cause 
this ability taps the maglcal energles of the world- 
energies long ago fouled by the arrival d Uw6W.n ,; 
Death-any use ofthbproAciency mqulreea pawem 
check. . .  

Tha chance of faillng a povcrs check is b a d w n  
the nature of the Informaion sought by the 
prognostlcator. If the character seeks only trivlal or 
vague knowledge (for example, will / be luohy-at 
cards th& month?) then the check h . o n t y  a 1% 
chance of failure. An attempt to g l a n  more 
specifk Information (for example, wN1 ourdnttk.:. 
agalnst the uarnpire be wccessful?) ,cordes a 2% 
chance of faflure. More precise questions. if the DM 
allows them to be asked, can result In more. . 

' ' 

telling. b y e 1  chamn,who. laka  twlpalLE*asy 

h-0n-b 
nuiw Inteat 

a m r  is trslned In the c a n  and 
handllng of &s suffering from varying typea of 
mental I b m s s .  This Includes the effects of failed 
honwm madness checks. 
lRJ# PmRFknCy has no effect on failed fear 

checke. haelnformatlon on the use of thls 
proRckncy is found In Appcndlz I//: Aduenturfng on 
OoBhkEarth. . 



mw-w 
Aparson wlth this proficlency has a limtted 

psychic gif& that enables the lndMdual bo detect the 
faint ImpreMicna atrached to items lnvahred in 
traumatlc events. For Instance, if a psychometrlst 
were to attempt a proficiency check on a knlfe that 
was suspeaed as a murder weapon. a successful 
check mlght weal great pain and terror llnked to 
the weapon. If the obJect had no traumatic event 
assoclated with it, or if the roll failed, the character 
would sense nothing. 

In such a case. if the roll is an unmodifkd 1, the 
character will relive the traumatic experience as if he 
had been present at the event. In a severe case, this 
could result in a fesr or honor check or even a 
System Shock roll to avdd death or coma. 

the obJect in qwsUon and spend one complete 
round concentrating on it. 

PugUIsm 
Chsrscten with thls profidency are hlghly akllled 

In unarmed combst. More than one slot m y  be 
devoted to the proficlency, and every slot dedkated 
provides a + I  bonus to the character's attack roll 
when punching. wrestling, or overbearing. Thls Is In 
addition to all other modifiers. 

Quick Draw 
A character wlth this skill is able to quickly aim or 

prepare a weapon in combat. A specific weapon 
type must be c h o m  when the pmfkkncy is chosen. 
Thus, a character may have a Quick Draw 
proflcicncy wkh a handgun, but the proflctency does 
not apply to knivea or clubs. 

More thanom dot may be kvotedtothe prufi- 
ciency. and every slot dedlcated provides a I-polnt 
bonus to the initlative roll when the character reaches 
for the choscn weapon. Since the modlRer applks 
only to a s-e chsracter, that character may need 
to roil Initiative separately from the re& d his party. 

Read Lngua@as 
This ablllty applies to nonma@cal languages that 

originated on Earth. The pofkkncy functlm as the 
thief sklll d t h e  =me name. 

Characters with thls profldency are unable to read 
dead or anclent languages such as BabykmIan. 
languages with magkal powers, and obcurr 
shorthands and arcane script. 

In order to usa thls sklll, the character must hold 

Raad Up. 

player's Handbook. 

Religion, Anclent 

general understanding of ancient religkmslhal am 
no IongerpmcUced openly on Gothk Earth. 
Additbnsl dotr can be devoted b Ulb pmiickncy to 
make a character an expert mthctshbrsnd MI& 
of a specific lost religion. 

This skill tends to provide macabre and unusual 
information about "the dead gods" and slmltar 
slnlrter-clarndhg concuns. Soms d cmsmver 
exists with the Modem Religion profldcncy. 

Religion, Modern 
Thb skllltn abnllar to the ReUg&m pmkienqhthe 

hger ' s  Handkok. It grants a charsctsr a ~arpnl  
famlllarity wlth religlons currently practiced on Ooihk 
Earth. Addltlonal slots may be allocated to s#os, a 
chsrsctertokanexpertinthetangandhlstoryof 
a specific faith. A small amount d crcsaover d r t r  
with the Ancient R d i g h  profickncy. 

This akUl h unckan@ lrom the dsscriptbm In the 

This proficiency provides a character wlth a 

R O P  u.s 
player's Handbook. 

This skill is unchanged h m  the deocripUon in the 

Running 
Thls &Ill h unchanged frwn the darripflon in the 

player's Handbook. 

8 a ~ 0 l r - F ~ h  
A character wlth this skill has the ablltly-lo 

smoothly and qukkly adapt to any dtwtbn in any 
type d Company. A male character suddenly 
confrontad by a pack of angry thugs mlght W e  a 
Savoir-fake check to strike up a c o m ~ t l m a n d  
pass as one dtheir own. A lemslechanchr In the 
same sltuatJon may be able to cham, ha way out d 
danger. Carversely, such chancters can exhiblt dl 
the grece and d l t y  shown in the grw8CaaUaf 
Europe, Pamaps garnering the fhrar(tabka in 
restaurants or the bwt su#as in hot&. 

In addltkm to any effects called b b y  ro*-pt.gkrg 
and M s  judgment In npeclflc shattora. a 
successful Savolr-Aim dl a p p k  a +2 bonus to the 
ReacUMI AdJustment and byalty Bw mcdlfiers as 
d e t d n d  by a chamcter's Chubnu. 
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A character wlth the Savolr-falre p d k k n c y  Ls 
oble toblendlnto a pettlngand kmm cwaotnsby 
obaervlng the natlves. The DM may lmpuae a 
penalty of 1.2, or 3 points to the die roll in cases of 
unusual or obscure customs In forem lands. 

(k.aurubp 
This skill k unchanged from the dcrcrfptlon In the 

Plsyer's Handbook. It raRaas a knowledge d and 
f a m h i t y  wlth the more advnnced types dshlps 
employed in the 1890's. 

set 5- 

player's Handbook. 

5 w w  

Th& &Ill Is rmchangad horn the dem@tkm In the 

ThIs skill Is unchangedhorn the derrlptkn In the 
Plager's Handbook. 

5hth 5aMa 
A character wlth thls prdtckncy Is aennltlve to h e  

p-e of the wpemaunl In #I many 
manlfeatatlona. If auch a character spads me nnmd 
clearlng hla mind and making himaelf receptive to 
the ambient mergks ofthe area, he can amsethe 
p r c ~ ~ ~ a  of spell use snd udesd 01 s u p m u t u d  
creatures. (The DM must &tennine whether a 
creature falls Into this category.) The aenaatkn Is 
only a tlnglhg awareness that supernatural ensleh. 
are new. and glvea no clucastothenature dthe 
energks, but it may provkie a character wlth 
sufikknt wamIng to take spcclal precautbna. 

5P=m- 
Thk M C a n  be ddindbyths ~a?bdpkycrto 

ahnulate any of un wida mmge of tsbnta .vrlbMe to 
chu.ctan In the 1890's. For example. a player 
mlgbt wiahto have a dmmcter who b a dryhd 

blcydhtor msxparhmddwp aea dhrer. h emher 
Case, the DM codd nquka that the physr.yoc** 
spccv wered PrORcbney dot to eeeountlortha 
deIhdtakntWhanthbtldYbaclb&d?uleDM 
must aa@n sreWabu#yrcae; forauunpb, 
Dexterity wouldapply tothe Mcyclirt, whlk 
Conrtibrtton w a M  apply tothedaapwsdtver. 

This profklency h Lntanded prlnwHy for actlvkk 
that n\lsht serve aac.uy( hobbiaror Intee&, surh 
amas M typbdiyulouihaa chamctmcan ksrn 
wldhoutapcndhlOsx(rdsd(fmehad.umomor 
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sphere Involved in a check gains a + 1 bonus to the 
roll. A character wlth expertlse In the sphere 
Involved In the check gains a t2 bonus to the roll. A 
mystic character wlth maJor access to the sphere 
Involved In the check gains a t3 bonus to the roll. 

A character who Is an expert In the sphere In 
question and also has minor access to that sphere 
gains a +3 bonus to checks agalnst that sphere. 
If a character is an expert In and has major access to 
a sphere, a t4 bonus is applied to checks agalnst 
that sphere. 

Survival 

player’s Handbook. 
This skill is unchanged from the descrlptlon In the 

Swimming 

player’s Handbook. 

TaUor 

proflckncy in the player’s Handbook and Includes 
competence wlth all the modem sewlng technlquea 
and devices of the 1890’s. 

 TOM^ 

in the Uagefs HandbuJk. 

T d r m Y  

This skill is unchanged from the description In the 

Thls skill replaces the Seamstress/Tallor 

Thls sklll replaces the Leathemking pmflciency 

A character who chooses this sklll Is able to 

carcasses of anlmals for dlsplay purposes. Such a 
character may be employed by a museum or may 
work Independently, posslbiy as a hobby. 

When this proficiency is choecn. the player must 
designate the skill to apply to mammals, birds, or 
reptiles and amphibians. If addltiond slots are 
allocated, an addltlonal category of anlmal may be 
selected. 

dismember and succudully IeCOMtNCt the 

Teamster 
A character wlth thls proflclency is able to 

skllhlly drlve wagons, carts, and shnllar anlmal- 
drawn conveyances. In genral, no pFdiclency 
check Is requlred for thls activity unkrrs an unusual 
situation arise%. such as bad weahcr or frightened 
animals. In such cases. the DM may asslgn bonuses 
or pcnaltles to the dl as appropriate. 
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prices for items llsted in the player's Handbook or 
other game prod-, the DM should condder the 
difficulty in manufacturing an item. Whlle an 
ordinary kitchen knife is probably a mass-produced 
item on Gothlc Earth and therefore inexpensive, 
such a knife In a medleval setting would be the work 
of a skilled craftsman and probably fairly costly. To 
help in this detemtinatton, the DM may c l a ~ l f y  
Items according to the following categories: 

Common: Most items of clothing and food, and 
also lodging and services fall into thls category. The 
production costs of these items are consldered to be 
comparable in both campaign settings. Their costs 
can be calculated by converting gold pleces dlrectly 
to dollars. 

Uncommon: Items such as sword scabbards, 
barding, and rare weapons (see Chapter Ui: 
hflclendes) are dimcult to purchase on Gothlc 
Earth. In most cases, a character must locate and 
commission a craftsman to fabricate such an item. 
Any item in this category costs double the price In 
the player's Handbook. 

hiass ploduced: While manufacturing assembly 
lines are still several decades in the future. mass 

production of gocub I s m m  on oothk -.As 
such, many o b J e  that we- once dilRntl(, mdy, 
or time comumhg to constmet have beccme 
affordable. including fumfture, househo# #mds, and 
many Items of clothing. Items In thk c a m  COIL 
half the price listed In the player's Hi%dbwk 

The DM and player should dm conrider She 
choice of mass-produced gocub v e m u  handcnltsd 
wares. A mass-produced sult of clothing, for 
example, may be comfortable, attractive, and 
lnexpenslve, but a made-to-order, tallored suit, whik 
more G X ~ ~ M ~ V G ,  may be made of Ancr fabric, flt 
more properly, and (KNC as a show of taste and 
financial status. Players should have h option of 
outfitting their charactem according to the inmga OT 

taste they wish to portray, with ttn DM amessslg 
costs as appropriate. 

Finally, a third etement should be comkkmd 
when determining the cost of goods: antiqw vda. 
Whlle a long sword Is asslgned a value of 15 gph 
the player's Handbook and such a sword 
manufactured on Qothlc Earth would sell for @y 
30 dollars, a medleval sword that once soid for 
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15 gprnighl aeU on Gothic Earth forthm or four 
times its orlglnal prke (or much morel). Remember 
that Gothic Earth prices reflect modem goods made 
on Gothlc E a .  Never aasume that a character 
could acquire M authentic medleval sword et a prke 
glven In these guldellnes. The price of such an Item, 
unless purchased from an unsuspectlng Individual. 
should reflect the antlque value of the Item. The DM 
must use dlscretbn In determlnlng such lnformatbn. 

Sbrtinq Money - ~ 

q u e  ofthe Red Death characters are not 
forced to begin thelr adventurlng lives as N pmnlleas beggars. All characters a r t  wlth 

some cash to allow the purchase of equipment and 
weapons. The character’s class detennfnes s t a m  
money. 

Character Class stamng h y  
Soldkr 3d6 x SlO.00 
Adept 2d6 x $10.00 
Tradesman 4d6 x $10.00 
Mystic 2d6 x $10.00 

Exceptional Funds (Optional l(ule) 
This optional rule Is Intended for players who wbh 

to have characters that are not rank mateun h 
their careers. A character could c&aInlv be 

The Daily Food and HousehkI 
Provkknbrg, Animab. ad scrvle# tsbhr 
In the p l a y r ’ s ~ ~ c o n t s l n  mny -?hat 
are sUU available to SdueaWers on Qortric Ear(h. h 
the Interest dapace. those tab*. b e  not baa, 
reptlated here. Players whhing 0 outst thslr 
chstactars with ftcms fand an these tabtermsy d@ 
so at a cost of $1.00 per gold pkcc value. 

A few exceptions exist, but common mnn rha*l 
allow the Dungeon Msrrcr to ncognlre meK. For 
example, bdlng prohbiy e nowheram oaw* 
Earth; war horses slmply do not exist. 

Other Common ltsms 
players will shno8t arWnly u c p m  thc duku to 

purchase idemr that are not on the equlpnsnrt& h 
thls book. If the Dungeon Mwer ls u m m k t a b  
ael“g prltes fotsuchthhgsorddarminlnp wh.tb 
or is not a v a W e ,  several resomesa  becrl*d 
Upon. 

An invaluable resource for perkd equipment can 
be found In re- maNorder catdog8 oftheera. 
Afewpubliirshavcbwdtharscat&geiol-lla 
rake of nostalgia. Most contain reprtnb d Ute 

iWWUpn8, ra#cr than reconstructed infonnatlon. 
ortgw c a w  p.gn complete with prices and 

%kh boaki wea hvalwble to the constructbn d . .  

clientele, or could be old m 
chance to accumulate 
on the table. 

r r e c l v r 1 . 8 t l m e s t h e c s r h ~  

oftha DM. 
The use dth ls  Nkbartirely up b 

Mudern Equipment 
Many things are available to the paopk of QocRlE 
Ea* that do not exist h the MLddk Age% settirqc 
the average fantasy rola-playlng game. The 
equipment tables on the mxt page prWta playor 

Oothk Lrth. TMs lht 4 by no m a n s  complete, but 
o good &Is from which DMs can 

I 

f 

. . ~  . ~ 
-. , . . ... . .  ~ . . ~  .~ ~ . .  ~ . . . ~  , 

. . .  
. . .. ~. .. . . ~  ~ 
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$12.50 2 
Tripod. wooden 

""."" I 

$2.50 0.1 
I" 56.00 0.1 

Amwnltlon 
Plrtol. Army 

(box d25mds) S.25 0.5 

Patol. Navy 
(box d 2 5  mdr) S.25 0.5 

Rifle (box of 25 mds) S.30 0.5 

(box of 25 mds) 5.35 0.75 

S1.50 0.5 

$2.00 0.1 
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Chapter 1V: 

The materlsls required to make slides for viewing 
under the rnlcmscope accompany the device when 
purchased. 

O p m  Chases: These are omate. less powerful 
versions of common binoculars. Opera glasscs 
generally magnify at a power of 2 or 3 times, 
limiting their use outdoors. They are very fragile and 
make all saving throws undcr the hesdlng for glsss. 

Photographk PWS: Early photography is a 
challenging pursuit. Photographers an Gothlc Earth 
must use heavy, fraglle glalrr plates treated wlth 
chemicals In order to take photographs. The 
chemkals for developing the plate after a picture Is 
taken are included In the photographic klt. 

chemicals needed to produce good quality 
photographs, including flash powder and the various 
chemicals used In developing and printing pictures. 
Only a character wlth the Photography profktency Is 
abk to produce photographs with this equlprnmt. 

Physkbn’s Bag: Thls Includes bandages. gauze, 
cotton, carbolk acid, ether, silk thread and needles 
for a r e a ,  a &ethoscope. and an aasutmmt of 
medlcatians common to the pew. it Is Intended to 
serve a physiclan for dlagnosls and treatment in 
emergencies. A physician attemptlng to practice his 
art wkhout thls or equivalent suppiles suffers a -4 
penalty to all proflclency checks. Using the drugs In 
this kit w m u t  the Medlclne proficiency Is Illegal. 

Sewing Kit: Thls handy kit includes a thimble, 
small scissors, emery w, medlcr. thrsad,;buttons, 
patches, hooks and eyes. tailor’s chalk, and other 
useful thlnga to kbp clothing and other fabric lterns 
in gbodmpalr. These supplka may be suf&!entto 

Photographic Kit: This k% contains all the 

manufacture RCW items. it b urcd modswcedWy 
by a character wlth the Talior proficiency. 

[itareocope: Thls Is a hand-held dcrlca und fci 
vlewblg photmgrapha t.¶keilWt(h aI1.IW)c-I it 
Is made of thin wood and fragile -1 partrnd b 
themfore fairly delicate. 

Firearms 
ythe 189O’s, handguns and rN?eshd evolved 
to become quke accurate and muon&ly d e  B tothe user. Mass production made them 

readily avallable at low prices. As such, thsy 
became the mast popular weapon of the day. 

Any sdvcntumrwhohopastorwvRre vhm 
confrontlngminlona dtha Red Desm w d d  do wal 
to keep a weapon loaded and in goodamdkbn. 

Firearm Descriptions 

exlst. A mmprehenrive list of all such weaponr 
would easily All th4 bwk but wmkoddllltk to the 
flavor o f h  game setting. For thb lwam, 
and rifles have all been grouped Into broad 
categories. The DM and players are hrc to d n e  thin 
1*t ac W ~ l f l c  weapons If wch detail suits W r  
taste. 

R k  The rifle Lthertsndudbng arm on Gothic 
Earth. It exists In a variety ranglng from the 
mUlWy deat#nsabthose used *hunting, tar@ 
shooting, and law enforcement. 

A rifle is a breech-loading weapon, In which a 
.hell is Inserted manually into the base of the b a d  

AcrossOothkbRh,hundredsofIypwdfkelm~ 





targetsin a can-ahaped M. that beglna at the endd 
the band and -to a width of 15 ket at the Urn- 
lts ofthe gun's rangc. The  person^ the samrgun 
rolls a apsrste attack dk for all tam In that olea. 

Lplosives 
xplosrve davlces are intcndcd prlmarlly for use 
In demouuOnr and slmlhr engineedng pmults. E but they are metlmes premed into service as 

combat weapons. Whlle thla is gemrally not a aafe 
tactic. desperafon can often make such 
considerakns secondary. 

Grpbrlves Descriptions 

In Masque of the Red h t h ,  three types of 
expbslves are commonly available: dynamlte, 
m e r ,  and nltroglymtne. All have apecwC 
uses, advantages, and hazards. Only a character 
with the DcmollUon proflchncy should attempt to 

ea, especlany In a crlsls sltuatlon. 
tbeams, explosives have a blast radius 

that can potentially InJure or kill several peoplc. To 
reflect thls, each of the three explosives is rated for 

md Mast r adh .  Anyone cauaht within the 

AnexploshradevkeIsgenerallydslollatedw&a 
blasting up ccmwckd to a l@&d fwe. Other 
medmdmm, iwth mundww and ma@at, can be 
used to sat diexplodons. The mort conmum d 
these Is a plunger daonstor (a dwxipUm f d h ) .  

Succedukuseofa hue ordetombxrequhsa 
proflclency check when the devke Is uk If the rdl Ls 
s u c c ~ h r l ,  the charge explodes as ucpectrd. In Ieas 
than Meal conditions. panaltlea or add#knal rdIs 
may be required. 

Fume: Thls Is a length of flammable cord that Is 
wbed to a bktltlg cap. when t h s o o r d ~ c k * m  
to the cap, the cap Ignites and aetsdfrn mploa4w 
devke. It is by far the moat c ~ ~ l y n  mehuid 
triggahg dcmditlon chargea becwrs It k aafe to 
transport end faMy nUsbk to use. 

Because such fuses bum uncvanly and @ dlffe+a 
rates, precision timing of M explodon Is not 
posrlble. A. a general rule. a one-yard length of fuse 
burns In OM round (ow mlnute). A deyiatkm ofplus 
or minus 10% Is considend average. A csreful 
demditknist will plan for this variance. 

Plungar Debnukw When precision tlmlng Is 

b&* at h.* of dsraMan siftem 
d-ge. victimd are &owed a a d n g  throw vs. 
breath wr~wn to suffer only half damwe. 

Oothic Earth advartursn. it Is fWy  stable, meanlng 
that It Is nd wily daonated by accldenc It dellvers 
a Q& kkk when exploded; and It Is fairly easy to 
m c e a l  and@@yqmrt. In combat, a char- Is 
allowed to Ilgh &#throw one SWC of dyndlYs per 

gunpowder is cmpbysd h he-pcynd wooden keg8. 
It Is more c- and le#eSbknt than 
dynamite, but Is h m h a  -. Qunpowder is 

preparations have b@ taken fn &aq. 

few odclanturen 
will use it except in -rate SituStblvi-Ws of 
nitroglycerine may trc used as -.gcanbat, 
but this presenta marly as much- to the user 
as to the victim. p#boglycerlne is susceptible to 
exploding In extnme temperatures or whenjostied. 

too clumsy to be &*rambat, lnbrs s$wal 
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shot-filled, canvas pouch wlelded like a bludgeon. 
A skilled user (Le.. anyone proficlent with the 

weapon vrho alsOha6the Bs-ing prdtdarey) 
can try to knock a mprlaed enemy unconsclw. If 
the attacker staa thlr atempt, the vtctbn fs cntitkd 
to a saving throw versus parely&. Fsllws lndlcattr 
that the victim has ken knocked Wl' 1~uoczss 

means the vktlm slmply wffsrs appropriate danuge. 

Bnra Knuckles: Thls Item adds 2 points to unarmed 
melee damage vs. small or medium creatm. It 
adds I polnt to unarmed melee damage v5. large 
creatures. 

D w r / e o v k  KnUe: These are far heavier than the 
knlvea found in workshops or kltchens. They are 
Intended for hunting, self defense, and wildern- 
survival. The blades are 8 to 12 inches long and 
may be double edged, wlth cme them serrated. 

Knife, Pocket: Thls knife Is d l y  regarded as a 
tool rather than a weapon. Blades average slx Inches 
in kngth and fold into an enclosing handk. The 
casing is often omate. Although such a Mfe can be 
used for self defense, this is not its primary purpore. 



ntdd canturles ago, 
magic was cornmon 
on acthic Earth. In tts 
Infancy emla past, 
maglc existed In tts 
punst, moQt Fent. 
most reliable state. 
The evdutlon of 
rnagk over time Is 
Important to the 
conditions on Gothic 
Earth. 

a WWM of mysllcIsm 
and maglc that can 
hardly be undentood 
by people of the 

Ancknt man lived In 

modem world. Indeed. so alien a n  the tenets of this 
world to the clvlllratlon of Gothic Earth that they are 
regarded as mere legends and myths. Only a few 
enlightened individuals recognize the truth of the 
matter. 
Thousands of years ago. the ancient Egyptlans 

unwlttlngly allowed an unspeakable evll hto the 
world. It was not thelr Intention to tamlsh the maglc 
they sought to perfect or to deliver an evll force 
unto rnanklnd. As Is too often the case, however, 
their noble Intentions were not enough to protect 
them. 

Already banished from the netherrealms It called 
home for its acts of unspeakable darkness, the entity 
that learned men now call the Red Death found Itself 
trapped mewhere between life and death. When 
ancient priests of Egypt attempted to sunder the 
barriers between those realms, the diabolical 
creature slipped through the temporary rift and Into 
Gothic Earth. 
As the powers of the Red Death grew in the w d d ,  

magic became corrupted. Accomplished 
spellcasters found themselves confrunted wlth 
unexpected and often disastrous results. Eventwlly, 
the use of rnaglc became so dangerous Mst no .sane 
person would attempt to use It. Those who dand to 
practlce the arcane arts were forced to work onlythe 
most minor of spells lest they fall vlctim to the 
corruption of the Red Death. 

In the 1890'5, magic Is a lost and forg&en arL 
The stories of anclent wlrarda like Malln or mat 
socktks llke Atlantls are dhmissed M Rctlond 
stories meant to dellght chMren and enter%& the 

masses. Few paapk recognize that vlctdhy df such 
legends are roottd In k t .  Adepts snd ntgrrtics. the 
two player character C ~ ~ S M S  sbk to harness 
magical power, are the last of a dylng brad 
Atthough countkss evU crtat~~ras, e~ wdtr the 
mysterbw Vbtanl, saem.blttowieldsp&b, Ievr 
mortal men h to do so. 

Undamtanding the Supernatural 
othlc Earth Is Infused wIth many energb. 
Most, such as light and heat, arraari)r G measured and observed by scknce. 

supemshtrsl wmgies, howcv@r. wy exphnakn. 
Only the efforta of a rare few @roe4 rnlnBsa sbk to 
hsmessthea foreas and dlrectthem tocreate 
maglcal efieas. 
For the most part, sdentlsts snd the v r a l  

popufnceof&thk Earth scoffsltheancept o f h  
supernatural. The 1890's are an sge of scfcnoc and 
enlightenment wlth We room for the outdaad 
supent#lons of the primitive past. 

In m e  circles. dabbllngs In the supanrsbml, 
such as seances, have become a fashlonsMe 
pastime. These activities. while regarded (u mere 
parlor games by those who pertlcIpot8, ppsrsnp a 
dangcr of Incakulabk msgnilude--sresairyr the 
attsntbns of the Red Death. 

see more deeply Into the supematml. They know 

on Gcthk 

Although SknlbrmuIta can be created WW, both 
forms, the ways In whkh these spelts W e  power 
and msnifest dkas an very dtfferrnt. 

Those r a n  lndlvlduals who know better, however, 

that magk is not only possible. but actwuypnwnt 

types of ma& cxia: wtaadw ahd mysaidsm 
Further, t h 9  acknowledge that two 

General Guidelines 
agk Is the most wondrous of dl fmca. 

create results thst schce cannot begin 60 
M w g h  ItS use thnatenr(Ireet p d ,  k C M  N explain. Whether used for good or evil, msek: a 

force that &serves attention. 
still, magk is not all powehl. h has hitatlow, 

and no mature, noeven the R e d m  rtwlt. can 
bend It toward every deslnd result. Tharrton, some 
guidelines have been created that should a h y a  be 
conrldsred when evaktstlng the use of magk on 
G&hiCEw&. 
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Pluw tma: Unlike the lands of Ramloft$ 
seated In thuDemlplam of Dread, Qoulic Ea& 
spins through the @me motedal plane. When 
lmhotep opened the dDor through whlch the Red 
Death entered, he foravu sttacd tkc magic& Nhri* 
of the world. Slnce that fateful &y, travel fmm 
Gothic Earth to other planes of cxtlrtenca has been 
all but impossible. Whlle certaln creatllrea can travel 
to Gothlc Earth tram these nether regkns, they 
Invariably Rnd themselves permanently trapped. No 
spell that alloars creatures to travel to an- p l ~ t  
of existence functions on QotMc Earth. 

The only exceptron to these lnrmesslbte phnu 
the Border Ethereal, whlch may be reached by use 
of certain spells. Charactera on the Border Ethereal 

exlt only to Gothlc Earth. 

of Ravenloft, the radlsnt energy of the Red De& 
canpktety prevents the rn of spells for ds(cctlar of 
good or evil. Law and chaos can k sensed 
magically, but only canful obscrvatbn of a ab)ad 
can nved whether It is good orevll. 

Powers Check.: As many w b e  adepts have 
observed. the magic of thb world is arrayed Uke a 
grest .pMw web. At the he& of thb web, wai(lng to 
strike Ike e mvdlxM spider, crwchcs the Red 
Death. Any use of magical energlea sends mkurc 
vlbretkns through the web that CM k sensed by 
thls mystcrkus pmence. The cutkyl of any spell. 
eapeclany OM used forevll ff MtRsh rasultr. hr a 
chmnee ofdrawhg Um attenth dthe Red Death. 
The mm magic antndMQ.lurC., thematarthe 
chancesdbcomlng a n d  pawn under the mid@- 
nant hand of the Gmat Evtl Its&. Powen checks 
demand speclal atenuon In thb campdgn rrcttlng. 

Necmmancy and the (Indead Aspects of magic 
that deal with the undead and theb slnlster p o w e p  
have been enhanced by the arrlval of the Red Death. 
All such spalb cany WmetMng of an cv# t w l s t w  

caster to make an cspcoia(ly dJcy powem dudc 
when using them. 
RH hemy's Lair: In theland8 of Ravenbit, no 

magkused by player charactem can mteqrul  the 
SpeCtRc powen of a doMfn lord. Gothlc hrth. 
however, Is not dlvkkd lnto darucIs and does mt 
have lords. 

do not exbt on the planet. The most powarid.& Ube 

cannot pass beyond that realm, however, and may 

Dlvhtbm Uke the evll pcmnating the domsfas 

If d k r  kneRcislpupwes, and requlrathe 

Thls is certalnly not to wy mas dcomptlon 

Castinq a Sped 



II the apeu was WI attack .pall, It boomerangs 
onto the caster's party. The DM selects the I??W 

r a r e  of the spell or rdls randomly to detcrmlne It. 

are reversed 80 as to make the caster more 
vulnerabk to attacks by enemies. 
Al other spells have thek dleas pervew In nome 

manner determined by the Dungeon Master. For 
example, a crrate bod and drink Spau mlght p-e 
a meel that is putrld and lnedibleorm poisonxls. 

n h  rpSn W M  d a dslarrska m, k0 pOWen 

powem check 
In the dread domalns of Ravenloft, all spells 

require the caster to make powen checks. Thls Is 
especially trw of maglc from the Necromancy 
ochool and NecmrnanUc sphere, or any magk used 
for an obviously evil purpose. 

On Qothk Earth, no one cants a spell wlthout 
alerUng the Red Death to his praenca to somc 
degree. In most cam,  that malevolent entity will not 
reapcad to the vibrations wlthln Its web. Still, the 
danger aamclated wlth magk Is wer present and 
must be considmd each the  a spell Is ca.t. 

Tomst end, thc canting of any spell (wen 
s o ~ a s m * = c m ~ - )  

CastfOIOIlevllOC.inistarpurposc,~ttWlpe#k 

requlmsa paurar check wlth a parcwrt.gcchanCe 
offaikus equal to the level ofthe @. If. .pelt b 

from the Necmmmcy s c h d  or the NucmmanUc 
sphere, this cham la doubled. Aa a rdc d thunb, 
most of the spells cast by characters durlng the 
course of an adventure for defense, infomutkn 
gathering, or other passive effects are wwmad to 
require thc apell-level powers chcdu 
Thus. a ch.ractercastlng a Ist.kvcl Mcsss@l to 

aid an ally In COmM ag.M an evil crastur must 
roU a 1% pwren check. H the @wars a 9th-M 
adonernentcast with the Intent d-essh$a pcpmnt 
person's &rhg over ( ro~n IT-, the 
check wroutd be made et 5%. On the& W, an 
attamptto crnpby the 7th-kwd crdeplng&xfit* 
for cvll or s&sh ends would resiI&bra 14% pavan 
check used thc 7th-level Fsgofdmur ape& (han 
the Necromancy rchod) f o r d  pqimes Muld 
nsuk In a 2N6 pornm M. 

drawn the ettentbnofthe RsdDc*h. WIlb each 
AfailsdpowcnfbsckIrdktWslh.lthehahbs 
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if the PCs obtaln some sllver bullets, they should 
have a reasonable chance of wlnnlng In combat. 
They may get a little scratched up before they lem 
exactly whlch type d weapon thay'U meed to defeat 
a certain monster, but that's what this typed 
adventure Is all about. 

If a creature has no secondary weakness. the DM 
may nted to introduce one In order to gtve the PCs a 
fair chance. The best vulnerabJlllties have some tie to 
the hlaory d the creature. For example, a bmshee 
haunting a castle In Ireland might be vulnerable to 
weapons fashioned while k was alive. Weapon8 of 

this type mlghtbe found in a lceal mt~cm or 
antiquestora,tutthePCswUlhsvetopd* 
some effort to purchase, bomrw, cfothcrur*e obtain 
them. Maklng such an esMntisl waspa! difficrJt to 
obtain is part of the game, but such an item should 
not be Impossible to reach, and sdkknt evidence 
must be provided for the players to deduce the 
correct weapon. Unique weapons ahodd ba mmrved 
for long-tcrm campdgna agalnst praninant or 
lmpoltant cnatures. 
There's always a chance that a DM will be caught 

o f f g u d b y  an unusual situation. A good rule of 



, 

thumb Is thls. don't put monstera Into a game if tl 
PCs have no way to battle them. This may seam 
obvbus, but novice DMs (andeven a few 
experienced ones) may overlook this fact. 

Wizardrc 

On Gothic Earth, there is noauchthlnga~ 
dagger +I; that Is. a gmerk degger of unknown 
orlgln that provldes a ccinbat bonus. Thta Is not to 
my that there are no magical doggem that provWe a 
+ I  bonus to attack and darage rob. such wrespo~ 

exlst; however, no two such weapons are alike. Each 
haa its own hlatory and spacial cheracterIstka. 

Every m w a l  weapon W be d d g d  
indlvhlly. The hIstory and aMllties can be aa 
rbnpla or complex aathe DM deshs.  The pcs 
should learn about auch a weapon only through 
reMarch. It doe8notmatterh t h e i s s s t ~ t h e  
weapon Is ruearched and then diacovd, a if the 
weapon is Mquked and then nscNched. Mcrd 
Mormatkn about auch a weepon are Wcelytorsa 
the PCa amahout their sdvanturlng career. 
As a Sample, ccmskkr a weapon of oriental 

acme ruearch might m a l  thet It is n l d  tohave 
be~tothcRntEmparordJsp.n.Eva,thh 
MlsH bkoft6re lnekesthewe6prm mamorab*to 
the pleyan. Ythe DM gwr rutthcrpul sddr & fsw 
rpechl eflcas, romuchthc better. Forsxampk, the 

bada of Mcknt Japan or h t h e w  of a 
JspMccle*~. 

The T e i d  Web 

pnaanccofthe Red Death, ao too b e  rnaakd 
Item8 beentsmbhed. Any weapon. wen  the dylgw 
prraented In UK laat persgaph, carrks a Hll@&lg 
curse. l?~Is might be aa s h p b  asforcfngthe 
wcspon's owner to wake sbnrpuy et aunriae every 
morning. For more powerM weapona, the 
conaequencea could be codderably worse. 

cnltsd before the MIfvd oftha Red Death. Such 
anckntob)cctshwcnotb?mn~bythesvR 
pnscnce. Of come, such utibcts are extnrncly 
rare, and a player character wR1 have to bok 
and hard to find one. 

-4 

d d g I l . k d # h t b e k n o v n M f l n O f h G ~ s M ;  

ml@ c d e r  a +a bomg t wed *rllhbrlha 

Jut ea Ipenr have been cMNpled by the 

An hpoitmtexceptkm tothis rule exlab for ttar 
* 

Irar&ry referstothe rn@c empbyedby 
adepts. It Is fuelad by the caster's own Iyc 

the force of his Intellect. When M adept cash 
spell. he ir commmdhg the unhrarsc t o a m  h 
some way, and fueling thla reaction wlth a amall 
fragment of hla own life. 

the spellcaster. Wlth each rpll cad, the adept 

maatered. In the end. he may have enat supcmat- 
ural p e m ,  but WUI be physically weak and 

w 4  force and dlnaed by the atrength of his Y 

I?& pmcess obvhusly poses a rlsk to the llfeof 

becomes gradually c2cmwmd by the rm(gc be hrJ 

Th*&QJ=td.daptmaglcbmPnpataa 
whar a rhsreaar attemp& tokun a new rpdl. At* 

t o h  anewspell, aSyawnShak 
madc.iflhedfsp*the.ddptksr 
C f C ~ . ~ p l s y a U n W # X t * a l l l e u l s  
reduce or can ~rard0m)ytodCddc. 

h i  s$ls 



1D6 mndw 
Rdl ws 

1 Burnlng hands 
2 Charm person 
3 Chill touch 
4 Shocklng grasp 
5 Sleep 
6 spook 

DdedVe 

Alalm 
Armor 
Detect undead 
Holdportal 
Rutection pnn evil 
ShfeLI 

w 

A Dungeon Master is free to kt a character be& 
with addltlonal spdis as might suit the campalgn or 
background established for the character. It is 
recommended, however, that no character begln the 
game with fewer than Rve spells. 

Role-playing games are built around the concept 
of character darelopmcnt. Adept and my* 
characters usually advance by leamlng new spells. 

MagM studies 
Whenweran edept character clltalns a new -1. he 

gains the aMllty to coat a new spell. This is attributed 

lnltial shcdks 

select a 1st-level spell for the character to m a r c h .  
The research and mastery of thls apdl is .uMntd tcr 
dominate the chsrscter's fiee ttme. When nd 
exptorlng the world and facing the o v b  ofthe Red 
Death, the character should be readlyl s l u n e  
books. atudytne iMsatsn -Ws, and 
undeltsklng Investigations of m@c When thc 
character attains second kvel. he m y  record tbe 
spell In his spellbook and cast it in the IIWMW of 
any other spell he knows. 

Subseguent studies 
once u w c h s r s c t c r ~ C h t s  secu?d kvcl. 0 new 

spell is relectcd for study. Tha new spdl bacMla 
the object of the character's devotbn aal remaah. 
As each submpmtlsvd b attahrad, a new apeU b 
seleaed for study. 

When a character h created, the player must 
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Thespcusdectcdh~torramctkns,ltmuabe 
from a level Mda achooI that the characba hss acces 
to at the timethe choke b madc. Thus, a 2nd-kvd 
adegtwodd not be able to study a 2nd-level spell. even 
though he would gain the ablllty to weave such M 

enchantment when he reaches 3rd level. Thc spell 
selected for research cwld only be a 1st-bel SpelE. 

Dlseowlng Spells 
As characters explore Oothlc brth, they will be 

forced to confivnt things man WM never meant to 
face. In the courae of these edeawn, they wlll 
occasionally discover mystical tomes and arcane 
lore. In rare cases, they will encounter magkal 
formulas that teach the casting of new spells. 

Learnlng an &/sting Spell 
For a character to leam a spell discovered In a 

spellbook, three steps are necessary: 
A proficiency check must be made for the cbrac-  

The PC must copy the spell Into his own 
ter to determlne the spell’s level and school. 

spellbook, then roll a profkkncy check to 
determine whether the spell was copkd comctly. 
if the spell was copied successfully, the character 
mrJt rpaRIpt to cast the spell; all n o m  
siukiwq checks awly. 

~ 

Effects of the SpH. only when a chsrIl&m casts tl 
rpell will the precisc nature of Its mask be weah 
3bvlously, thls can be hazardow. 

Copy the Spell Once a character hm attempm 
to understand the newly discowed ape#, he m y  
record It In his spellbook. The translatlat of the 
formula into a format that Is usable by the characl 
is not dlfflcult In game terms, but it represents a 
g m t  &ai of &ne and effort on the part ofthe 
character. As such, It b generally not 
during the course of an advanuc 
in order to recorda new spell In 

PC must carefully copy Hs cestlng 
takes one day (16 hours) of uninterrupted work per 
level of the spell. At the end of that time, 
makes a proflclency check to detmnbw 
formula was copkd accurate&. 

A character who f a W  the LnKial IUU to evaluate 
the spell wffers a penalty to the proficiency &ocb 
for copying It. The penalty is equal to the laral dtk 
spell. Thus, an adept who copies a 5th-kvelspeH 
after fdlng the Initial profichmcy roll suffen a -5 
penalty to the roll that Is made af&r #e formwh.l, 

w 

, l  

nature of a spell, a SpllcraR profichcy c W k  

&’.% Thh well produces m ardtble e l m  whah 

copying the spell. Thb Is &ailed in the nsxt sealon. 
ffthe roll Ls succesa@I, ttac ccutcr teams the Lavel 

ofthe.pll and the school to which it be lon~~ .  I(c 
amount ofmclarch or shrdywrll m i  meexact 

dsreribed hthe player’s Handbcok. 

ludlble Qlamer 
The volume of noise produced by this spell is 



llmlted on Gothic Earth. The caster can ploduce 
only 10 decibels (dk )  of sound per kvd. Sound 
above 120 declbels are painful to the human ear. 
Examples of sounds and thelr approximate decibel 
levels follow. 

dBs 
10 
20 
30 
40 
50 
60 
70 
80 
90 

100 
120 
140 
200 

Sound Equlvalent 
Whispering volce 
Quiet conversation 
nushed conversation 
Average conversation 
Loud conversation or argument 
Shouting 
Screamlng 
CiUnRre 
Rallroad englne 
Dragon roaring 
Sound kcomes painful 
Sound c a w s  temporary hearlng loss 
Sound can cause deafness 

Burnhg thnda 
Thh spell causes the caster's hands to become 

very hot, but does not allow the caster to send forth 
a sheet of flames. Damage caused by the spell Is 
calculated as llsted In the PH (ld3+2 per level), but 
the vlctlm must be touched to suffer Inlury. An 
attack roll may be requlred to determine whether the 
caster successfully touches the victim. 

ChUl Touch 

RAVENLOFT Campalgn Setting. A victhn of the touch 
who falls a savlng throw vs. spell suffers Zd4 points 
of damage and loses 1 point of both Strength and 
Constltutlon. If the save Is successful. the target 
suffers I d 4  pohts of damage and loses 1 point of 
Strength. Lost ablllty score polnts return at the rate 
of 1 per hour. 

Color Spray 
Thls spell functlons as described In the player's 

Handbwk, wlth one important difference that affects 
only onlookers. Only the adept and his vlctkns 
actually see the fan of vlvld doss produced by thls 
spell. To everyone else, no effect Is vlslble. 

Detect Undead 

Campalgn setting. 

Thls spell hmctlons as described in the 

Thls spell funftlons as described In the RAWWIT 

- r e  
Thls spell functha ardasnibad In thc FiE&fe& 

Handbook, wlth one exceptlon. On Qothk Earth, aU 
targets of the spell must make System Shock 
checks when it is cast. Those who fail dk dudng the 
t ra&omat lon,hsccondSyrUnrShock~L.  
made at the mdofthespaU's dumtkn. Thcsewho 
fall die In the reversion to their orlghal fomr. 

FestAw Fall 

(the caster or a designated target) and any objects 
carrled by that lndlvldual (up to thamukmtm 
capacity of the spell). If that llmlt is excacded, the 
spell falh. 

ptndF.mllkr 

in the Rager's Handbook, not as descrhd In the 
RAVENLOFT Campaign Settlng. Farnlllsrs are shy. 
nonmagkal crew- d no epstar than ranl- 
lntelllgent status. and are I n d m  totbe a m  In 
whlch the summoning spell was cast. 

This spell affects only a slngle man-sired crwbn 

This spell functlons on Gothic Ew(h w 

Gam Refkctkn 
Thls spell functlons as described In the playa's 

Handbook, but its physical manlfclltattar is dgrd 
Instead d producing a mirrorlike pbts int6womd 
between the caster and his enemku, ttr* Speu 
causes the adept's eyes to become gleamlng dlver 
orbs that appear to be perfect rsflectora. This 
change does not affect the adept's Vision. 

m m  
This SpeU a&cts only OM target when castal 

Oottrk Ea&. If the CaaW has the MeMwhm 
profkiurcy, the vMLm mud apply a4penel ty to  
his saving throw In addttion to the mcdWers 
descrlbed In the PH. 

UeM 
unabte to &ect king matcr  on oalhlc iEas8h. The 
targctdthe sp&musbbe a sdld; Hcamot k cast 
on air or a pod d water. BecMDe ofthrre 
Ilmltstlans. theap&cnmot be usedt0blhd.n 
enemy as described In the PHunkrs the ap& b cast 
on a vtctbn'c halrn or hat. 

onceanltemIb!mbaauIuRIM(Ld,the~d(rcct 
rurnahl OntheObJect regardless of where lth d. 

Thlr VU must be cast on a phyalc.labJactnd h 
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Ma& MLsrils 
Thls spell does not exist on 0-c Earth. 

Mount 
Thls spell does not conjure a mount for the c a m  

to rlde. W e v e r ,  when a sultable anlmal is present, 
the spell may be cast u p  it w* the effect$ 
described In the PH. At the end of the spell's 
duratlon, the animal reverts to I t s  original state, 
although the spell may be cast agaln to contlnw the 

ts. 

Phantasmal Forre 
This spell functions as described in the Playa's 

Handbook, but the image created may not be larger 
than man-slred. Any physical contact with the 
phantasm causes it to vanish, as does any disruption 
of the adept's concentration. 

Shkld 

Class 4 versus firearms. 

Tenser's Floating Disc 

This spell functions normally. It provldes Armor 

This spell does not exist on Gothic Earth. 

Unseen Servant 

level, but is OtherwIae unchanged. 
This spell's duration is reduced to 1 m d  per 

Second-hevd S$S 

Alter &If 

appearance of any man-sized c r e a m .  However, it 
does not grant the adept any spcial powers (fllght, 
for instance) whlch the lmHsted creature mlght 
poSSeSS. 

Continual Light 

urubk to affca llvlng matter on Gothlc Earth. ?ha 
target of the spell must be a solid object; It cannot 
be east on air or a pool of water. Beenuse of these 
llmitatlons, the spell cannot be uaed to bllnd an 
enemy as dcscrlbed in the PH unleaa the speU is cant 
on a vlctkn's helm 6r hat. 

Once an Item has been illunlnated. the spell effect 
remelnson the object ngsrdlem o f w h m  it 
m 0 V e d .  

This spell allows the caster to assume the extaMl 

Thls spell must be cast on a physical object and Is 

Detect Evil 
ms spell h a i o n s  

Campaign sauly .:'? 

This spell functions a5 described in the 
Campalgn sating. 

Flaming Sphere 
This spell does not 

dard form of currency may reduce I t s  usefulness. 

Forget 
This spell affects only one terget when cs8t on 

Gothic Earth. kwever, thb rsdudbn b balanced by 
an increase in duratlon. whan this apeU Is m, the 
target must succeed a save VI. spell or ftr@t*Elrur 1 
has happened for a number of turns equdto h 
level of the caster. 

' 

Know Allan- 
Thls spell can dacsct lswful Dt chsollc tendenc 

but not gwd or evll when CM on GotMc 

hvltate 

magic Mouth 
This spell has no phydce1 manifestation em 

Earth. The words spoken by the mgk nmwh 
tocome hwn n o r u k .  

MImr Image 

created by w-spell. 

Ray of. IMdhmnt  

On Gothic Earth, only a slngle duplicate image 

Rdsiayhell m vlsfble ckmsnt whemiwt 
Gothic Earth. 

*ttW 
The e created by this apell are m high- 

pitched that normal men cannot hearthern. Soma 



I anlmals, however, mlght be alertd by the sound of 
this spell If the DM deslres. 

Hdd (Indud 

dcrribsd in mt RclvatoA Campaign-. 

l.eommd’s*Hut 

WhaR C a d  an Ciothicaml, thiBrpdlopem&ca 

Spectral Hand 

Campaign Setting. 
Thls spell functions as descrlbed In the R~wmopr 

’ M a  d p H & e s  not Cxid an M Earth. 

Third-bevd SpeJs 
Cldnudknce 

Campaign Setting, except tha( 110 phyrW 
manifestation occurs. 

Clairvoyance 

Campaign Settlng, except that no physical 
manifestation occura. 

FllUbd 

other realms. When cast In a Masque of the Red 
h t h  CanPgR. the cxptosron Rus only a IO-foot 
cube per k v d  of the caster. 

This spell functions as described h the ft~writopr 

This spell functions as descrlbed in the RrrWfLwr 

Thls spell Is less effectlve on Gothic Earth than in 

LloMnlnsm 

pbb(a’sHaradtDdcsancminOrchwogmudbe 
Althougt! similar to the spell dcscrbd Im the 

noted for Oothlc Earth. The source ofthe bolt must 
always k the caster’s ouMie@edhnd, it CIYMO( 

orlglnste at a distance. In add&,.llgfitnlrtg bdls 
coat on G d c  Earth do not rlcochet when I h y  
S&#U E WHd d a - .  

Monster Summoning I 

exhtmG&icEsctk. 

pmtaetlon P m  Normal MIulhs 

normal &re, Just as It dwr fw mmne md dRs 
mlsslles. I 

Thk spell and its higher level counterpats do nat 

w - p k t e - *  
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Eiqhth-Led Spells - 
The following spells do not exlst on Gothic Earth. 
Blgbyb cknehed Fbt 
Monster Summonlng VI 
Otiluke’s Tekkinetk Sphere 
Otto’s lmaistlbk Dance 
(krten’a spell Immunity 

Succor 

Campaign Settlng and cannot be used to escape 
from Gothlc Earth. 

The following spells do not exlst on Gothic Earth. 
Astral SpeU 
BLsby’s Crushing Hand 
Monster Summoning VI1 
Mordenkslnen’s Dlaunctlon 

This spell functlons as descrlbed In the RAmm 

The fdlowlng spells function as descrlbed in the 
RAWLOFT Campaign Setting. 
Energy DraIn 
Gate 
wish 

sticiim 
ysaqim is the branch d 
chanacrs. When such a 

by mYs* 
asts a ESI spell, he draus uppn snda lore and long 

forgottencomrnan&tmtorccthaunseenlplritrof 
the d to obey hb wdtng. As .ucls a myatic 
expends none dhla o w  life force to menifwt spell 
effects. 

Atthou* mya#cs do not run the rlsk of physical 
k o y  that adepb bcc, t h y  do tend to become less 
and b~ -to what we perceive as the mate. 
del Wo*. realm of the ap*itworM kcomcs 
more and to a mystic, that character’s 
attenticm tar& @be &awn away from the wdd,  
making Nn rlow bmct to suddm threats and 
c h ~ g c r .  In tbe emlmnment. To reM thia, a my* 
character wBsrs a pedty eqwl to his level every 
time he r o h  br htglatlve. Thus, a 5th-level mystic 

man rolls. 

always loll  hit)athn indivklwdty, even If the DM UTS 

thegrouphitWvendes. I n a m h c ~ t h e  myrticb 
essentially a third party. 

The spells of Oothic Earth’s myatla, like UW 
spellsad pkstcr In RAvENLoFr and omar AwANaD 

Dunowns E DRAGONS campstgnl, aragmuped Into 
spheres. These groupings are Identical for Masque cf 
the Red Death games. 

Becarntmystks are devotedtmthe study dthe 
transccndeaCs) world ln general and not to any sh&e 
supenurural being, they are not 4lmltad to access to 
a spcdAe Sa of spheres. Each chuocter b freeto 
follow whatever arms are most appealing. 

Initial s p k  
Mystic characters do not keep spellbodtr. They 

depend upon rituals and CeFammkstoCrsae 
meglca la f fec t . . I t i s thckn~of thacr lhrh  
that glves them their power OM the aupcmatunl. 

AU mystic characters begin the game with minor 
access to the All shere. At first level. this enables 



if the character mseadzd (I new qhm, h 
€h.sraeargaimmim.nastQth.trplras.tQ 
next experience level. 

goins a new level. The player must dedde whether 
the mystic will research a new sphere in order to 
galn minor access to it, 01 whether the PC wlll 
research a @era to whkh he has rnbwaccess, in 

Thls pmcedure Is followed every time a character 

order to gain major acQR 

BrMldng off studks 
If a mystic dlaccontkuns study of a rpeciac 

qhm, he can never lhrdy that .phwa pulrturr. 
Thus, If a characteropts not to puraw study ofthe 
All sphere whIk s d v m h g  from 1st to 2nd levd 
and chooses inateod to galn mlmn access to 
another sphere, he can never attempt to study the 
AI1 sphere further. He will never gain malor accesr 
to the All sphere. 

Following b a Iht of priest spells fmm the PIayds 
J4andbokelong wlth kutructlons for moaylng 
these splb for mysUes on (iorhic Earth. 

Date&EvB 

Earth. 

FMrk pke 

level of the caster. 

ThlS spell daeas only law w 
. . .  

, . 

ThlS spell affects up to Orn - ? W  

w 
the.arncnanu. 

-w 
obfea. 

Second - Lev$ S+ 

Thls spell functions as the Ist-kvel 

A mystic can cast thls speH on any bludgeoning 

. . .  

chum Parson 

name. 
Thls spell funaions os the adept spdl ofthc s8nm 

. . , ,  . .  



Know Allgnment 

cham. law, or neutrality. R does not enable the 
mystlc to detect good or d i .  

The following spells do not exist on Gothic Earth. 
FLme B W  
Splrltual Ha- 
Wyvem Watch 

When cast on Gothic Earth, this spell reveals only 

wmwm 
This spell func th~ as dwm&md In the RAVENLOFT 

Campalgn Settlng. 

Conttnual Li@t 
Thir 5pdl functim a5 the adept spell of the same 

MmC. 

Fowdt-he~el Spds 
A*= 

This functbns as described in the RAVENLOFT 
Campaign SdtUng. It cannot send a creature to 
another plana; the nend is teieported to a randomly 
da(cmrlncd point on Gothlc Earth. 

Animal Summoning I 

magkaily appear. Rather, they Journey to the caster 
through iheir normal means of locomotion. 

The anlmals summoned by thls spell do not 

Cell woodlnd Beings 

existed, its use would be Umited. 
This apdl does not udst on Gothic Earth. Even if it 

Fii-Levd Spells 
ALWW 

any creature larger than man-size. 
When cast on Gothic Eartb, this spell cannot affect 

Mmal Summoning II 

summoning 1. 

Commune 

dcscrlbed in the pkyr'sHan&uA, not as in the 

This spell operates In the same manner as anfmal 

When cast on Gothic Earth, this spell functions as 

Sixth-Level Spells 
Anlmd 6)ummonlng UI 
Thls spell has the same llmitatlon as anlrnal 

summonfng 1. 

Blada B.nhr 
Thls spell does not exist on Gothk M. 

pkd "he Path 

Campaign Setting. 
This spell functions MI described In the RWEMDP? 

ssventh-Level S p d S  
Astral w 
fail wen If Imported by a planar traveler. 

ch.rbtol&Istsm 

This spll does not exist on Goulle Earth. lt would 

Thls spdl does not exist on Gothic Earth. 

pln s t m  
Thls spcli hvlakns as described In the player's 

Handbook, with the fo lh lng  exception: the area of 
effect Is reduced to one 5-foot cube per bevel of the 
caster. 

The following spelhfunctkm asdacrlbed In the 
RAvEtucwrcMn*sctung. 
Gata 
Holy yyord 
ReIncamath 
R- 
R- 
succOr 



ombat in the Mssgue of the 
RedDeath8euhg fdlowsthe 
same gamai pIocadues 
given in the player's Hand- 
book and DUN(IEMI EbLwER 
Guide. Whik melee canbat is 
virtually unchanged, the 
advant of modern €iceam 
and the de& of armor man- 
dates some modiflcstfons to 
the existing rules. 

The time Increments ret 
down in the ADGD cue Rllac 
the one-rninute round and the 
ten-minute tUrrmmaIn the 
basis for orchestrating combat 
in Masque dthe Red Death. 

I 

Firearms 
y the 189Os, flrearms improved signiflcsntly 
over the ancient arquebuses introduced I3 centuries earlier. Older weapons such as the 

flintlock, matchlock, and wheel lock SUI exist In this 
decade. but these flrearms are owned mainly for 
antique value rather than for regular we. 

In a one-minute ADGD game combat mud, a t y p  
ical handgun or M e  CM k flred many times. The 
rules for combat on GotMc Earth a-ht a char- 
acter can empty a pistol in one round, making all 
manner of flrearms truly dangerous wcspfms. whyc 

such quick shots might not be entirely accurate, the 
gun user is likely to hit the target at least once. 

In order for combat to realistically reflect the use 
of f l r e m s ,  the combat round is Spva Into two parts. 
Characters make half their attacks (rounded down) 
based on thelr Inltlatlve, then make the remaining 
attacks at the end of the round. 

navy prstol could discharge the gun three times at 
the beginning of the round, ltKn three the$ more 
after all enemy characters have acted. The enemies 
would then complete their shots at the end of Ux 
round. If the character had lost initiative. Ihe 
enemks could flre three shots, then the PC could tire 
t h m  shots. followed by another three ehot. from& 
enemy, followed by another three ah& from the PC. 

Thus, a character with initiative who panic-flres a 
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&at.. OF Fire and (doedinq 
Modem flnsrms can be dlschorged and reloaded 

qulckly. The rate of reloadlng depends upon the 
number of shots held by the weapon and the type of 
loading mechanism In the weapon. 

Breech Loading Rifles E Carbines 
In most cases. a breech loading rifle or carblne 

h o k  only one shot and Is therefore able to flre only 
once per ranA Thls allows a character to r e h d  the 
weapon In the asma round that It has been flred. As 
such, a charecter with a breech loading M e  Is able 
to fire his weapon each round without penalty. 

Afrned Flre 

can elect to use almed Ire. The character spends 
the entlm round llnlng up the shot for maxhnum 
accuracy. When thh Is done, the attack mll Is made 
with a +4 modlfler. The shot Is timed accordlng to 
the character’s normal Initiative. 

On the next round, the character must reload the 
gun. If he wlshes to flre on that round, the shot must 
be rushed and the PC suffers a 4 penalty to the 

A character using a b m c h  loadhg dfle or carblne 

mundyw-csn 
noattadrmadi&r)or 

take.nolheralmsdshot. 

-.ad satterguru 
Bc4h shotgunr Snd scattergun8 M double- 

bwelkd waspo~, and can ehw Ihe W e  before 
 ah sws maybe ~ l s d  in a w 

CanBatIinmd with nomobtBcatlonw aa&k dls. 
TMs routbw includes rrloadlng tHne so the weapon 
can be used freely on the next round. Shotguns and 
scatterguns galn no bonus for almed flre. 

W-hlIYb. 

acanterandbyt4Bet&lalrxvQ rsplQ or 
flrearthemdadettBcklormdrand 

AknedFkc 

A d P n e o s r - l m -  

MrnednfehvobnrubeWlaedorYydatOmbat 

wry. a shot can bemude, butthe bonus k, Iwle)ted. 

Rapld Flre 

rlflea and rrvolvem is rapld An. TMs slbrr a 
charactertotakerws~labksimudRrethe 
weapon three thms over the courw d the antlre 
round. Two shots are made durlng the character’s 
initiative. and the remaining shot is made In the 
second haw of the round. 

AH shot8 me made with no modMierto the attack 
roll. A chracler mpby ing  raptd fimmoy move up 

the weapon. 

Panic nn? 

pull the trigger of a weapon end fUi the d, w&a 
shower of lead. When this optlon Is taken. the 
character can Rre a total of SIX rounds. Such shots 
are not .ccuratc; a 4 penalty h appvsd lo Sll.prdc 
flre attack rdh. h eddtuon to h t  penshy, a 
character uslng pank flre loses any bonua he m y  
have for a hlgh Dexterity score. 
Before or aRer fully discharging the weapm, a 

character using pank flre may move up to hatf the 
normal rate with no penalties on the attack roil. A 

The most common attack mode for repeating 

t o w  d nvDvement before OT albrdkk@ng 

In desperate sltuatbns. a chatscler can mpeat&y 

Q 



In additlon to thelr hlgh rate of fire, the power of 
guns is so great that several changes to the noma1 
rules for combat rasdution are necessary. 

Armor 
The most Important change mandated by the 

lntrcductkm of guns into the ADCD combat system 
Involves the physical pcotecticn offered by ennor. 
FomJdabk defenses such as plate m o r  and chain 
mail offer little or no protectlon against bulleta The 
effect of armor Is based upon the range from which a 
weapon Is flled; these effects are descrlbed below. 
W ~ p o n  ranges are listed in Chapter IV under the 
descriptions for flream. 

Short Range 
kmor  offera no protection whatsoever agalnat 

firearms used et short range. Thur, a character 
wearhg field plate armor (Armor Class 2) Is treated 
as AC 10 (as if wearing normal llght clothing) when 
attscked at short range wMh a gm. 

M f u r n  Range 
Armor has reduced efleairancss agelnst L)raam 

used atmedhrm range. Atthja range, the disctl*e 

-(to a mlnlmwn AC 10). Thw, a aultdfidd 
plate armor (normally AC 2) &vea ita - AC 7 
against guns at rnedlum range. 

Long Range 

pomrtobeaffectetl by annor. At UIir rarg, 
amor class d any typed uma bmdammMy4, 

agalnst shots flred from long range. 

W s  

O ~ d a r s d ~ y t y p c d - l B r a d u c c d b y 3  

Gwsthat8nuSedetlongmmgekse]wtenagh 

pobnts. Thu, fiald plate oms bvmwu MCB 

W S ,  like armor, provlde dmost m pro(sctkn, 

If the DM fsdsthst a G4Mmcw IS abk to *e 
agalnst modem flesrms. 

shleld effectively, the shlald pmvkie~ mi bonuv& 

long range. 
clW range, Md a I-@It AC b0nW 8t msdtum OC 



- 
Duteritr- 

gunRra d is ebk to dodge cd8cctive4y. normd 
Dexterity modifion apply. 

E\.gkd- 
Any magical protection devke that would 

normally Improve a character's A m r  Clsss 
functions equally as well against firearms es it das 
against other attacks. 

When a ddsnderisuwarethsthe is the target of 

weapon 'Fyps V I .  Armor lvloaRars 
If this optlonal rule is d. the DM should note 

that all firearms are conddared piemhg weapons. 
However, MY modifiers from these charts are 
applied only at medium or long range. 

i 

The damage caused by a gunshot can vary 
greatly. A bullet that grazes the skin is generally llttk 
more than patnM. whlle a shot to the arm or leg can 
be debll)tsthg: a head wound m y  well prove fatal. 
While this Is also true of blows landed in mdae 
combat. the nature of ADGD combat aswmes that 
those attacks am averaged ovu a aK-mlnutc 
combat mum+. 

To nRca this. dsmage kan firsarms Is d v e d  
in a Specral fashlcn. when a target is hlt by a bullet, 
the attacker rdls damage dke appropriste forthe 
type of weapon. For example, a shot fked fmm an 
army pistol inflicts 2d6+1 points of damagc. 

when the dice are rolled. any die that shows a 6 is 
added to the damage total and Is then rmikd. The 
reault is added to the damage total. If the second roll 
of a die also corns  up a 6. the die Is added and 
rolled again. Thus, dice that continuously show 6's 
can be rerolkd any number of times. If all the 
original rolls come up 6's. they are alltotsled and 
rolled agaln. 

ModWcntothe damage roll. wch as the + I  
applied tothe m y  pbbDl'Itwodamrgedke. sre 
figured In only after all damage &e haw been 
rolled and (If necessary) mulled. 

is under attack fmm a p b o f t h ~ i n t h e  scrvicc of 
Cwnt Dracula. He draws his navy pistol (-1) 
and fires, hMng the nearest thug. Hsrkcr's @ayat 
rolls the h a g e  &e: a 3 and a 6, far a totel d 9 .  
The die that rhovedtlie 6 is rolled again, y*wng a 

C o n s f d c r t h e ~ e x a m p k :  JoMthan Hark= 
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5; damage now totals 14 points. On& &all & 

appllcdto lndkste a damage t0t.l of 13. 
ha~kcRrdkd~&totakdlsthc-1modllkr 

Covering F i i  
Instead of shootlng &racUy at an onemy during a 

combat mmd. a ctuv.cta wtth a bxukatfkann 01 

oth t r  mngeri weapon c ~ ~ f o v e r "  a b.ga The e m  
Interpremkm d a "tar#& Is up to the Dunpla, 
Master; the.ituaion in whkhtkc-dvenhmrflnds 
himself Is an impoltsnt coddemth. In gemtat, 
two thlngBmay be cover& a psnarorapka. 

coverklg a PLm 
In many cases, a character Vitl WW to tdrs up a 

defensive posltlon and keep a careful eye on a 
specific area. For example, an adventurer miphc hidq 
In the beckof a tool dnd, kceplng hlsguntdned 

enter. A character who dmosesto covu a phw 
(often a door or whdow) Is a d  to t6ke m 
other actbn (even when hls tnklath comclsup) nd 
CMvlotIIEOve. 

If a target moycIl into the C o v a n d w s  balaathat 
character's inttlstiv+. the nonnrd comb8t rsq~ce b 
lnlemptsd; the charactnmsy sttack bhc west 
hunediatay. Thia attack oi a ah& 
f r o m w M m r r r n r s p o n t h e ~ h a s ~ .  pb 
flrlng modwcn spply tam. alack. €mce(h*mu!k 
Is rewlved, the m a l  combst seqwme b famed 
and the coVcI(II0 c h . n d a w n  eQMLpls hbiwn. 

For e m p k ,  Rupert trains hb rtfle on the cellar 
door while his comrades fight zombks. When hir 
party has initistive, Rupert m k e s  no attack; his 
actlon h CovadngthecaHsr door. s3conds lat, 
how-, a zombie burststhrvugh the allsr Qor. AU 
othereombabtempor€lriIyfrcnenwhikRupert'S 
attack is radved. then 00mb.t ncfandly. 
H a d  the zombie burst tluough the mOr bclbpc 
Rupert's initfetive, Rupcrt still c&dh.pe firsd at- 
zombie. Then, on his initiative, he cadd decide to 
.attack a rombk or to continue to c m r t h e c e k  
dO0lWy. 
Ifmorr4hmoMchua&$iacowrlngekEl*bn. 

all am SdYwtD nm 6th mwlyplmmstd trpt 
A charactawhoiscovdngmananrurt~m* 

aaMgr KataClnd.ndh.nnmdln ar)r.way. ore 
0therwi .chanpSadadhtr~Thraue 
interpaMbnofthkisldttotheDM. 

on the door- as to l i n a t s n y o n r b o ~ @  



Cowlring a h s o n  
A character may m r  another p c m  (or a small 

group of people lfthls -8 reasonsbkto them). 
As 8oon as the covered person takes an action (such 
as drawing a weapon or moving Into view). the 
covering character can Interrupt the normd combat 
sequence to Rre on that iRdividusi. 

Like tht Ntcs for ccwerirga place, the atrsckimg 
character is allowed a rhrgie shot vith no fkhg 
m d h  to the a t h k  or damage roils. If the 
character Is covering mare than one paron, only 
one lndMdual can be Rnd on. 

A character who Is covering a person must tbop 
dolng so If he is attacked and harmed In any way, or 
otherwise hampered or distracted. The enact 
IntcrpntsUon of this Is kR to the DM. 

Explosives 
n Qothlc Earth. threetypss ofexplosh are 
commonly avdlable: dynamlte. gunpowder, 0 and nitroglycerine. All haw specific uses, 

adventagcs. and hazards. As a rule, only a character 
with the Demolltlon proRcIency should try to handle 
exphkea, cspdaliy in a crlsIs situstlon. 

potentiaHy inJm or kill several people. To SLnUlate 
this. each exprorive Is rated for damage and MM 
radius. Any- caught in tMs zone a dctonstlon 
must make a saving throv va. breath weapon or 

indicates a victim suf fe~~ only half damsge. 

AU 6xplosiwes have a bbst rsdk* and CM 

suffer* approprbte damage. Asucmsfu) save 

M i i  

dynamite comes prlmsrlly lrom the mMLxl ot ', 
theMat.Wharasticimf--it 
causes ld6 pohts d dracrpr twolrvc*gervryrln 5 
feet. A saving throw vs. breath -.par b &t@me&& 
half damage. Doubling the number of sticks h tht 
charge increases the blast radius by 5 
Id6 to theamount d -e-. ThsftwBW 
fdlows sumnmrize5 the effect0 d -sag**: 

dynamite charges. 
8 

Number of BlMt 

h 
Stlcks 

1 

2-3 , ,  
4-7 .I5 feet 3d6 
8-15 20 tea 4d6 
16+ ' ' 2 5 d  ' 5 a  :" 

JL 
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Number of BiUt 
V*l. Radlus Domags 

1 5 feet Id6 
2-3 10 feet 2d6 
4-7 15 fcct 3d6 
ai 5 20 feet 4d6 
16+ 25 feet M6 

Whlle gunpowder and dynamite are fairly safe to 
transport and we. nitroglycerine is incndibly 
dangerous. Whenever a character carrying 
nltrcglyccrlne Is subJected to any physical shock 
(thrown from a hone, punched, shot or the like), a 
savlng thmw must be made for each vlal carded. For 
every save that fails, a vial detonates. possibly 
setting off a chdn reactlon of the other vials. For 
every vial that detonates. a new savlng throw is 
required for each survlvlng vlal. 

Demdltlon Proficiency 
A charge of explosives that is placed by a charac- 

ter who has made a successful check wlth the 
Demoliuar proficiency has the potential to cause far 
nmre damage than a charge placed by a novice. To 

slmulste the ablllty of tha expbxlven erpa  to place 
the charge for maxlmun effect, a bonusto tha dam- 
age dia dl is posable. Whenwar a dam.gadb for a 
set charge comes up a 6, It Is addedtotJmdsngc 
total and then ml led  for addltkmal demeeu. A 
charge that b not placed in advance, michara 
thrown stick of dynamite. do0 not gain thls bonus. 

Example: A charge of elght Ncks of dynamite is 
placed by an exploslves expert and Is set off when a 
ghoul wanders near It. The ghoul falls Ita sa* 
throw and suffers full damage (4d6 points). The &e 
come up 1,2,6, and 6, for a totel of 15 pointsof 
damage. Because the charge was well @aced (the 
character succeeded the Demolltion profklency 
check) and packed with stones to provide lots of 
shrapnel, the 6s are rerolled and come up 3 and 4. 
seven points are addedto t h e o m  of mto 
provide a total of 22 polntl of damsee. 

structud hmage 

placed charges. When employed In thls farhbn, hey 
are efhdve at rhstrsring wall., 00Haprhe brldgn, 

Explodves M primsrlly Intended [or lma a8 

and OtheWKe . destfoyiw pmpsrty. 



If an uploelon b wd to eoHapee a ntrucIum, the 
DM must determine the minimum charge raqulred 
for the Job. The table that follows USCI the mlnhnum 
charges (rated In stlcks of dynamlte) mqulred to 
breach three i n c h  of various materlsls. 

If a rumsrhrl DemdiUon proRcimcy check b 
made, the quantity of expldve raqulnd Is haived. 

Tarpt  Mhlmum 8s- 
Material Ch.w W O W  
SoR Wood 1 20 
Hard Wood 1 18 
Earth 2 15 
SoR Stone 2 10 
Hard Stone 3 8 
Metal 4 5 

Once a chatgo has been aet and detcmated. the 
obJect Is entitled to a saving throw as Indicated on 
the table. The charge can be muitlplled to provide a 
penalty to the target's savlng throw. With each 
doubllng of the charge, a 4 penalty is applkd to the 

lf the explosive charge used is klow the minbnum 
(but no l ea  than half of It). the rsvlng throw is made 
with a 4 modlfier. C h a w  of less than half-strewth 

Savhgthrow. 

thls will Involve only a s lagbs tkk  d8ynamllc, still, 
larger chsneg could concak.bly be assembhd. Th+ 
DM will need to rule on the t h e  Involved In 
assembllng such a charge. 5hc bundle Willceuse 
damage as indicated on the chart for dynamite 
mlnes listed prevbuc.ly. 

Predlctlng the exact Instant when a lighted 
charge will explode Is Imposdble. Therefore, most 
thmwn charges of dynamke a n  aslrwmd to 
bounce, rolt, or drlff before tbey explode. A m 1  
attack roll I# msde when tks- isthrovca oaly 
o n a r d l d e n u n m o d Y * d . z 0 d o a s b ~  
u c p l & o n j & I n t e n d c d g r g l d . I f ~ h a ~  
wrrwds, the site ofthe apbrion irdcuhtkd 
uslng the scatter dm. If the mlf f&s, the 
boumea and scsttcn twtcethe normsl &tonw. 

lands are presented In Chapter 4. Gnnbat d (hr 

DUNOEON MASTER Gukie, under the heading 
"Grenade-Like Missiles." 

COlllpkt4ruk.brdsosmJnbgrrhncaCbW@ 

C h r a a a f i m s y ~ t o # # h t a i r * . a , e ~ d  
gunpovda Ond R#ng it at an emmyadY*la*rra 
Riclht of stelrs. but thb Is r& slkaivl. tika 

made of wood. although clay pam 
nces ere good that a keg wlU break 

aeving throw vs. fdl or break open. Y 
the M r g e  does not explode and no 

darrmgc L Cmsed. If the save Is succedd. thew 

and thus fall to dctonatc; a U I m  keg 



the DunaEon MWER Qulde. If the attack roll is an 
unmodiRed 1 ,  the nitroglycerine detonates as R is 
being thrown. A normal scatter roll is made wlth the 
thrower hlmsdf as the Intended target. The position 
indicated by a mil of 8 to 10 indicates the bearing of 
the Intended target. 

Turning Llndead 
ystrcs have Ute ability to turn undead in the 
manner of priests in the ADCD game. The N mailgnant energies with which the Red Death 

has infused the world make turning a s  diffcult on 
Qothic Earth as It Is In Ravenloft. Because of this, all 
attempts to turn undead (or command them, In the 
case of evli mystics) are resolved as described in the 
RAVENLOFT Campaign Setting. 

Commanding Ljndead 
Evil mystics have the aMllty to seize control of 

undead creatures. This Is resolved In acco&nce 
wlth the rules presented in the RA- Campaign 
setting. Any attempt to control undead creatures 

include a doctor will be in a much better porition to 
survlve the adwnturlqj life. 

A wounded character traveling in the company a# 
a sWiied doctor recovers hwn wounds faster than 
normal. Details on thb are found in Chapter Ill: 
prdlclmcles under the PhysicIan prcfkiency. The 
general cost of mcdlcd wpplb for an injured 
character is $1 .MI per point of damage recovemi. 

In M urban envkorarant. an InJumd character 
mlghtbeplsccdlna hospltdorothermedlcal 
facility. If thi.~ is the case, Ute cost of cam is $lO.aO 
per point of damage healed whlle in the faculty. 

Conlmntad. 

Healing 
ules regarding wounds 
h ~ f O I G & i C E C l  
standard ADCD games. Adv- 
medical sdence, as reflected I 

pmfklency, &e nonmagical heal 
aspect of ttn csmpalgn. Adventuring 

rl 

c 





Charles and Mystic Rivera. Boston is me of the 
oldcst citks In North America and has a long and 
historic p ~ t .  Boston is very much the heart of New 
England. 

Boston was founded in 1630 by Puritan colonists 
fleelng represslon in England. As Europeans 
migrated to the New World, Boston became a 
cultural center, although it never completely lost I t 8  
purbnkal phUomphy. 

In 1635. thc clty saw the opening of the Boston 
Publk Lstln School and, one year later, the founding 
of Harvard Unlverslty. These were the flrst formal 
schools establlehed In the Americas. 
Boston is best known for I t s  role in the Amerkan 

Revolutionary War. By that Utne, the city had grown 
Into a malor harbor and trade center. when the 13 
colonies rose up and threw off the yoke of British 
rule, Boston was in the forefiunt. 

to grow in power and prrsuSc During that time, 
prominenr famllks like the Cabots, Lodges. and 
Lowells made fortrnns In tndurMes such as shipphg 

In the years lollowing that war, Boston continued 

and turtikl. With ita ccmbinstbnofweaith end 
con- polwtsl philosophy, Emton bac.au 
known as the Athens oftheAtne&aa 

hotbed of abolitionist movement. The clty's 
conrrlbutlon to the efforts of the Unlon Army during 
that great conflict cannot be overststed. 

llmugh&the I* Cantury, Boston served as 
host to a large wave of h d g m m s b u m ~ ,  
espccl* trankrshwn Msnd. ThbLRRaknd 
people (end a -e of labor) hclpad to csnlantthe 
city's statusas an induSmal metropdh =wen en a 
major port and center of c u h d  and educdoml 
development. 

Prior to the American Civil War, the city became a 

Por#dQn &re 
The clty ofaosta, and the lands amud It am 

steeped In hlstoy. Dungum Hutenwlllfhd 
countleas advcntun ldLss b a d  on thcbxe dthe 
Salem Witch Trials of 1692 or the Revoluhury 
War. 

The back mads and andat houses of New 

restless dead. For m e  r e a m ,  this arm d the 
England (uc InfuKd with the ghosts ud.plrits of h a  
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world Is unusually hospitable to the lncorporesl 
undead. Would-be ghost hunters wlll not have to 
search long for evidence of the supernatural In and 
around Boston. 

New Orleans 
Near the mouth of the majestic Misslssippl River 

and not far from Lake htchartraln lies the great 
clty of New Orleans. One of the world’s largest ports, 
New Orleans provides a link between the central 
Unlted States (via the Mississippi) and the Atlantlc 
Ocean (via the Qulf of Mexico). 

History 
Named For Phllippe II, Duke of Orleans, thla city 

was Founded in 1718 by Slew de Bknville. Less than 
half a decade later. It became the capital of French 
Louisiana, and in 1762. fell under the control of 
Spaln whlk remaining culturally a stronghold of 
French values and customs. In 1800, the territory 
was returned to the control of the French, but was 
sdd to the United States as part of the Louidana 
Purchase in 1803. 
As a United States city, New Orleans,developed 

into a ms)brcotton and dare uadhgcenter. 
FdiowingAridrcwJedmm’rdelartdh&1(8h 
here ealtytn 1815, the clty flourished and became 
known ar aaenter of trade and cultural degance. 

MmwhtheCrry waa conquered and occupke by 
(htla, taccbdurina #E American Civll War, New 
Odeam retained it. abehg French tradition. Whlk 
the perlod drewabwtka hss been slow to restore 
the clty to Itr, pmvtous grandeur, New Orlean# 
mwLIL.an lmpoltnaport (u well as a major 
p m d u t a r d w .  

PorblWenLars 
Thc R m t  images that come to mlnd wtan one 

thinks of New Orkans are the mat swamps offhe 

Over the centuries, many supernatural fci?ces tmve 
ken drawn to this gmat port. 

Perhaps the m t  dominant of the my- pnvcn 
in New Orleans mtheancknt, hiddm prsartkncn 
of long togottan magks. For the most part. these 
are adepts urn0 pncae the arts of-. 
WhlleeverymelnthereglonknowrtheschYl)(rldr#b 
exM. only a rere few can d.Lmtohare seen 
evidence of thdr dark IUO&C. 

lvisdssippr Deb Snd the dark comcm ofthe dty. 

Because of thb InRucnce, the dark and ovsgrpm 
areas outside of New Orleans are rumored to have 
large numbers dthe I I h g  dead lutkhg &out. A 
group of characters exploring these regions Is lbbk 
to encounter things ranglng from a handful of ghouls 
on a hunt to a Foul zomble master at the head d o  
pack of walking dead. 

Son Francisco 
Located on a penlnsula sandwkhd be4wwn the 

Paclfic Ocean and San Francisco Bay. thI8 Crry b 
one of the most important pMts on the Pacific Cwrt. 

History 

1579. when Slr Francis Drake vlrlted the on hb 
voyage around the urorld. It WM not until 1776, 
however, that a permanent European sethment was 
established. Known OS lu\hdon Dolores, thb 
communlty (and Its a c c o m m  fort) w m  
founded by Juan Batlsta de Arm, A# the y a w  
passed. the populatim oftha regbn srew. The city 
eventually assumed the name Yerba thema. 

In 1846, during the Mexican War, forces OF the 

This regbn was Rntexplond by Europeans In 

ofchblme came to tht 
a C o m n % & b n  sir. 

cost *‘F869, ttie city corqwdto dmlop fntoth2 
maior y t h d  kb crths issois. 

PauddanLdas 
The atolilstddby i & J m u I & h e d . k e r ~  

#ith.theegnpletiond.;nPvayLWr hbtkeeod 

dSa ,Fr .ncbto ’ .~mbhtcsr l ly l e sdonato  



the preying drome kde(M1 basrt or the prew 
gangs of the mmy ships that pass through tka 
harbor Is imposslbla to my. 

Still. the Chinese who have settled In San Fmn- 
clsco throughout the 19th century claim that more 
than one ancient evil crossed the Pa~iRc with them. 
Whether these stories are true is unknown, but wise 
lndivlduals are not qulck to discount the traditions 
and storks of these M e .  Thdr civilhation h as 
anclent and w k  as any on Gothic Earth. 

vencower 

Located on an expanse of flat land alongside the 
Burrard Inlet on the Strait of Georgla, this city lles 
opposite and Is sheltered by Vancouver Island. 
Although far to the no&, the climate Is fairly mild 
and the harbor remains fm of Ice year round. 

mtoy 
In 1778, the famous explorer James Cook was the 

Rrst European to vlslt the land maas that would 
eventually be called Vancouver Island. Not until 
1792, however, dld George Vancouver explore the 
Burrard Inlet and claim the region for England. The 
firut settlement, called Qmnvllle, was not estabhhqd 
u d  1 8 7 5 . F ~ l b e ~ d t 4 I t  
Canadian PacifktmRscoattnentd mUway in 1886. 
the city than@ ita name to Vsncolanr. 

Vacower's po$&tkm aRd iap&mce 
~ . m , w h u e t h e * w d d ~ * ~  
-ofthe mostlmpa(wt In Canada, it Is very much 
aLaadkrtomatthettmsinvmkh 
RrdQrath advmtums M SeL 

Tbckrgesttl&st&shhhea 
IhMng. althorlgh the clty's arowlng LnpolZsnce as a 
patcmwothcundenta(ed. 

FwUddanLam 
I h c P d  r(0rthWad IS 4 -hd Of 

t a m p M a s - M d ~ n # r * d n s .  
V ~ V e r c s l ( . i n h h e u f ~ . c n w t p l O r e d  
tcnltory tikern irlwd kthcndd.r d m . e a .  

W y . ~ d a t m g a c m t w e s h r W q b # e  

wow. somc 'wltmssca" even 

can change drape, taking an the sppcsrsnce of 
local hdkm or even European settkm. 

Indeed. the &e hcrlcans. w h  #ved in this 
area for centuries:before the arrlval d the 
Eumpeana, speak only In hushed tona when they 
talk of the wild, howling splrttg of the fonetr. To hear 
their stories, one would think that the whole area 
was infested with diabolical creatures ddhrarlng 
madness and death upon any whodktwb them. Of 
course, the pcopk of Vancouver know bettes than to 
believe these primIUve people. 

Central America I 
n ancient the% ulh.re@m wa8 the home of the 
mighty Mesosmertcm ampha: t h e h  and &e I Mayens. Following the& dbaovay by thc 

ruthlessly Qmlnstad. ForhmateAy, try.aa2hcy mi& 
the Euro(sesnr, have been unabla.to dearoy the 
p c w d t i c ~  ofthee ancient people. 

Mexico City 
The current capital of Mexico, this great cky we5 

w,m.& wi& plaln that w q a n w a  I&?. A- 
fWttmaqr&W . .  

thennth clvilbatlrra,vnrt 

llas br a tmpkd wgksn, its 

.&w3mty was swndsdty nem&nGatca In 
13at:.s3limhg the ofthe * c.p#s( 
t'tltlln. Prior to bd.vasratkm,Tp&!ttmh 
wm the &seat city& RJltby n&-. 
w?La:FQpdotkal:d.oAw7uO,~ ItWved asthe 
apitsl of thaiWe.2 m$be w*l325. 

EuFopaaw,spanbh. 

davlcercyarctbthop.b'lJ9l;itwdwmitywu 
founded h i4A@@y. ont dthe dde* nrb 

r 
a 



The heartdtheclly Is a gecrt comnm known LT 

the &a10 or Plaza de la Conbtltuci6n. MMy impor- 
tantbuildhg., indwhgthe Natkmdpshce, ere 
located here. The 16th cefhy cmtk of olspae- 
pec, tradMmal homc d the Pmldent of-, lies 
southvcst ofthe dty along the Parco de la Reforma. 

Forbiddm Lorc 

TenochtI€l6n ts far from dead In Mexlco Clty. Of 
course, the modem government wwld like the 
inhabitants of this thriving city to believe that all is 
calm and quiet, but that is far from true. 

The natlve population. many of whom can trace 

The ancient hcritagc of the k t e c s  and 

their mesby back b t h e  great khgdoms of 
Mesoamerica, wlH never forget rtortse of the 
sufferlng of thelr ammstcu atfhehsndsd C o r m  
and the ConquMdm centwks d l e r .  Nany sea& 

the magk ofthe Aatecr, cspecblly the myrtrc 
devotions of the sun, canbet, and westhcr 

lost temples. and nmerous forgotten treasures of 
the Aztecs. To the ancestral inhabitants of these 

socictlel anddsrk h Sn NIIlOredsO keep dlvc 

Countless storks exist of underground chambers, 
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With a climate well suited to growing sugar cane, 
Saint Dominique became home to thousands of 
slaves imported from Africa by the French colonial 
government. Whm word of the French Revdutlon 
reached the island In 1789. a violent civil war 
erupted. In 1803. with the help of British troops, 
Jean Jacquea Dessallnes drove the French from the 
island. He declared the colony an independent state 
and gave It the name Haitl, or mountainous place. 

Sal imbued with the atmosphere of the French 
pirates who came to the Island two centurks earlier, 
Port-au-Prince 1s a wlld seaport. Wlth extensive 
coffee, sugar cane, and cotton crops providing 
valuable exports, the island Is struggling to survlve 
as an Independent state. 

Forbidden Lore 
The ancient maglcs of Africa stlll survhre among 

the peopk of Port-au-Prlnce. The adepts who live In 
the city are rumored to have the power to sap a 
man’s wlll and c a w  him to serve wlthout question. 
These maaters of enchanhenta and charms are said 
to have sources of information cloned to others of 
their ilk. and nothlng that transpires in Port-au- 
Prlnce can be assumed to escape their notice. 

South firnerica 
ome of the Chhnu, Narcs, and eventually the 
Inca clvillzstlons, South Amarica fell under 

explorstlon by Europeans In the 16th century. A vast 
contlnent covered with great mountain ranges, lush 
raln forests. and the remains of many ancient 
culture#, much of South America remains 
unexplored by the Europeans who brought disease 
and suffering to the Indigenous people. 

H spenirh and Portugee conbd following its 

Busnos Fires 
Buenos Alres was originally founded by the 

Spanish M a convenient lamling poht at the 45- 
kilometer-wide estuary of the Rhrer Pbte. With a 
mild and hospitable climate all year rwnd. Buenos 
Nres  Is easily one of the most important ports in the 
southern hemisphere. 

Hfstory 

was founded by the Spanish In 1536, It was 
Although the first European settlement In this city 

abandoned a k r  extenslve native attacks in 1541. h 
1580. t h e m  was mdabkkd by Juan de 
Caray, SwIOugh it was l a w  neglcacd by Sp.h 
untll1776. Atthat tlme, Buenos Mtas heme the 
capital of a Spenirh vice-royalty tha hluded  
modem Argentha. Paraguay, and onyluay. 

Air- and the mounding hnds pained 
Independetkce from Spain. Although the region 
successfully reslated British attempts to mpiace the 
d i n g  Spanish, dispute. between the agrkukml 
barons of the provinces and the urban p w e r  d 
B u e m  Akes prevented Argentban unity. Indeed, 
not untll1Bf)o was the natJon of kgentha finally 
unitcd wlth the great port clty M ita cspitsl. 

In recent years, Buenos Alres has become an 
important center for meat packlng and dripping. in 
1BZ thc fbst lrtsONIc0 (meat reWemW W )  
was established In the city, end by 1887. needy 60 
refrigerated ships carrkd meat from south America 
to Britaln. 

Early In the 19th century, the people of B u e m  

Forbidden b e  
As In Mexico City, the Europeans who founded 

Buenos Alres dld everythhg in thclt p w e r  to mtamp 
out the culture ofthenatlve peoples. whlk they may 
have been successful on the surf-, they mdd no( 

Christisnlty. 
Rumors abound of men In the wild tomb around 

Buenos Alres who can assume the shapa of el tfgm 
the mighty Jaguar. Tales of winged serpents and 
other horrors datlng back to the days of the Inca 
and aven Chlmu clvlllrations permeate Scuth 
America, but many seem to focus on thta Sprsvung 
port city. 

dcstroythe roots of a sockty u r s t e s s i I y ~ &  

k i i s  

h a t e d  on the hcmc coast of m America, 
the city of Uma lies at the base d the Ccma Ssn 
Bartolome filnge and on the left benk of the river 
Rimac. Urn ta hot and dry throughaa the year, 
Mng a I#tk man than 10’ south ofthe equator. 

Hlstolr 
Prior to discovery by the Europeans, all We area 

that Is now Prru was sa(tlcal bythe wealthy Inca 
civll)zstion. .Ill8 earltest enwUnteIs bshvcen these 
people and the Spanish invaders were far from 
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congdal. Earlyin the 1- celtlny, thaspsnIah 
explorrr Francko Pizm summoned the IMM king 
Atehualpa to mntwlzhhhr When Atahwlpa 
arrived, Pkam sk@temd thethouaanda d men h 
the king’s Wnue and took hbn hostage. Eventua!&, 
he ordered At~hualpa’s death and coaqwrrd thah 
capital of Cwco without resistance. 

Founded on Epiphsny k 1535 by PLm.  Uma 
was odglnally Mnrad Cludad de lo6 Reyea or CfQ of 
the (riuce) Kings. The current name ofthe city b a  
derivst[an of the name of the river thst ft0M nearby. 
The site was chosen fora settlement because of its 
good food supply (due to i r r i ~  bm, h d )  and 
the sheltered port of C.Uao/ust north ofthe city. 

In 1543, the clty WM made the capital ofthe vice- 
royalty of h, and In 1545 It became an 
archbishopric. In 1551, the Unlvemlty of Sen hrrps 

was estsbllshcd by &xme of Empem Charks V. At 
the Urn, )t waathe fint auch facWity in Sc&h 
Amerka a n d d y t h e  wcond In Laun knarfca. 

In the early 19th century, with most of South 
Amerlca struggling for independence from European 
powers, h a  was one of the last Spanish 
stmqholda to wrrsnder to naUonaUst fortes. 
Finally, In 1821, thecity wbmmcd and Joa de Sen 
M n  stood in the plsrs de hmrss and decked the 
lndapardcnccofprm. 

The city d Uma standsem a dangerour, fault Hnc 
and is often shaken by earthquakes. Whlle Uww are 

disasWu tmmols In 1687 and 1746. 
usustly minor. the city W&aU butdembyed by 

ForblddenLorr 

Llma sodud in blood. Uke much d the rest of 
South and Central America, the herltage of the 
Mesoamerican Empires is not lost In Peru. 

The supernatural remnants of this fallen 
civilization are not the only metaphysical perils that 
advanturn wlll face In h a .  hs 4kssdy noted. the 
Paciflc coast d Scuth Amerka ia an UMMY land 
subject to sarthqudra, and &anoea. Many 
accoune, oArn from rdbbb witacucs, tell of 
strange creatures here that haw dwed their way Lo 
the surface of the earth from deep h e a t h  ICs crust. 
Some describe these horrors as great splrlts of h. 

The conquerineofthe Incar left the Iandaamund 

W h l k  &em tell dthem M gwtbamats dU* 
s t o n c o r m a g n a . ~ t h e ~ , y ( t k d o u b t  
W ~ t h s t t h c r a ~ S r r d k M Y ~  
known to man. 
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Early In the 19th century, Mehemet Ali (the 
Vlccroy of Egypt from 1805 to 1840) began efforts 
to restorsthe cltytoa podtbn ofaconomk power In 
thereglon.WiththeOpcningoftheSuezCmalln 
1869, the dty regained evm more of Its mlght. 

Following a massive slaughter of Europeans In 
1882, the clty was bombarded by an Anglo-French 
naval unlt. Shortly thereafter, It was occupled by the 
Brltlsh, who later moved in and took control of all 
Egypt. In 1890, both the cky of Aluc~drla and the 

Forbldden lore 
Much of modem Alexandria has been built atop 

the anclent ruins of the orlglnal clty. Countless tales 
speak of lost catacomba beneath thk mew@S, 
houslng the lort secrets of the anclent pharaohs. 

Indeed. some clalm that the moat valuable bIts of 
lore from the famous llbmry of Alexandiia w m  
removed from that Ill-fated place even as it burned. 
and were hidden away for safe keeplng. Whether thls 
Is true remains unknown. 

Whatever secreta might be hiddm in the darkness 
beneath Alexandria. It is worth nmcmhrlng that 

whole Of Egypt are d l  under &MSh Nk. 

mankind's flnt dedlnga with the Red Desth orrumd 
In the ancient kingdom of-. While hidden 
treasure8 d lost poweramay well wak dlscovey 
In Alexandria, the danger of grwt d l  and 
overwhelming c o ~ p U o n  lo a h y s  near at kmd. 

Cape Town 
Nestled beneath Me &aUncUve plateaus of Tsbk 

Mountain on the shores of Table Bay, Cape Town Is 
some 31 miles north of Africa's Cape of Qood Hope. 

H M W  
Cape T o m  was founded in A@ OT I652 by Jan 

van Riabeeck as a bOSe OfopCrStiaafor thc Dutch 
Easthdla Company. Overhe next fewyd.n. the 
settlement expanded rspidly. 

ThIOU&Outtke leth Md 19th cenfWh, the 
majority of Cape Town's economy mvdved a& 
the provlaIonlng of &Ips b o w d h  Europs to the 
Far East and back again. The ope- diMs Suez 
Canal in 1869 dlverted much of thkmfflc, hovcuer. 
sending shockwaves thmgh the cny and gre6tly 
dlsruptlng Its commerce. 



In 1890. the city is In the process of rekdldlng ita 
economy and looking toward a future when it will 
serve as one of the most important seaports on 
Africa's southem coast. The city serves as a crucial 
point for travel and trade inland. 

This is a time of political tension in the region 
around Cape Town. The Boers and the British are 
struggling for domination of the area, and the Boer 
W a n  are less than a decade away. 

Forbidden Lore 
As in the Americas, incursions of Europeans on 

the ancient cultures of Africa have not been subtle. 
With the deplorable slave trading of the past several 
decades and a general disregard for the traditions of 
their so-callcd coionks. the European nations have 
greatly disrupted the lives and ways of the entire 
African continent. in so ddng. there is no teiilng 
what ancient spirits and horrors these sctlvftles may 
have angered, or what new spirits have been added 
to these numbers. 

While the deepcst jungles of AMca remain 
unexplored by Europeans. many expeditions are 
being mounted to venture into these dark and 
mysterious places. From time to time, stories of 
creaturer long m h t  to be exthrcttridrk at dthe 
jungles of MIcaE Whether theae rapolb are tM wlll 
ramdn yrkmvrnunulsome herdy sraupof 
wpkfem mmna wi& Win@= proof one way or the 
other. 
In addlttar to these mysteries, onecannot 

overbdr the hportmx of Cape Town's katbn In 
the CarlBaStbn of ita lupamehrral side. Thc clty Is 
not far fian the Cape ofoood Hope, the b.dltlonat 
horns of the infamouc Fl@g Dutohman. Few sellom 

thoocwhomskethairhbmwlnCspcTown. 
M 118 f d h  with& phsllblll ShbS Ofthe B M S  M 

Brisbene 
Posltloned on both banks of the &l.bsna river 

some 19 d e s  from ita mouth at Mombmn Bey, the 
city of Brbbana is roughly 500 miles north of 
Sydney. 

mory 

South W e b ,  Brisbane began as a panSr colony in 
1824. Slightly Over a dcosde later. in 1838, ryxmd 

settlement began. in 1839, the convicts were 
withdrawn and the city became the csprtal d 
Queendand in 1859. By 1861, the population hed 
reached roughly 6,000. 

~risbam continues to gmw mpidy in the 1890's 
thanks 00 ita booming ship bulldln& meat pedtlng. 
and wool scouring ind-. The city.stsa -as 
a secondary port and trading partner to mlghborlng 
Sydney. 

Forbidden Lore 
Bllsbane is an unusual place thstiuseame.ta 

play host to some dlstlnethn and unkjue typea of 
supernatural activity. The arrival of the E~ropcans 

Named for Thomas Brirbsne, the G o v e m  d Iycu, 
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were laid out in a clean grid pattern by 
Edw str* rd Jollk, much of the architecture imitated the 
BrltYh Isles. Examples can be found In the dedgn of 
the Qity’s great cathedral and other buildlngs; the 
stredt names (whkh are largely Engllsh Blshoprlcs): 
and the abundance of plantlife imported fmm Britain. 

In ddltlon to I t s  Importance as an agricultural port 
that rvices the farms of the Canterbury Plalns, 
Chri E church is an important part of New Zealand’s 
rail Jystem. 

PoMdden Lore 
The seas of the South Pacific are rough and 

dangerous. Only the best ships and hardiest of 
can survlve for long on this endless expanse 

of bl e. The people of Chrlstchurch have seen more 
than their share of ships leave port, never to be 
hea fromagain. sal may be the reason that storles of strange 
creatures lurking beneath the waves and phantom 
ship+ running in the night come 80 readily to mind in 
Chrl8tchurch. Seldom is there a nlght when lookouts 

coast fail to spot dlstant lights at sea that 
and fade mysterlously, leavlng one to wonder 

19th cenhuy is a time of colonbl ucpannlon 
the tr.dltlonal poararS of Europe. ltaly and 

beenmving lor Untficstion, 
i s i n t k c i w t s t n p s d a  

Earth. still, lor all iDs 
with the minions o f a e  Red 

standards. Bucharest & a relntlnly 
back to roughly the 15th century. 

At that time, it was the seat of the Waladdan 
princes. In the years since then, Bucharest has been 
varloudy contrdkd by the Turks, serbr, Russians. 
and Austrians. 

Walachla. Two years later, when that state united 
with Moldah to form Rumanla, Buchsnst bscsme 
the capltsl of that newly-formed rrplbllc. 

The area arorad Bucharest ha. long ken a mgbn 
of confllct and strife. While there are many chuthes 
dating back several cenMes, thcK were the only 
buildlngs sturdy enough to survive se@. The 
msJomyofbuHdhgn Inthecltyan r rwwly  
modem. Despite massive fortWcations buHt to 
protect the city, it repeatedly fell to invada$ over the 
centuries. 

Forbldden Lore 

feared in all the world. In this region, the moot 
infamous of vamplns, Dracula, is sold to nuke hir 
home. Certainly, the scattered blts of Infamation 
that have come to light abcut this sinister creshvs 
all point In thls dlractlon. but so cunning &that 
master of the undead that extreme care must be 

In 1859, Bucharest became the caPl(a1 d 

The lands around Bucharest are some of the most 

snfik, w canmtmeaslly dimntm.the 
aupCmshadhwMgeaftheahmdu.ltbsdd(ht 
evcryrupcnwlonewrtomanilcl9b€lbbraid* 
IepreaantedrqAIcwhsreh*-. 
not without mmon or muse. Even If 
is not to be foud here, c e W y  other cnkluk Lrr 
and around Buchamff. 

Dublin 

Situated at the mouth dthe river Llffey an W h  
Bey, thhbdty‘s true Gaek name is Balk Atha CUSm 
or town Mehe hurdle ford Its more familiar, modem 
nmne canem from the Oaelic Dubh h n ,  whkh 
mew bfack p a l .  By whatever name it is k-, 
D&h b om d the most Important clties In Mend. 

Hwon 

Normsnl drovaolJIthe Dams, snd in 1172, the city 

The dkst roots dthls clty can Wkraced back to 
the VlkIngs of the 9th century. In 11 70. hc Anglo- 
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woa award4 mum mm d&*tslby tbtayU.bAt 

gowmmnt and the cenkr of the Me, a fo&kd 
area controlled by Anglo-Norman b a r n  

For all ita hl6tory. l t w ~ a n l y  wlththe tinwnlng d 
the I& ccntuy that the a r a a m  to greatly 
incmam In popuWon and Lnportsnce. By 1841,  tha 
city of Dublin woa the cepitai d a  col.lbg mora 
than eight and a half mlllbn Inh.bitwtk At the Mme 
tbne,thegovsmmantbegantamktnrhrge~ 
of the bay, providing new lsnds forthe dty& 
expand upon. 
In the 1890’s. DubUn b very much the s e c d d t y  

of the Britbh Ern*. Semmdoniyto Lmdon in 
hpmtawe, urir ma@kentc#y is noted for Ita wi#e 
stne(s and beautiful Gcorglan houses. Few tmvekrs 
to this place can avoid being chamed by the p p k  
and character hen. 

ulstttmm, um city was rha rcstof Englbh 



w a t l o n  ataMiahed shortly a h  the Romsns  
camp to Britain in A.D. 43. From these beglnnIngs, 
the qlty of hdlnlum grew to become the largest 
city In Roman Brltain. Serving as M lmportent port, 
~ ~ d l n e x u s ,  and mllitary center, the city wm 

by a wall in about A.D. 200. 
er the Romans tdt Brltain In A.D. 410, the city 

abandoned for a time. The Saxon 
grew on the sIte wm destroyed by 

inva#ng Danes In the 7th century, but wm rebuilt by 
Kind Alfred In 886. Slnce that time. the d t y  has 
grow and prospered contlrmwsly. 

Fdliowlng the dlscovery of the New World and the 
subsequent creatlon of countless new trade routes, 

n's Importance increased drastically. Dwhg 

of thp city rn from 1oo.OOo to nearly 25o.OOo. 
(1558-1603),thepopulStlon 

In Septemberof 1666, a great flre -through 

demands ofthe growing city called for the 
of several a c m  the Themes. 

metropoli that it is in the 1890's. 

the city to such communitks as 
Kennington. and Vauxhali. In 1750. the 

co 

L a m p  imp ssive Wesbnlnster bridge was bulk. and In 
1769. Blackfriars Brldge was added. In the early part 
of thb next century, the Vauxhali, Waterloo, and 
Southwark bridges were also built. 

peode. WIth the development of an inexpenshre 
railwby syatem In the early and middk 18OO's, 

early 19th century, the population of 
had grown to roughly four and a half milliar 

class suburbs sprang up and the city spread 

Forbpen Lon 
We can easliy lmaglne the draw that a metropdls 

don would hold for any 4 1  cmhue. Wkh Ita 

swith the rest ofthe world, there might 
better hunUng @round than thk mighty city. be 

F o r q b  reason, such hormrs (u Dracula and the 

slnlster Jack the Ripper hem visited thta city In 
recent yearn. 

In the paat decade, the city has begm bnpc#ng 
archeologkal treasures from a11 -R of the globe. 
While thew RIi museurns and shops wlth any 
number of wonders and delight the city's m-, 
they brlng with than the aupemahnd bre of Wr 
homelands. There can be no do&& for example, 
that the t n ~ ~ m  brought to London hum the tanba 
of Egyptaretelnted by the evli that cameIntothe 
world in the land of the pharaohs so many canMks 
ego. 

the westem world have nol heard of the rebnths 
S h e W  Hdmas or the tnQmltsble Rdemau 
Challenger. Wlth men such as Umae ksspke a 
constant vigil over the foggy stnar of Lonrbn, It 
seems rnrllkely that any Rend who canes tothe city 
will flnd hkvlctory amred. Still, -men ofthis ilk 
cannot be dependad upon to stand againal the many 
horror8 of the Red Death. They may have been 
spad to this poht only because they have -yet 
seriously inconvenknced the dark and e things 
of the world. 

paris 

France rests some 230 m k  hum Le Hawe, where 
that historic waterway empties Into the Auantk. The 
landon which the city stand8 to a low bash that rhea 
gradually to a ring of low hills that mark the 
boundarks of the metropolis. 

History 

Cettk Parldt. Around the 3rd century B.c., they 

in 52 B.c., the Parlstl set flre to thelr lsland fort and 
with& from the area, leaving It to be cbkned by 
the advancing legions of Rome. 

To the Romans, this city became known as Civitas 
Parislorum or. more simply, Parts. Locatai in Roman 
Gaul, thls city war m e r  d g m t  lmpvtance to the 
Empin. 

Chrlstlan Naory tells that St. Dents, the city's R n t  
bishop, btuught the faith to the cIty In the 3rd 
century A.D. Other bre clatms that 8 Osnvicve, 
the clty's patron saint, Inspired Msbn defense 
against the Huns h A.D. 451. 

lhe city is not without I t s  defenden. Few paopk In 

Located on the River Seine, this great city of 

The earliest inhabitants of this regh were the 

fortified thehe de la cttc and cdkd  the site Lutatla. 
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of an Iron vlllage on Palatme Hlll 
to the mlddle of the 8th century B.C. 

The earllest true Romsn culture was dlvlded Into 
two Ulstlnct classes: Patrlcians (nobles) and 
Ple#lans (commoners). All were ruled by a senate, 
call& the Councll of Elders, and thelr elected 
monarch. 

the 7th to the 6th century B.c., Rome was 
the Etruscan Kings. At the end of that 

pew, the monarchy was overthrown and a true 
repqlc  was establlshed. Following this historic 
eveqt, Rome began to spread and absorb 
suwundlng settlements. The Servlan Wall was bulk 
to defend the clty foilorring a Galllc Invasion In the 
early years of the 4th century. 

In1312 B.c., the clty built the flrst of Its famous 
aqujducta. At the same h e ,  the great road known 
as q e  VI. Appla (or Applan Way), llnked the city 
wlthlsouthem Italy. Even the Punlc Wars (264-146 
B.c.~ did nat stop the expandon of this great city, 
whlqh continued to amass economlc, military, and 
cult ral power. 

F$lowlng the assassination of Tlberlus and Galus 

that cllmaxed In a great clvll war. By 
1st century B.c.. Julhts Caesar had 

succ@aor, Augustus, was the flmt to clalm the tltk 
“E”rp”’ of Rome.” 

v o t e d  at the nexus of a great road network and 
by f t r  the heart of Imperlal culture, Rome was, for all 

h great clusters of low Incomc houslng 
purposes, the center of the world. 

flre hazard, the clty continued to 
to combat thls problem, Augustus 

Desplte thls end other 
the city was swept by a great 

much of the Inner clty. To 

the ulgllls, a group of flre fighters wlth 

Nerd, emperor at the tlme, thh trsaedy was merely 
portunlty to build his great Golden House. 

e end of the 1st century A.D. saw Rome under 
the Flgn of the Flavisn dynasty. whldr Implemented 
a gqat serles of public works programs deslgned to 

the populace. These projects 
the construction of the gmat amphltheater 

today as the Cdoscum. Ac?lvltles In the 
as well as bane of food, were 
keep the people of Rome happ) 

llvlng ccdittons among the lower clasa. 
By the 4th century A.D., the clty could Iu) IOIlgW 

serve M the cspltal ofthe Roman Empire. In &to 
function effectively, a new slta needed to be &own 
that was nearer to tha state’s borders. To that end, 

created Con&mUnopls. The hrstory oPthb dty, 
whlch he called the Christian New Rome, Is deteikd 
elsewhere In this c h a m .  Also durhg Wtlrne, the 
first of the major Chrlstlan Basliicas (hrdudkyl the 
original St. Peter’s) were built In Rome. 

For Rome, M was the bwlnnhg ofa bng period 
of harddrlp and decllne. In 410 and 455, the clty 
was safked by Germanlc tribes. Dcsp#e eltunps to 
bolster the city, lt WM c I ~ ~ F I Y  I&. In the 6th century, 
Rome was occupied by the 0.bogOthr. Eventud 
reoccupstlon by the Byzantines and c c m m  
destrucUon brought about a terrtble perlod of chaos 
and decllnc. 

Stlll, for all these hardahlps, Rome remained the 
seat of the Papacy and, as such. the heart of the 
Roman Catholk church. Despite a valiant a-pt 
by Pope Qregory I to halt the decllne of the clty, M y  
k a m e  a battteground agsln In the 9th century. 
With the comlng of Arab raiders, the cky reached a 
cataclysmlc low that lasted untll the Middle Ages. 
Indeed, at thls tlme, only one of the city’s great 

Emperor constanuns moved the caprtsl to the newly 

aquedufts SUI1 hmctioned. 
Rome’s fortunes began to Improve In the 1 Ith 

century. While thk advancement woa halted at the 
start of the 14th century when the pspffy moved to 
Avignon, it resumed anew when the hpsl scst 
returned to Rome In 1377. After the mMd* of Ur 
15th century, Papal patronaec ofthe arts was 10 
great that Rome eventually supplanted Florence as 
the heart of the Renaissance. 

mcommctkn of the city’s defcnrlve wall. end the 
c o n s h c t h  of numerous churches and pakces. 
Even the sack of the dty by Hapaburg mercendea 
In 1527 could not halt the reblrth of the Eternal City. 

Michelangelo, Raphael, and Bramsntc hbond to 
Improve the clty. While some worked wllllngly for 
the church, others did so under threat of reprissls or 
even excommunicatlon. In any event, the wonders 
that they bfOugMtothedty cannot be dhputad. 

The relgn of Pope Nlcholas v saw the 

Durlng the 16th century, altlstswch 8s 

The nJe ot Pop S m  V (1585-1590) MrOdUCed 
modem city planning to the anelantmatmpdl. New 
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major sheets was created to provldc access tothe 
center of the city from the plaaa dd Fbpda In 
sdditbn. S i  o v e m  the repair of the squeducts 
and compklkn of St. Peter's h e ,  which 
domtnste8 the skylln of the city to thin day. 
In the 17th century, the city was enriched by thc 

Work ofrculpton and archltecta libc(i*o Lonwo 

quiet orda under papd Nte. 

6eIzedmMly of Ita artbsscum. Wtlhthe Congmm 
of V h a  In I815 SmV the city naorsd 0 the 
papacy. Napdeon's 0rrupatiDn sthed up 
sentlmwrtl throughout Italy. Indeed, the House of 
savoy sctsduparth* mood and ranited the 
fragmented counby in 1861.  The papal d e n  of 
Rome ratstcd 8bsoWon into the state, and the city 
had to be forcibly taken In 1870. At this time, the 
P O P  hWlldncdopposcd tothe hvsdan and 
declared hlrrwlf a prisoner of the VaUcan 
A. the capHal of the rsuniRcd M y ,  Rome gmv at 

a frsntlc pace. W e  new qusrtenwm addedto 
the city. In the age ofthe 1890'11, Rome Is again the 
mostbnportantcity In souulem EufcQe. 

Bemlnl and Fr-o Borranhi. Thh conthucd 
the lw CantUry Mthe City m)oyed 0 -of 

In 1797, Napoteon earSparte sLamed Rome md 

PorMddcnLorr 

been drawn to a city old endmajestb Lome. In 
the past, thbcity hascutnlnly seen all m e r o f  
creatures, funn horribkfkmbto sdphues and 
paintings animated by the feverish will of their 
c r e ~ . M a n y o f t h e c i t y ' s d d e s t ~ a n M l d  
to be bwn(ad orcuraed with the poamfvl rplrltr of 
their long-forgotten inhabltants. 

In considering the ~ t w c  of Ronla's mscsbre 
forces, one must remember the long hlrtay ofthls 

ofstrvztwusbuutlong beforethefomdhgdmany 
m o d c m ~ .  AhnostcertaInly,thekbylinthhe 

contain wondcn (and hornus) the likes of whwl no 
modammanhssseen. 

No one can be certain of the hollws r'--'ave 

city. Many modem buudh@ ale built uponthenlb 

ChamknthatHcbeneaththe~ofthlScity 
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Speculations have been offered to explain the long 
and varied list of supernatural events linked with the 
pastiof this great city. The moat likely theories 
sug st that one or more of the ancient qabsis had 
hea quarters here. There are ulosc who clalm that 
su C T  an organiratlon might well be headd by an 
anti nt and undying wizard who has mastery over 

Sgne have speculated that this supernatural 
presence is the most terrible of evils-the Red Death 
itselh Thls seems unlikely, though, for the idea of 
that elusive entity anchoring itself to one physlcal 
localion is difficult to accept. While it might be true 
that Vienna hosts aome great minion of thls fiend, It 
is a b o s t  certainly just that-a minlon-and nothing 
mod for ail Its power. 

den$. 

W+m Psia 
rapped between two worlds-the sprawling 
colonial states of Europe and the stoic Russian 
Ernpin-Westem Asla is a land of great 

conttssts and a melting pot of cultures. Only in the 
natiqns of the New World are the values and 

traditions of ao many diffemnt cultwcs ao well 
represented. 

Constantinople 
Originally known as Byrantiurn, this great city 

stands on both banks of the Bosporus, a narrow 
stratt that divides Europe from Asla. At the tlme d 
Masque ofthe Red Death c s m p s ~  Constantlnapk 
is the capital of the Ottoman Empire aa well (M a 
ma& scsport with ready accean to both the Black 
Sea and the Sea of Momarb. The city's Qdden Hun 
is a magnificent natural harbor carved by the wsten  
of the BospoNs. 

Hbtory 
The modem hlstory of ConataMnopk began In 

A.D. 324 when the R O ~ M  emperor caurt.nthc 
selected the site ofthe mcht clty of Byawrivn (ll~ 

the new capltal d the Roman Empire. Thc mwons 
for his choke were many, but the proxkntty of 
Byrantiurn to the lmpcrlai frontiers wa8 by f.r the 
most Important. Like Rome, C- ta buut 
on an area of e v e n  hlllsand, &one the, was 
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surrounded by maslhn wails. The otdcllt scctjon of 
the city Is Stambul, which stands west and south of 
the Golden Horn and was built on the very rulns of 
ancient Byzantium. 

Among the many splendors of the city is the 
imposing Hegia Sophla (Holy Wlsdom), built a5 a 
church in the 6th century and converted to a 
mosque in the 15th century. Other impn~ive  
struchrrrs include the Mosques of Sukiman the 
Magnificent and Bayazid 11. These structures, and 
many others in the clty. are a halon of the classical 
architecture of the Romans and the unique styihgs 
of the OItOman Turlcs. 

Throughout the centuries, this city has provided 
the world with many great cultural innovations. The 
importance of Constantinopie's influence on Roman 
law, Greek philosophy and art, and the thaology of 
the Christian faith cannot be overstated. As the 
headquarters of the Patriarch of the Eastem 
Orthodox church, the city is a stmnghoid of 
Christian faith end has nearly 200 Christian 
churches. 

Over the c o w  of history, Cmtantinopk was 
one of the most &-besieged cities in the world. 
Before falling to the Turks in 1453, it was attacked 
by the Arabs fmm 673 to678 and again in 717 and 
71& by the Bulgarhm k713 and 813; andbytha 
amdss d t h e  F&Cn*sde. who todrthe dty in 

1203 and 1204. Thlahg end tardble hwap 
ha8 bltits mrrk cultha *In msny weys. 

ForwlsnLora 
Tothe European mbd, CmstsnUnopk sands at 

the trmtkr of the world. Beyond this great city 
rpcadr the vastaxpsruc d M a .  in whkh unkwnm 
homm abound. While this is certainly an exampled 
paranola on the part of Europsns, it Is 
undentandable. After all, the customs of the Ar*n 
world differ greatly han those of the so-called 
dvluKd world. 

Thc wlldr of the Ottoman Empire In Westun A.la 
M m o d  to be full d w-lves, vampires, and 
r ~ t b ~  other h o r n .  Thc pmmtRence of gypsy 
trlks, a m q t h e m  one known a5 the Vistani, in 
ttleaere#oIu may well play lyxlM part in the 
fcumWkm and spread of these m o r s .  Even the 
most rsssomd of adventurers cmnot help being 
swayed by the air of myatery and darkness that 
hangs about these eyples. 

Saint Petemburg 
Built on the site of an encknt Swedish kntresa that 
commanded the appmches to the Wvw, the 
city sprawls on bath rtdce ofthe rlver and OrmPlQs 
the Ldsnds in its middle. Sa& Pettccsburg I5 a major 
port wlth access to the C M ~ ~ M  and W e  Seu, the 
Dnepr and Volga Rivers, and the Gulf of Finland. The 
harbor ir, gsmratly h e n  over from Novarnber to 
April. 

History 
In 1703, Peter I captured thls site andbul# the 

FO-M of Peter and Paul and the fortma8 st 
K r o n s h d t .  He fulthcrordandthat a Crsy be rabd, 
which he named Saint Petersbug after Ms paba, 
saint. He vowed that the city would have a westem 
flavor, and looked upon it as hls wlndw on Europr 
In 1713, the royal family moved to Saint Peteraburg, 
bringing with them the M n  capitsl. 

rapidly. As Peter would have wished, Saint 
Pe€emburgbecameoneoftheadhnslcaasnof 
Westem Europe. Emperor Alaxsndcr I ordered many 
of the marshes in the area drained. Thb expansion 
b - m = w * m o f h c l t y  

In the 18th century, the popubtlon oftha clty grew 

WorkeRbd tounmL Thlrw&aoncofthemrln 
~d-wl~-- rymavemcnf  

e l h U m b r M w r i ~ o f 1 ~ .  

Whtk Peter I may have sought to forge a wrsstem 
clty In the focmding d Saint Peterskug, he mJdnot 
escape the Rudan hem oftha psopk who 
d d  Lhra &re. WMIb he m y  have wiatied W city 
to be hlr utlnd0W Onappej he may 
~ W R d o w n a l l O v ~ ~ ~  
n%ht,mwtttres In the darkna csnmdDuwua 
thpws,(hsm. while thoreinJc* lrrdtenblind 0 
wtut &&ires beyond the 

Thc homm d t h e  Russian night, many dt&m 
dark sad shister maturm deacrlkd only In the 
acettemd mantr of f m c n  and p.swtr. have 

gain accem to the rea of tha world. 
C O m U t o  S a h t p c t e ~ . M a  Iranthm, hops to 



I 
also tell that the Russian nobility came to 

live RT I Saint Petemburg not because of a desire to 
brln prosperlty and Importance to the young clty, 
but I an attempt to escape MHncthhg t a m e  in 
Mo 4 ow. Varlous accounts would lndkate that the 
helrq of Peter I are haunted by g h W  or stalked by 
vamplres, but who can say for certain? The ruling 
family of any natlon has enemies in its past, but 
whe$er those of the Russlan court are supernatural 
remqlns to be seen. 

Far East 
o many residents of Europe and the Americas, 
the oltent Is a mysterious and Mghtening T land. E m  as the colonlal powers spread and 

consplldated theIr Influence In this region, the 
ancl nt hWorles of these dlvene nations remalned 
.Id+ In myzhy. 

Sdndlng near the Gulf of Slam on the east banks 
of thf Chao Phraya Rlver, Bangkok Is a major 
cominerciai and rallroad center. The clty is laced 
with /canals and is known for its many beeutihrl Wats 
or te ples. The most impresrhre of these is certslnly 
the ir at Phra Kaeo or Chapel of the Emerald 
Buddha, which was completed In 1785 and stands 
with+ the walls of the Royal Palace. 

Hlstdly 
Modem Bangkok (originally KMg Thep or the 

was founded when ChaM assumed 

Thon Burl on the west bank of 
lt had been since 1767. 
around a network of canals. 

Interesting architecture 

ant+ capltal of Slam. 

Porb/ddenLon 
hidden terms d (ioullc Earth are found not 
the lands of western cultures. Indeed, the 

Sin yapom 

Nestledonan 
a n d t h e W d  
most fadnathg In 
exactlyontheequakir(loaorth 
has a hc4cllmMa hwghout the 
ralns quite common. 

Hlstcuy 
Once known ea sinespun, the grealdtyd 

lion, this m a  prosped in the 13th and 14tb 
centurks. After that the, however, it sadr into a 
long period of gmat dcclkra. when 
attenth dtheE\rropean Thomas 
In 1819,ltwesnothlngmorethana 
roughly 150 persona Less than half a year after 
R a W  founded hls neltknmt an the Island, the 
populatlon had grom to 5,000, and withln fhn 
years, lt had =ached 10,OOO. 

In the decsdes dnce, Singapads locstkn at the 
junction of the h d l ~  and Paclfk oeeans, a slte of 
great military and commercial hp&ance, has 
resulted In unmdlng gmWh. In* wmlng years of 
the 19thcentury,thepopulstionst.ed.at~ly 
200,000. Most d Singapore's b h b b n t s  ansof 
Chinese descent. 

Porblddan bra 

population ha0 never been adequately undentood. 
Numcnxlclinlnwlve.uehthhIpea 
economics, culhvst changes. and rta*e. Thevm 
certainly the genera@ accepted exphdms.  l lm  
truth. howwer, Is far more rinistw. 
The scuonS of a rencg.de sdeptor myztic 

appeared to c a w  this area to become Infested 
wlth some manner of thy. but very deadly, 

resulted in the rapid depcqndaion of the urea tn tha 
15th century. Without a large human popukcc to 
feed upon, these creatures appesred to entu a 
dormant state. With the return d a ktac number d 
people to the area, they will in atl NkcHhood 
become actlve sgaln. 

The r e a m  for the decline of SLRgapura's 

supernatural creatures. The preyhg of thcra kMta 
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p r o v i d c ~ ~ o f ~ m k p b l m e -  
E a c b k k ~ h d u t a s t a b k o f h f u m t k m  

at the baghnhg dttle enby. Moltdthb dwl hdf-  
explanatory, buta few Items must bee~@hdbtbr.  

Attack as, Saveas, Muancea% These cntrlss 
&the pbyerto the appmpdatechart foraaack 
rolh. ~ v h g  thmws, end level a d m m m n t .  

exhiby traits hwn more than one charscte class. 
For examp*, the dmdy Lufdk laQlthe 
tradeaman class, but the dandy Is a poor 5hter and 
makes atracks as an adept. He makes ~ v l n g  throws 
snd.rknarin 

Depcndlng on the nshra ofa kit, a chanctar might 
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Description: I ne great fleets or tne woria are a 
major force In the late 19th century. The United 
States and the great nations of Europe malntaln 
large navies to protect their interests at home and 
abroad. The backbones of these armadas are the 
iron men who crew these majestic ships. 

Role-Playing: The sailor is a multitalented 
Individual. In addition to his knowledge of the 
seaman's trade, he must be a rugged and hardy 
individual. At any moment, he may face an attack 
by an enemy craft or be confronted with the savage 
fury of a hurricane. Whether he serves aboard a 
majestic windjammer or a rugged Ironclad, few folk 
In the world are as robust the sailor. 

Special Benefits: The sailor is assumed to be a 
skilled seaman, and receives that proficiency without 
allocatlng a slot to it. Additional dots may be 
devoted to improve this skill. 

In addition. the sailor Is accustomed to the rolling 
and pltchlng of a ship. These "sea legs" give a bonus 
3f +2 to any Dexterity check or saving throw that 
requires agility when on a ship. 

Spec&i Hindrances: A sailor must allocate one 
weapon profkkncy slot to the navy pistol and one 
nonweapon proficiency slot to the Rope Use skill. 

Sallon lack the physical training that other 
characters of the soldier class possess. As such, 
they are llmlted to a maximum of +2 hlt points per 
Hit Die, regardless of Constitution score. 

Tradesman r(its 

Dandy 
Class: Tradesman 
Ability Reqs: Cha 14 
Prime Reqi Dexterity 
Hit D k  d4 
Attack as: Adept 
Save as: Tradesman 
Advance 8s:Tradesman 
ExcStrength? No 
spell Ability? No 
Exc Constltution? No 
Startlng Cash 6d6 



Roflckncies 

M 
Norlprollebncy Penalty: 

I Prufessbnal or Rogue 
B Q M S  Rdklancy: 
Reqmmended Pruficlancbs: 

3 
4 
3 
6 
3 

General 
(choose one) 

uiq- 
Dancing 
Gamlng 

rlptlon: The upper crust of society has more 
share of people who have no experience 

with ekeryday llfe In the real world. These pampered 
folk have spent their days In the lap of luxury, never 
knowi(lg work, want, or suffering. All too often, they 
are iiqe more than spoiled children with bottomless 

portra ed as vain and perhaps foppish. They will 
devot their energies to enjoying themselves and 
expe x ncing the many pleasures that the world has 
to offyr. Serious work, especially of a physical 
nature, should be avoided at all costs. These 
charaprs  mlght be portrayed as harmless 
eccentrka, parasitic leeches, or socially worthless 

ccounts and unending narclssistic desires. 
-P*ylng: Characters of thls kit are best 

Sloth€+/ 
Spdd Bsnalits: The dandy Is assumed to come 

wealthy famlly, and as such. to draw a 
Income from a tnut fund or slmilar source. 

At thelbeglnnlng of each month, the character 
receives a cash stipend equal to that rolled for 
startirig wealth. 

In addition, the DM should remember that the 
dandfls famlly is almost certainly well connected 
and *petted. Once per month, the dandy can use 
this inpuence to acquire some favor or exert some 
influeflce in official matters. The DM should carefully 
consider the request and, if it seems reaaonabk, 

player to make a Charisma check. A 

Detective 

CbM: Tradesman 
R w  Int 14 

PrlmeReq: Dextedty 
Hit D b  d6 
Attack as: Tradesman 
Saw as: Tradesman 
AdvuKc arTrad-n 
ExcStmngth? No 
SpSii No 
ExcConatYutbn? No 
8t.rthgl2dx 2d6 

Weapon Slots 3 
Addltlonsl Slot: 4 
Nonproflckncy Penalty: -3 
Nonwcapoa Slots: 6 
Addtlonal Slok 3 
Aval*us -8: C3enerai 

Educational or Rogue (pick one) 

ProRciencies 

Bonua Relldcncy: Crbnhdoey 
Recommendad Prufkbncbs: c-9 

h h a n s h l p ,  PugilLun. aulck Draw 

DeacrlpuOn. Tha detective kit re- dl 
m a w  d law enforcement agents, horn tha 
constabb aboNlng the foggy banks of the T h s m  to 
the sheriff on the dusty s t r e  of Bdge Crry. Thh 
kit serve8 dflclsl polke officers as well aa thair 
unofficial counterparts, like the much-renowned 
Sherlock Holmes. In short, any person whme oenbal 
occupation is tracking criminals may fall into the 
detective kit. 

Role-Phylng: The actions of a detective are 
dictated by the desire to end the careers ol CrkrLgis 
and law breakers. h e  detecthrm am lntac and 
dedicated. perhaps seeking vengeance for a wrong 
mmltted in the past. Others pursue crtminak as 
an lntsllectual matter, matching their wits against 
those of their enemies. Stili others maintaln a 
vigilante approach. 

Spec*l &oaflta: The detective character is 
Intimately familiar with the criminal mind and 
thedore automatically w i n s  the game wtth the 
Cdmlnolosy sklil. 

close ties to local hw enforcement agenck.. As 
such, they will haw some level of access to polke 
flies and similar sources of information. Once per 

Characters based on thls kit are assumed to have 
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month, the player may make a Charlsma check to 
obtaln some speclal favor from the poke. The 
speciflcs of this contact may be limited by the DM. 
The DM may also require the detectlve to pay back 
such favors, posslbly at inopportune times. 

Spechl Hlndrances: An afflllatlon wlth the police 
can llmlt a character’s ability to take actions that are 
agatnet the law, even In the pursuit of great evll. To 
reflect this, all detective characters must choosc a 
lawful alignment. 

In addition, as a character’s fame grows, he Is 
likely to become known to the criminal element. As 
time goes by, he wlll galn more and more enemies, 
lncludlng some of great power. Thus, any successful 
detective will have a price on hls head. 

Journalist 

Class: Tradesman 
Ability Reqs: Int 12 

Wls 12 
PrlmeReq: Dexterlty 
HltM d6 
Attack as: Tradesman 
Save as: Tradesman 
Advance as:Tradesman 
E X c S t ~ ?  No 
span Ability? No 
ExcConatlMbn? No 
StalSingCaah 4d6 

Pmflclencles 
weapon sbts: 3 
Addltbnrl slot 4 
Nonproflclency PanaIty: -3 
Nonwmpon Slots: 6 
Addwonrl slot 3 
Ami*bls Categories: General, Pmfessional 
Bonus Prokkncy: Journalism 
Recommended Proklendes: Ac&rnlclan 

Photography 

Deacrlptlon: The popular press Is a rapidly bloom- 
Ing Industry In the 1890’s. Every malor clty has at 
least one newspaper; monthly magazines brlng 
storles of global events to an eager p u b k  and the 
works of popular novellsts are purchased as qukkly 
as they can be prlnted. The world’s aulhors, whether 
they be newspaper reporten, flaion wrlten, or pocts, 
document all that happens on Gothic Earth. 

Rob-Playlng: Joumallst characters are comtm#y 
on the watch for events that can be 
reported. Most recognlre thelr place as hkkwinnr, 
recording every Incident so th.t otha can 
vlcarlously expand thelr knowledge .ad -. 
A good journalist Is dqged and relsnhg hthr 
quest for a story. 

A joumallst mlght be mouVated by a desire for 
personal fame, the noble bellef that he Is scrvfiyl hls 
fellow man, or the slmpk joy of revwbg h a t  wWh 
others would prefer to keep secret. 

Specfat Benefks: The journalist has a dhrerse 
netwuk of contacts who can ngpLy hfomMtbntm 
a g m t  variety of topics. To nliea thk the player 
should select a clty to serve as home base for the 
character. Whenever the character conducts 
research In hts home bsrc, he receives a A bonus 
to all related ability or proRcbncy k b .  

Specbl Hlndrances: The jwmdtat Is aubject to 
the whim and deslrea of his employer. Even a 
freelance wrlter must haw a mket In w i W ~  to 
sell hls work if he Is to earn a Hvh. Tht DM e m  
UK this dependence to motivate a character or 
start adventures. After all, the most lntarrrting 
news storks will come out of the most dangerous 
places. 

W e  the DM shouldn’t start every adventwe by 
assigning the journalist to cover a mystery, it Is 
certainly a wlM technique. f wthenncm, wMk 
newspapera WIII buy storlcs about brddngjnw, 
most publlshws will not accept Inccmpke rtaba 
Joumallsts an expected to learn every dadi of a 
story. 

Parson 
&sa: Tradesman 
hbiUty Reqa: Wls 12 

Cha 12 
P h n R e q :  Charlsma 
Hlt Dk. d6 
Attack ma: Adept 
Save as: Tradesman 
Advsacs as:Tmdesman 
excstmlgth? No 
SpS~Abwtr? No 
Excconstkutkm? No 
StartingCash 2d6 



Appendix I: 

Pmflclencies 
Wenpon Slots: 2 
Additional S k  4 
Norlpmflclency Penalty: 4 5  
Noriweapon Sbta: 6 
Addltlonal Slot: 3 
Avsilsble Categorhs: General 

Pmfesslonal or Educational (pick one) 
Bonus Proficiency: Re I1 g i o n 
Reaommended hflckncy: History 

Dewription: In this context, the term parson Is 
used tb refer to any devoutly religious man or 
womah. Whether such a character is a Christian or 
Jew, a Moslem or Buddhlst, his devotion to the 
church Is unshakable. While such characters lack 
the s~llcastlng ability associated with the ADED 
game's priest class, they can do much to raise the 
moral? of any adventuring party. Parsons are among 
the grbatest enemles of the Red Death. for they feel 
a deep compulsion to rid the world of its dark and 
sinlstdr agents. 

Role-Playing: Parsons range from soft spoken, 
fatherly gentlemen to adamant belleven gripped 
wlth a missionary fervor. In any case, they are 
assumed to be knowledgeable about their faith and 
the teachings of thelr church. The parson Is just as 
quick to pray for divine favor before undertaking a 
hazardous task as he Is to offer thanks for I t s  
succecsful completion. 

Speclal kmflts: While parsons on Gothic brth 
lack tibe spellcasting ability of their counterparts in 
other ame worlds, their faith does not go 

rded. The parson's devotion gives him the 
wlll Ti er to realst spells such as charm person and 
other pells the4 attack the mind. Because of this, 
the c racter's Magical Defense Adjustment (as 
dete hed by his Wisdom score) gains a +2 bonus. 
Thus, 4 parson wlth a Wlsdom score of 16 gains a 
+4 Mus against mind-affecting spells. 

Sp&kl Hindrances: These characters devote 
much of their time and energy to the study of their 
faith and in silent prayer. Further, they are 
peacemakers who will do everything In thelr power 
to avdd vlolence. As such, parsons make attacks as 
adept characters and are allowed a limited number 
of weapon proficiency slots. 

Physician 

Class: Tradesman 
AbUlty Reqs: Dex 14 

Int 14 
Prime Req: Dexterity 
Hit Die: d6 
Attack as: Tradesman 
Save as: Tradesman 
Advance aa:Tradesman 
ExcStrengtb? No 
spell rn? No 
Exc Constltutlon? No 
StartlngCash 4d6 

waspon slots: 3 
Additbnal slot: 4 
Nonprdlcbncy Pa~l ty :  -3 
Nonweapon Slots: 6 
Additional Siok 3 
AvsUable Categories: (3eneral 

Educational 
Bonus Proficiency: Medicine 
ReconunanQd Proflclenclea: Chemlstry. 

Biology, Zoology, Botany 

Proflckncles 

Desdption: Healers have a long and notorious 
hlstory in the world. Worklng wlth the mast cumvI( 
scientific methods and the highest of Ideals, healers 
seek to brlng comfort and health to the suffering and 
dying. 

In a general sense, the physician Is a spokesman 
for the scienURc revolution of the late 19th century. 
He is a familiar figure, trusted and beloved, who 
must do his best to remain in touch wlth the latest 
news from the medical community. 

to ease the palns of man at every opportunity. and 
further, to cause no harm to a patient. Plsyers of 
physician characters should keep this in mind as the 
character's constant motivation. Thk Is especielly 
important in combat. The physician is a healer, not a 
killer, and wlll be reluctant to use force where 
cleverness and logic will suffice. He will not hesitate 
to take measures to protect his allles from harm, and 
will tend the wounded (even InJund e n e m k w f  a 
nonsupematural nature, at least) as soon as gunplay 
Is over. 

Role-Playlng: Most physlclans have sworn an oath 



Specbl BenaMs: The speclflc beneflta of heallng 
under the care of a character wlth the Medicine 
proflclency are detailed In the Combat chapter of 
thls book. 

In addition, physician characters may write 
prescrlptlons. They generally have access to 
medicines and chemicals not normally available to 
adventuring parties, Including type 0 and P polsons. 
The DM determines which chmlcals may or m.y 
not be available. 

Specla1 Hindrances: The physician character 
operates under a code of conduct. He must 
give aid to aU who need it, regardless of penonal 
risk. A physlclan who Ignores thls duty may be 
Investigated by a governing medical body and 
stripped of the license to practlce medklm. Such 
characters lose all access to prescription medktnea, 
and are unable to place patients In hospllels or 
similar facilities. 

Laborer n 
Cbss: Tradesman 

con 12 
Prime Req: Dexterity 
Hit Ms: d6 
Attack as: Tradesman 
Save as: Tradesman 

AMutyReqa: str12 

Advance as:Tradesman 
Excstrength? No 
spco W? No 
ExcConatitution? Yes 
StaltlagCMh 3d6 

Weapon Slots: 3 
Additbnd sot: 4 
PionprOlkiMcy puulty: -3 
Nonwsclpon Slots: 6 
MdttioMl slot 3 
Avlo.Me C.t-8: General, Professha1 
Bonus Roflckncy: Endurance 
Recommended Pldkkncy: NUW 

hofklOilckr 

Deacrlptbn: The laborer ls the common lndlvldual 
of the world. Whether he works the land as s farmer, 
hanunus Iron Into homeshoes. 01 lays the brlcks 
that build cities, he Is strong of wlll and body. A 
determined worker, he Is proud of his craft and 
strives to see that hls efforts are unequalled. 

Rok-Phylng: The laborer Is often overldmdb 
the rest of society. Far too often, hls hunbb 
contributions go unrecognlred, de@&4bin 
Importance to the operatlonmd@rowUsdrrydty 
01 village. The same is often true hm edwdmhg 
party. 

hanmrer. the Isdcofsacntlonlncslrr 
reward la the teat of his mettle sgshrtatotksndthe 
aMUty to complete It. No .at[stactloa I s m  wul 
the sense of accompllshmcnt. 

dedication ofthe lsborar e&thhbn t o m  M 
polnts ba&d on c- s c c o r d k g t s ~ f o r  
the soldier clacrcr (up to +4 laanus). 

IAbomra am entitled Boa +2 bonuron all saving 
throws based on phy&ats&mlnb, nrls eppksta en 
saves wi. psralyzatlon, polson, QI aaith nwgLc, and 
lhoss vs. petrlfkatlon snd pdymorph. 

-1- -Theinborer docs not enjoy 
the same educstlOnsloppommWaa nwmyuthw 
characters. As such, he Is proMblted frwn -, 

Forthe good-hearted, hard- 

Spae*l&ndll.:Thegmatutasf&md 

class: Trademan - Reg: lnt 14 
RLa#Rq InteIUgence 
mws: dc 
Attackas: Tradeanw 
SIWw T r a d n m a  
AdvMcc n:Tra&rxnan 
ExcStfa~@? No 
sl#u- No 
Excconrtffutlon7 No 
sta*hgca* 3d6 

W v S k + W  
AddhlOrul8bt: 4 
llollprdldsncy- -3 
-Sbl.: 6 
MlwoMl- 3 
AvaUabk Cstegorks: ocncrd, Educklbnd 
Bonus Rollchncy: Acadcmklan 
Recommended Rofkbneks: History. 

Modem Lsnguage 

PmflClCnclar 
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De#criptiom The scholar is an academic who has 
d his life to the p d t  d knowledge and 

educ d% . As a ~ k .  such characters are ahnost 
alwais affiliated with a cokge. museum. or similar 
Insti* devoted to mearch and leamhg. 

indiv' 8 uals who prefer the comforts of the lab and 
llbrav to the rigors of fleld research. Other bold 
soulspay be suited to go Into the world and 
discover thhgq the scholar prefers to remain in hls 

to c* and analyze the findings when they 
.Ofcanse,fromtimetoUme,eventhsssfolk 

RO -hying: Scholars tend to be M i &  

holars are skilled rewarchers 

can quickly assemble 
Information from a large 

assortment of reports, 

well-*ocked library or similar pool of rakfince 
mate@al gains a +4 bonus on any prvhlency checks 
that rhight benefit from I t s  w. The DM must make 

to whether the reference works 
roprlate to the task at hand. 
nces: The scholar tends to be 

almost exclusively on mental pursuits. As 
such, lthese characters are not as robust as c#er 
tradehen. This Is reflected by their use of 4-sided 
Hit Dice (as opposed to the 6-sided Hit Dice used by 
other +earnen) .  

I 

Charlatan 
cls+s: 
AbUltyReq: ;:'I? 
hiqe Req: intelligence 
Hk Me: d4 
Atthck as: AdeDt 
8aHL as: Adept 
Ambnce as: Adept 
ExclStrength? No 
wl AbUky? As Adept 
Exc Constkutbn? No 
Stattlng Cash 2d6 

I 

1 

Pruflclencks 
weapon slots: 
Addkbaml8kt: 5 
Nonprolldsney~lty: -4 
N-8k(.: 5 
Admm&(ucn: 3 
A v a B a W ~ t e p U s :  General, AMne 
Bonua Fmlkbw#: Plck Pockets 
R.romn*ncbd-: rime 

-* Earth is RHed **aa@a 
magiclw, tors, and iHwiaW&*Forthe 
most p.n, #me W p l e  know nothiyloftb Red 
Death or the bng-forgotten art of maglc. Eve~y ncm 
and then, however. a charlatan stutumMr upon the 
truth. If that unfortunate soul survim tkc dlsnrrwy 
of real magic, he quickly learn a new respect for 
the supernatural, and gradually beglm to racnter the 
hidden energies that he has tapped. 

character. the charlatan is still ieamhg Ihe nahnn of 
his powera. More often than not, thew oharactera 
are haunted by a doubt in their abllltlas or even a 
belief that they are somehow talnted by them. It is 

the Red Death before they pcrtca thek magkat 
abilities. For Unse characters, life Is a aonrtsnt 
struggle to msstar the pwem oftkc e&pt before 
they are maatered by the most ancient of evlb. 

Speck1 Bonruu: The charlatan h a  rldlkd aa@a 
magidan and an expert in slelght d hand. As such, 
he begh the game wlth the Plck Pccketa 
Proficlsncy. 

The natural manual dexterity ofthe charlatan 
gives hlm an sdvantege in lwmlng rpelk that have 
somatic components. Whenever the chr#ar t h n  
to team u c h  a spell. he gains a +IO96 -to htr 
proficiency roil to learn the speU. 

5pcdd Hindrums: Magic is e-y 
dangenxls for the chsrhtan. He is not yet run of the 
limits of his powera and doea not hdly mdentmd 
the repelmIsSh. of his actlons. whenmr a 
charletan ces& a spell. he must make a ComtWkm 
check. If the check falh, the character Is temporarily 
drained by the @I, having Mm too wealr to ect md 
bordering on uncorucloumess. On each .uksawnl 
round, the charbtan may make mothcrchak. 
Fallm lndkates thd the axhalutlon Contlnws k 
another rowd. A swmasfd check -that the 
character b &to resume n0mrdacWt.y. 

R d a - h y h g :  Unllke other types of sdcp( 

not unurual for charlatans to become coraunsdb 
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1 J  

class: Adept 
Ablbiuty Req: Wis 14 
Pdme R q :  lnteillgence 
Hlt Dk: d4 
Attack as: 
Save as: 
Advance as: Adept 
Exc Strength? No 
SpeU Ability7 As Adept 
ExcConbltutbn? No 
StartingCash 2d6 

Proficiencies 
Weapon Sots: 2 

NonproRclency Penalty: -4 
Nonwupon Slots: 5 
Additional Slot: 3 
Avallablc Cstegorks: General, Arcane 
Bonus Rollckncy: Academidan 
Recommsnded Pmfkhcks: Forbidden Lore, 

History, Ancient Language, Anclent Reilglon 

Daaccription: The metaphysician is an expert in the 
occult. He views the practice of magic and the study 
of all that is supernatural as a sclentlfk endeavor. 
His hope is that appllcatlon of scfentlfk method to 
the macabre wlll result In a complete understanding 
of that which seems to defy explanation. 

Rob-Pbying: In all dealings with the supernatural, 
the metaphysician remains cool and calm. He trks 
to examlne every encounter wlth the dispassionate 
eye of the scientist. To his mind. no mystery is so 
dark and no creature is so fsntsstlc that It cannot be 
mastered through appllcatlon of the sckntiflc 
method. Obmve, hypothesize, and test; that i. the 
motto of the metaphysician. 

Spedal Benefits: The metaphysiflan Is weU 
versed In the theory and practice of magk. His 
knowledge of the supernatural Is practical and well 
reasoned. ThIs methodical approach to spellcastlng 
permit8 the character to m e m h  addltional spells; 
each day, he can memorize one sddiuonal spell of 
each level that he can cast. Thus, a 5th-kvel 
metaphysician cnn cast h e  1st-level. t h m  2nd- 
level, and two 3rd-level spells per day. 

Specbl Hlndrancea: With all his efforts toward 
analytical thought, the metaphyslcian has a d#ficult 
time accepthg that which he cannot explain. The 

Additional 81ot: 5 

powers ofthe R u i  Death, so far beyond tha4b 
mortal man, ddy explanstkn in hb mind. Becwr 
of this, the metaphysician is unusually vulnsrable to 
mind-affecting msglc. Thlr is Mected In a -2 
penalty to hb Magical Defense AdJuatment (w 
dictated by his Wisdom -). 

Q a W i  

class: Adept 
AbWtyReq: Cha 14 
pllme Rsq: Intelligence 
mws: d4 
Attack ea: Adept 
Save aa: Adept 
Mvancaar: Adept 
ExcStrength? No 
Spell AbIltty? As Adept 
ExcConbiMbn? No 
Starting Cash 2d6 

Weepon Sots: 
AddltlodSbk 

Nomaspon Slots: 
A d d l t l o n a l ~  
A v a W  Categorkr: 
Bonus pdickncy: 

Pmficiencks 

NOilPmfiehnCy hM@: 

1’ 
2 
5 

-4 
5 
3 

Qmcrsl,Arcane 
Forbidden !&we 

Ancknt w, Ancient R e U @ h  
Recommendad Proficbndss: H W ,  

Desnlptbn:AkhCU$ltheformsipaticaoflW$C 
has ken dead cm Gothic Ealth for many centurlcs, tiny 
clusters of indMduals still exist to study the secrets of 
thls forMdden afi. ‘Ihe exact number ofthere 
Is Imloxmn, but certainly not more then a Q1Q, con 
exist. The qahlbt Is a member of such a sodety. 

In mod c m  the qaballst knows almost ndMg 
about his otda. He knows a few Irnportandartb: 
how to c m t a t h l s  superlor; the meeting place of his 
group rn csll; ihe specific rituals practiced by hls cell; 
the 1denUt.y of ld4+1 mcmkn of his cell; md the 
purpatedgo8b of the organLstbn (althcqh thb 
msykonlyatlnyfractlonofalargergosl).Theonly 
tl$ng he can k certsin of is that his organlmtkm has 
onambs (who wfU glsdly MU him) and that hc muat 
act onmy instnrtions given by hlr ruperlors. 

and secret or& requires a great deal of care on the 
part of the player. The character must always guard 

R- %e qaballst’s member&@ In a d u k  



whatl he says and does. Outslders can not be 
allowed to learn anything about the society. ita 
goal$, or Its actlons. A qaballst never Introduces 
hlmklf as such: to others, he is dmply an adept. 
Other characters in his party and parhaps even other 
players may not nallre the qabalist’s true loyalty. 

bl Beneftts: The qaballst has ready a- to 
Info ation about magical power and the history of 
spell T astlng. As such, thls character la a& to 
research two spells at one time. Both spells must be 
of th same school and meet the requlnments 

In thz sectbm on adept characters. 
d:+ Hindrances: Thc aura of darkness and 
mag that hangs about a qaballst is noticeable, at 
least on a aubcon&ua level. To reflect this, the 
char+cter‘s R e a c t b n  AdJuatment and Loyalty Base 
ratin (as determined by his Charlsma score) are 
alwa s treated as negative numbers. Thua, a 
qab ist with Charlsma 16 has a Reaction 
Ad] L nt of -5 and a Loyalty Base of 4. As the 
Charlsma score Increase8 beyond 14, a qaballst 
seews more and more “unusual” to those he meeta. 
Anlnials tend to be ddttlsh around qaballsts wlth 
high F h a r i m  scores, and reactlon c k k s  may be 
“eca#aary depending on the clrcumstance. Some 
animhls, such as pets or creatures of a slniaer 
bmQ,  may be unaffected by the qaballst’s aura. 

Mystic 

Wisdom 

Mystic 
Mystic 

nceas: M@c 
W5tmngth.r No 

ExqCon.#Mkn? No 
Cash 2d6 

S P p r n h M Y s t i c  

We pon Slots: 
Ad lonal Slot: 
N prokkncyPenalty: 
No i wcapon8lots: 
Adilklonal Slot: 
Av#lable Cstegorias: 

2 
5 

-4 
5 
3 

General, Arcane 

. .  

Bonus ploffclency: hgmstlcatlon 
Recommended Prokkncy: None 

De.cription: The medlum Is rather an unfortumte 
soul. This Individual may have no daslre to poseass 
or employ magical powers, but Is blessed (or 
cursed) wlth them regardkss. While other mystics 
mlght spend years mastering thelr craft, the 
rnedhun’s powers develop spontaneoudy. 

Rob-#qying: The medlum is a tMtund soul, for 
the burden of his powers Is great In some cases, the 
medlum has accepted Ms lot In life and w s  his 
powers wlllhgly. Others an reluctant to use thelr 
maglc out of fear that they are tapping into 
mnethhg beyond their control. In elther caw, the 
medlum taka the practlce of magk aa a very 
serlws respnslblllty. 

Spackl M s :  Becaw of hk natural rrccptkn 
for magk, the medlum Is abk to cast addltbnal 
spells. Each day, he may caat one eddlttonal speU pcr 
level avsllabta to him. Thus, a 3rd-level medlurn can 
cast three 1st-kvel and two 2nd-kvel spells per day. 

medhm’s gift is the ablllty for dlvlnsabn. For that 
reason, the medium must expend profklency dots 
to purchase elther the Psychometry or Slxth Sense 
profkicncy. In addltlon, the medium’s Ant studies 
(after abandoning 01 completing study of the All 
sphere) must be the Divination sphn. The madlum 
can begln to study other spheres only after he has 
acquired maJor access to the DMnation sphere. 

specbl Hfndrsnw: m primary Slgn of a 

Spiribalii n 
Int 14 \ C h S :  

Ability Req: 
Prima Reqi Wisdom 
Hit Dk: 
Attack as: 
8.vs as: 
Advance as: 
Exc&mngth? No 



3 
Anllabk Categories: Oeneral, Arcane 
Bonus Pruflclency: Academician 
Recommended RoRFkneks: Forbidden Lore, 

Hlstory, Ancient Language, Ancient Rellgion 

Description: The spiritueltst is a sclentlst devoted 
to the study of mystical powers. Uke the 
metaphyslclan, he applies scientific method to every 
endeavor. Before he undertakes any new venture In 
magic, he carefully weighs the variables and tries to 
predict the outcome. To the spiritualist, magk is 
slmply a field of scknce that has yet to be explored. 

Rola-Playing: The spiritualist tends to be arrogant. 
His vision of the splrlt world makes him feel superior 
to the blindness of the common man. Those 
scientlsts who do not reccgnlre the supernatural as a 
valid area for research he considers to be ignorant 
fools. A player of a spirihrallst should adopt an 
attitude of 'I know something you don't know." 

spscbl Benefits: While he may appear to be a 
boastfid fraud, the spiritualist is every blt the expert 
that he clalms. As such, any spell cast by such a char- 
acter is especlally effective. The gnat anmint d time 
that he spends studying his sprlls imposes a penalty 
of 2 on any saving throw8 made versus his mglc. 

Special Hlndrances: The spiritualist's methods 
make him a perfectionist. He takes his time when 
casting a spell and devotes every thought to making 
sure It is cast exactly right. The result of thls 
dedication is that spells cast by a spiritualist take 
50% longer to cast than those employed by other 
mystics. When this rule comes Into play, the DM 
should round fractions up. Thus, a bless spell cast 
by such a character would take 1H hours to wave. 

AbUb Req: Con 12 
Class: 

PrhrSRea wisdom 

Shaman 

HRM d8 
Att.ck as: Mystic - w: Mystic 
Advancer Mystic 
ExcStrength? No 
Spell Abmty? As Mystic 
Exc Constltutlon? Yes 
Startlng Cash 2d6 

Ploflcienciea 
Weapon SWx 
AddItbMl 8kt: 5 
PlonprdtebmY-: 4 
rblmqon W a :  5 
A & i t b ~ l  Sot  3 
Anll.bk Catqorks: Cieneral, Wlldcracur 
Bonus surrrhrd 
Recommcndad RoRFbncks Any Wlldemasr 

Descrlptlon: The shaman is a repment.tlvc d a 
so-called primitive people. The typical citiran of the 
189O's, In branding the shaman M -harm 
Idea that the shaman's affinity for nature and the 
wild Is a far greeter talent than the suppoadly 
civilized people of Ciothlc Earth could ever guats. 
Thb amnity for wild 
of life give the shaman his power. 

Rok-Playing: whaher a native American, en 
AustralIan aborigine. or an African t r lbemn,  the 
s h a m  is a force not to be u n & m a t i d .  Hi. 
outlook on 1% is not tainted by thccrrstua 
comforts common tothe lnhabkantad E w a n d  
the United States. Indeed, he kwks at these people 
with pity. for they have broken their ties with nature. 
To live llke they do would certainly kill him, for 
theirs Is a discordant culture. 

strong enough to be sensed by man and animal 
allke. A comfortlng aura permeates thls chamcter 
that strikes a chord In even the most hardened cfty 
dweller. As such. a shaman's normal Reaction 
Adjustment and Loyalty Base (as determlned by Ns 
Charisma) are $veri a bonus of +2. 

reaction checks even when encountering ciwturaa 
d anlmsl or sanl intelligence. 

Bpacw H l n d m l q  The shaman does MI id ly  
undantand the -led civubsd people of Oothk 
EamL Aa ruch, he kunableto learn any d w C  

Arc- w a r e  net conskiwed avtlbbla 
categories {he must allocate extra slag to learn 
them) and thus are more difficult to acquire, but he 
must still purchase the Spiritcraft profkiency. 

and the vlbrsnt aaergbs 

Special Beneflts: The shaman's ties to nature are 

In eddltion, the shaman Is entitled to make 

Educ*bnsl pmsctcmles. The Pf0Ikknck.h tlte 
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Appendix II: 

:INS OF GOTHIC 

he dark shadows and 
ebon nights of Gothic 
Earth are no less 
terrlble than those in 
the Demiplane of 
Dread. One might 
even argue that the 
minions of the Red 
Death are more 
deadly than the 
denhens of Ravenloft, 
for the inhabltants of 
thls realm have 
almost no magical 
power with which to 
confront evil or 
protect themselves. 

Is chapter presents the types of creatures that 
Ilkely to encounter as they explore 
there Is a hope for manklnd. It Ilea in 

the eglons of knowledge, compassion. and hope, 
which c a ~ o t  be corrupted by the power of the Red 
Den@. Any heroes who would hope to face the 
s h q w s  of evil would do well to understand the 
enomlty of their foes. 

Thq [ed Death 
anklnd has sought answers to many questlons 
over the centurles. Some are phlbeophlcal or 
~theologlcal, and probably wUI never be 

time might be a n d  with research and 
e x A m t a t i o n .  There are a few, however. upon 
which the future of the human race depends, and 
which are almost imporslble to answer. Perhaps the 
mos Important question of the last category is W. 
Wha P Is the Red Death? 

Thc ranks of the qaballsts have devoted countless 
hour) to the resolutlon of that one great riddle. Thls 
secr Is said to have been undentood wlthin the 
c 4 e s  of the great library of h a n d r i a ,  but the 
destr)Jaion of that ancient wonder destroyed any 

Othen are of a scientific nature and. glven 

mankind may have of drlvhg out this 

since the htter lng of The 
d the great Ilbrary, 

persgnages such as the great adept Merlin. and 

lesser known rcbolan such as the ellnat 
anonymousS&orPartsngmofMedrld.Whcthc 
these diverse theorists were corm3 may never be 
known. 

Dcsplte the cloak of mystery In which the Red 
Death has shmuded Itself and Its operstiona, a few 
facts have come to light. Some of the most 
commonly   ked questions about the Red Death 
follow. 

What k the Red Dwth? The mortimpoasnt~ 
to understad about the Red Death lathat It Is the 
embodiment of evll. Thls la not to say that It purauea 
an evil goal or that it d e h  to plrorm evll acts. 
Anyone who would und&e thew ofbattlhg the 
mlnlons of thls gnat menace must undentsnd that 
all evil done in the world, from the moat minor & h t  
to tha greatest ofbetrayds, traces back tothe Red 
Death. No evil happens in the world that Is not 
contrdlsd and manifested at m e  larei by the Red 
Death. By I t s  very nature. the R e d  Death Is the 
epitome and deflnftlon of evil. No good exists 
anywhere within thls dnlstcr power, and no good 
can ever result of Ita actions. 

The world may have been so devold of evil and 
corruption before the coming of the Red Death that 
no modem man would reccgnlze it. C a l n l y ,  meek 
was M y  used in thm days. and much lnodrm 

like in that vMwl pardbe?  
Prom whanca does the Red Death coma? Thh 

question will probably remain unanswered for dl 
t lm.  Those who know someofthe Kcrst.of 
forbidden I o n  wlU toss about high and mlghty 
theories that the Red Death deacedd upon Gothic 
Earth fmm some mthemalm dthe dead. They 
may speak of an afbrllfe that they c m w t  ddtna, 
and support thelr belid wlrh evklarcc that the 
Egyptlans, who are believed to have bmught the 
Red Death Into the world, emght to mastet the 
c r a b  of necromancy. The huh Is that m e  can say 
for certafn what strange place the R e d h t h  ndght 
call h n e  

pen of that most noted metaphyddan. M a s o r  
Abraham Van He-. Van Helahg puta forth the 
theory that the Red Death was cast out from its 
natlve malm. He kllaMs that the mystical borders 
between the many realm ofthe univerw am so 
strong that the Esypuan~ never cudd have reschcd 
beyond the border and plucked it lorth. The worst 

SUfkrfng Was unknorm. who C M  SOY whst Was 

The m t  mrealng oftheorits comerfrnnthe 



they could have done, he arguw, wm to dkolve the 
magkal &Ids that sunwnd oothk Earth and dlaw 
thls already bankhed creature to enter our world. 

If this is indeed the case. a number of most 
Intereatlng qucstlons follow. For example, what h 
the nature of the realm lrom whkh the Red Death 
was banlshed, and by what means was thls powerful 
creature driven from Its home? What olherentlty hod 
the power to drive it out? Perhaps it is simply wl&l 
thhkhg to belkve that the creature was exlkd. 
Perhap. It destroyed Its prevloua home, then set out 
to seek out new prey. Even worse, what If the Red 
Death were a scout rent frun Its Mtlve land to fhd 
other realms for the rest of its sinlater folk to 
descend upon? 

WhamishRedDslithnow?Uke8omanyofthe 
qusrtkns that men ask, this one is without meaning. 
The Red Death Is not a physlcal entlty. The Red 
Death can mlfest Its wlll anywhere In the vortd at 
any tlrne It chooses. 

This may not have always been the case. The 
power of that most fkndlsh of thhgs appears to 
spread only at the rate at whlch Its mfnionr travel. 
Thus, pr&r to the Rnt appearance of the Red 
Death’s undcrllngs, a region might be wholly free of 
tnn evil. In centurks past, there may have been 
many are- of the world over whkh the powers of 
evil did not hold sway. In the world ofthe 189O’s, 
however, It Is doubtful that any p k e  In the world 
e x l a  that the powers d the Red Deah have not yet 
touched. 

How dwsthe RadDamthopemta?Mostpeopk 
ask thh without fully undemanding or defining what 
they wish to know. Further, so littk Is known about 
the nature of the creature that even more preclre 
questions cannot be answered with any degree of 
certainty. If a quesuOn Is meant to dl- the 
meam by wMch thir evll mscts Its prufane wIH, 
however, sane bits of I n f o r n t h  are avallable that 
seem to carry some Mh. 

corruptlng creatures, objects, and places that are 
purely wlthout evll. WMle utterly Innocent peopk are 
few and far between, thoae who are pure of heart 
and plous of spirit seem to be more wccesdul In 
tumlng salde the wlll of the dark me. 

In game terms, thls avenlon of the Red Death’s 
Influence refers to powers checks. If a character has 
m e r  been In a situation that raprkcd a p e n  
check, he Is comlderd an IMOCUI~. An Innocent 

The R e d  De& appears to have dlfflculty 

evll nrshwe with a +2. 
must &even a ahgk 
check urccseB or hU. 
loses thb bonus. Once 

Red Death do not fdl under Its 
Rather. they . k I y  chaose 
evll Wng. Thew lndMdua 

recognke the nature-of 
buttherebanekment 
lord that serves the Red 
all follow dmllat threads to arrlve at the .(urn 

ending. 
Caukarthc example ofthe dadits* di?o&lge 

POlontL. pdonta Waa a mhoroftkw In ma 
Portuguesegovernrnentwhodcslrednothhgmore 
than he power to makehis supmiom crmwtkme& 
hlm. He WM a peay msn, but hisgeed ad 
asplrstknr were wtthout LLmlt. \uha, hb 

his government poslth, Poknta vowed ravanga. He 
planned hls retribution, vowlng that he would pay 
any price for the chance to avenga hfn@f. 

shortly thereafter, a m y s t e W  presmx msde 
ItMHkrYmtothepettym8nndstntcka iMgsh 

Incornp&nce lad to his dkgrac8 and dismbnl Aan 

Withhlm.DwlngtheMttWOwkdn,thepsspk#Jf 
COlmbrS mOM and - honftkd M 
cken government &ab m s k h  In a Mh d 
terrlble murden. The polkc were at a loss lo expbh 
the crknes. The InvesUgaetion might have gom 
dlffarmtlyhadoffk*lsicm*nrthstthevwIlnthey 
sarghtwwnot~adkwympl ,butamwhohd 
b r m b a m f o r m c d l n t o a ~ w D h t k 6 t p l p l .  
ablllty to cast a cloak of absdvta darkmas about 
ltdf. 

TNS CMe deinomwatea oncofthe Red lkalh’s 
most m m c m  nwthodrof scqulrhg mhims. In 
most awes, the memsbywMch the Red Dsah (if 

known hquita.ubtie. Somcvictkns heervdcer In 
the wind, others see strange shapes In a Rkkerhg 
flre, and stlll others are contscted In thelr dmema 
Whatever the case, the mag&ude of thls contact 
cannot bedenkd Tha modpowefi dthe Red 

make thc most ofk 

that WOS -What pdontc M W )  m d k  k d  

Death’s mhdons seize the powar dfend to them and 



l(a&s OF Terror 
ost metaphyslclans and parapsychologists 
gmup the horrors of the worM (the Red Death’s 
mlnlons) into several classes to try to better 

nd them. The mort powerful creatures are 
as lords; the lesser beasts that aerve the 

foul lbrda are called underllngs. Theae two 
rlea qualify nearly every creature ever brought 

litas 
Th M lowly creatures are generally unlntelllgent 

mini ns that obey the various agents of the Red 
Dea 4 . They are not especially evll; they are rimply 
vew&le. While m e  might have limited magical 
powqrs or m4ht be physically unusual. they are still 
of little consequence to the world. Mltes are some. 
time$ encountered In great number, however, and 
cannot be discounted as a threat in such a group. A 
slngl( piranha may be only a mild danger, but even 

t hardened adventurer is unllkely to aurvlve a 
swlm across the plranha-filled Amazon Rlver. 
include such things as the rats and wolves 

summons of the great vampire 
orplons of the desert that are Mid 

war between good and evil 

Thb class of creature Includes the potentially 

the oblect of a quest. Many of these 

meth s of attacklng and destroying enemies. 
Indfthe underlings who serve the most powerful 
lords ill themselves be more powerful than certain 
other/lords. The Important element In the definltion 

of an mdwllng h Its pbce In the hlerarchy of evil. If 
a creshve wiltlngly and obedkdy serves another 
bas t ,  it h C O M i d e I d  M radarlblg. 

Underlhgs inch& the vampire-wlva raported to 
inhabit Castk Dracula in Transylvania. and the 
mysterlous cult of Jaguar-man who are raported to 
follow the Aztec King of the Amam regbns. 

DeIllilOPdS 
Demllords share some of the abilities but lack the 

true power of the lords of Gothlc Ea&. Dcmlbrds an 
very powerful, highly intelligent, and have an MWI~- 

melaof underungs to help tham In their cvit pumldts. 
Whenfimtencwntnd bya-,theyvlHlllkely 
be mistaken for tNe lords (descriad beh) .  How- 
ever, dunilords obey the commands of a me lord. 
B e c a r s e t h e a e ~ s n s o s t r o n g l y w l l k d , o n l y  
the most powerM of lards a n  able tocmhultham. 
Demllords are MKMumea encountend In the 

company of the poutsmh lords they oky. SW. such 
encounters are wctramaly rare. In general, a lord ud# 
direct a demilord’s actioM to give the sppsar~cc 

that the demllord is absolute rrmtcq as o result, 
hemea who destroy the demllord will be unnbie to 
trace the true llne of the evil any furthar. 

In the event that a lord iskllkd, a damilad wly 

likely leap forward to c l a h  the poriuM1. The 
underlings may gravitate to a dt&ma lord or may 
follow the new lord. 

bTd= 
From time to the,  a demllord breaks fm of Its 

master. If R takes along OM or more underlings, the 
creature becomes a new lord. if it opta to act on ita 
own, however. the beast is considered a renegade. 
Some creatures favor the hedom that comes from 
actlng alone. 

Renegades are generally more ferucfars than 
other types of creatures. They often seek to spread 
chaos, fear, and death without any master plan. 
k a u s e  ofthts, they can be the most diffkult of 
creatures to punue. 

LOPdS 

Lords are among the mort poweduul cmmm on 
Gothk Earth. They always command E algnlfkant 
number of underlings, and may (If they have 
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acquired suffkknt power) e v a  direct the &aks of 
one or more dnnilords. EIoat MMgue ofthe Red 
Death adventures center on the &orb of an 
adventuring party to track down ad destroy a lord. 

enabics thcm to gather underlhgs to them. No one 
has been sble to define thls, but It Is Pemsps the 
most dangemus ablllty that lords wield. The most 
plausible theory is that underlings can sense thelr 
masters' macabre ties to that single great evil. 

Lords saem to porsess a special power that 

overlords 
M a y  scholars dlscount the exktencc of ovcrtcrds. 

Indeed, no reliable report of an encountesw#h such a 
nightmare w*ns. Should one be encountered, how- 
ever, the tcrrfbk * would almoat certainly have 
dlrect a- to the powers of the Red Death W. 

Those who belleve In the udrtence of these 
creatuns fhd their d d e n c e  mostly in the lore of the 
myateriots Vbtani and h the wrltlngs of varbur 
qabsls. WhUe the evldence that has been acqulred 
a W  these natures  varies, a few elements are 
common enough to merlt concern. 

The Spanlsh mystic Partancgro, who vanl.hed In 
1847. purported to have discovered Vbteni wrltings 
that told of a group calling ltself €1 Srae, or The 
Seven. WNk many forbkiden lore scholars b e l h  

Pontanegro made a strong case to the contmry. Hb 
belief was that W Siete referred to a group of flends 
answering directly to the Red Death. He further put 
forth the belief that these creatures were drawn into 
the world from the terrlble land the Red Death called 
home, and that they are IltUe dlffcnnt from It in 
composltlon, corruption, and mallgnance. 

We CM only pray that Pontanegro was wrong. 

that thb Is a reference to some unknown qabsl, 

Laips of Evil 
hen a creature of sufficient evil takes up 
residence in an area, the aura of corruptlon 
that surrounds him becomes concentrated 

In that region. As such, the creature is more 
powerful when he Is in this base area. While the 
propertles of any lair adapt to the creature that 
dwells there, all lairs have a few elements in 
common. Propertlea of specific lalrs may expand 
upon or contradict these features, but in most cases. 
the following features apply. 

Villains OF Gothic Earth 

B m q n  
D - - e v c h d * ~  

12 
14 

- - - 11 
16 
17 

- 
w1.lom: 
ClmrbIm 13 
AmmwcI...: 8(10) 
Maarnant: 12 
IQtDLn: 2 
Hit Points: 14 
THACO 19 
No. ol Attack: 2 



the abUlty of 
s sttemptr to surprlse her 
-2 penalty on the surprlse 

assurea that she ~ y e r  falls 
a sa Ing throw. 

b l k d a g g e r s  in melee canbat. These are 
en 

B wyn dies upon a brece of slender, sllver- 

ted. providing a +2 bonus, and are always 

is able to employ the eull %&e 

polaon (injeaed; immediate: 

power of her klnd. Whenever she 
surprise on an enemy, she may attempt to 
the gaze of om of than. The terga of this 

attaqk must save vs. spell or suffer a -2 penalty on 

was forced to leave the ranks of 
carried with her much of thelr lore. 

to her kin, she retslns the ability to cast 
s. She has the abllittes of a 2nd-kvel 
minor access to the All and Divination 

e can also command undead as a 

Bnmwyn and her elite circle of 13 a~ssslns 
Znd-level Mystic. 

mak their home In a Rne d d  manor overlooking the 
Mla&lppi River some twenty miles frum New 

the e network of tunnels that runs beneath it. 

Brmnwyn has no special powers whlk on the 
grou$ds of her eatate or wlthln the walls of the 
mendion. Despite the fact that she lives wlthin these 
walls) thb pbce Is not truly her I&. Beneath the 

traveling in these dark tunnels will 
no ready wsy to tell direction. 

desires. 

w: Although she I& no more t4m 
thirtg yean dd. Blonwyn Is actually ahnost 150 
yen= OM. Even among the long-lived Vistanl. the 
longevity of her beauty Is nmarkabk. 

After Uvhg among a Vlstanl band In Eastern 
Europe for the flrst five decades of her Ufe. 
Bronwyn became Interested In the moat secret and 
sacred of thelr rituals. When she was rafrued 
permlsslon to study these in mtw depth, 
Bronwyn vowed to do (LO regardless of ulls 
forbiddance. In the dead of nlght, she broke lnto the 
wagon of the Mbe's eldest female and stole m ~ y  
tomes of forblddcn knowledge d arcane spsh. 
When her crimes were discovered and she was 
confronted wlth her actions, Bromvyn was urt out 
from the Vistanl. 

wanderlng through Europe. in that time, she 
assembled a small bund of a . 0 .  known only as 
the Order of the Scotpkm. whkh falthhrlly does her 
blddlng. Although lit& Is known shout these men 
and women or the way In which sha m a u b  them, 
they an clearly fanatical in their davotion to her and 
highly skllled in their deadly cdt. 

Recently, Bmnwyn moved to the (hiBB States. 
Making her way to New Orleans, shc tmk 
possession of an old, somewhat neglected manor 
ovuloddng the MIMissippl Rlver. F m  ulb viper's 
nest, she has begun to consolldste M Intricate 
organhtbn of MUSS, each famfliar w i h  the myak 
arts but unman an to their mlcrbeu's finst go&. 

C0etlicmt.a ths Undying 

Now a darkling. Bronwyn spent four decades 

ZOmMa Lad, Neutml Evil 
n 

20 
8 

18 
10 
10 
12 
6 
6 

Hlt Dice: 6 
Hit Powr 40 
THIcto: 15 
No. d Altrk.: 2 



DSmclgaWA- Fists (2d4f2d4) 
SpScLl Attodm Stench, command undead, 

animate dead 
8 p a C b l  Dafensas: Immune to mlnd- E 

Ilfe-affedng spells 
hgk Redstance: Nil 

Combat: As a zombie mwtcr, Coetllc~ots is a 
terrible and deadly opponent. Uke others of his Ilk, 
he Is su-ded by a putrid cloud that smells of 
d n g  flesh and compted graves. Anyone who 
approaches wlthin 30 ye& d hlm must make a 
saving thmw vs. poiam or be arfected by thls 
stench. The DM rolls Id6 on the following t a k  to 
determine the effect of the doud on each character. 

D6 
Roll EWect 
1 Weakness (sa per  the spell) 
2 ~ U S e ~ ( M p U l h e ~ l )  
3 -1 C O ~ t l I ~  (penllMSnt) 
4 
5 

6 

Contagion (ea p e ~  the spell) 
Character unabk to act for Id6 round8 due 
to nausea and vomiting 
Character dies: becanes a zombie under 
the control of Coetllcrota 

k y  zombie that ventures within Callicrota's sight 
instantly falls under h b  control and obeys his mental 
lnstructlonr without henbtbn. Thb Includes 
monster and ju-ju zombies, but not yellow musk 
creepers or slmllar false zombks. In addltlon. 
Coetllcrota can gather InformaUar by tapplng Into 
the senses of any zomble within one mlk. 

dead spell to create a zombie h m  a corpse. In 
additlon to the spell's fun- descrlbed In th. 
Playa's Hacadbod4 thls spdl can be used dlrSary on 
a 11- penon. h y  creature with fewer than 6 Hlt 
Dice (cmatum WIUI 6 or more HD are Irnnnme) 
mybe wbjeaedto thh dfaa; the victim muat mve 
M. &ath megk 01 be inatantiy slaln. In Id4 m d a ,  
the body drhk vdomnate character rl- as a 
Z o m b k .  

Coetkun b able to speak with dead at will, 

he shy& kcorpee can refuse to answer thla f led 
truthfully and fully. Coetllcrota can c0nvm.e hacty 
and tekpsthkaHy with any and all living dead wlthln 
his vlew. 

Once per day, Coetllcrotacan employ an anhnate 

to leam much h m  the bodies dthor 

While Coetllcrota Is Immune to all manner of 
mlnd- and Ilfe-affecting msglcs, such as charm and 
sleep spells, he is not invulnerable. Holy water and 
holy symbols bum him for 2d4 polnta of damage. He 
can be turned as a vampire. In addltlon, he can be 
held at bay with the sacred gold of the ancbnt lncan 
Emplres. It Is hm for Coetlkrota to c r o  a 
line of powdered lncan gold; any weapon fashioned 
by thow long-vanbhed people causes doubk 
damage to him. While other weapons can harm him. 
they cannot destroy Coetlkrota. If even a ah& hlt 
point b loat to a weapon thut wasnot crafted by ths 
Incas and he Is slabr, Coetllaots will &e sgrln a the 
heart of h b  sacred pyramid and hunt dom tho# 
who &red attsck hlm. 

lncan temple hidden In the dense jungba of South 
Amnlca. WithIn thb mrstrry skep WranM, helsthe 
abwlute master of llfe and death. Each combat 
round, he may speak a tsniMa and ancient WKI 
that causes all living creatures who k & + ~ a a v e  
vs. death or be slain instantly. By a tiapb.g&um, 
he can .Is0 metme llfe to any d.ln chersclawhye 
wlthln that macabre struchrre. 

The foul stench that sumundsall zombie lords 
pervades thb pyramtd. Any who enter the pynmld 
are affected aa lf thy were within 30 yenla d 
Coctucrota (see above). Should an -1 lstar 
*proschwlthin30ysnlsofthezombkkrdhhrucll, 
the h d e r  must roH aMthtr save -thy 
zombie lord's .tench. 
Background: Coetllcrota we8 a myotic In the 

company d the k a n  king Ahkyalp. wkakds 
retinue met with thehcspafillh .rrpkrrs pbzao near 
the modsrn s k o f a f a ,  puu (me ChapaaM: An 
~ t l a ~  of aoUltc brth). cwtllcrota ereaped tha 
Spanlard's banyai and, .ccompanled by a d  
band of acolytes, fkd hrtothepmgh.. Mpkn to 
save his people, Coetllcm(s vstched 41 hmor a8 the 
nat im of South Amerka ware rmo(hatadbytha 
Europ.sn Inv- wth tiwcomin@ w s n e  M1 
moon, Coetliciols pw'hnfdrm ed dmaglc 
ritual in WMmhe vowed that hevrould gbilyma 
all of his maglcal powcn, for the chamx to aveng. 
h b  pcopb. Tha Red Death. or lvrmaslenvntoflt. 
haard hb p h n  .ad acted upon them. kthe 
m r m c n y w u w ~ ,  coekvta and dl hb 
followsn fall d d .  OrJYtvdse yrsh at h n w t  MI 
moon as a pack of ZQnlbkm uder th akdurs 
control of Iks lomMa master codcrote. 

Lab: Coetllcrota makes his home in an abandoned 



Frankenstein's Monster 
Fled Oolem. Neutral evU 

Strength: 
Dubprity: 
Constltutlon: 
Intalllgence: 
Wisdom: 
Charisma: 
Armqr Class: 

19 
18 
19 
15 
15 
3 
7 

Movjment: 
Hit Plce: 9 

11 
2 

Hit dolnts: 
THACO: 
No. 9f Attacks. 

Dambge per Attack 2d10/2d10 (flsts) 
5-1 Attack Surprise 
Spe&l Defense: Immune to eiectxlclty 
Maglc Resistance: Nil 

Combat: This terrible creature Is a savage foe. 
While he is keen of wR in all situations, an h r  kroc- 
ity erupts when tJw golern begins fighting. This great 
rage pakea the creature lmmum to pain and fear. 

Bepause of his natural aglllty and grace. the 
mon$ter is often eble to surprise his enemies. In any 
wilderness encounter, an enemy of the beast suffers 
a -2 penalty to surprise roils. 

creature attacks by dellvering a hall of 
trembndous blows from his mighty flsta. If both 
attacks hit and either roll is an unmodifled 20, the 
monqter gains a solid grip on hls foe. When this 
heppbns, the monster lifts eny man-sire or smaller 
enen/y into the air and hurls him away. If a precipice 
or o*er hazard Is near. the victim Is thrown In that 
diredion. Otherwlse, the golern simply dashes the 
eneniy upon the ground for 2d8 points of damage. 

s larger than man-slre cannot be gripped 
regs ess of the attack roil. '"F Th monster is vulnerable to attack by normal 
weapns, but he Is difficult, if not Impossible, to 
destrqy. He Is immune to damage from ekaricity 
and *Id, but can be burned by fire or heat. Spells 
cannbt harm the monster, even those aa terrible as 
Anget ofdeath. Spells that cause Indirect harm, how- 
ever, puch as a fire foliowlng the explosion of a Are- 
ball, hay  harm the creature. The creature Is Immune 
to mind-affecting spells such as Nlusion and c h a m  

Laic The monster that was flrst crsslad by VMor 
Frankenstein has no permanent lair. He trarth 
-the wilds of Ewropeand thewodd, 
hoping to flnd some brllllant individual able to 
duplicate Dr. Frankenstein's work and c m t e  a 
gdem mate. 

Bsdrground: This poor creature, often called 
simply The Monster, was brought into the 4 by 
the infwxxrs dentist  Victor von FrMkcnstein 
during the middle of the 18th century. 

Frankenstdn was one of the flncrt 
study mediche. During his research. he k a m e  
o b s e d  with the origins of life. What energy wm it 
that gave vltauty to all the cnshase ofthe world? 
Once Ids mind had -ked this questla. It was 
forever locked Into the search for an -. 
Nothlng else mattered to him; he dten said that he 
would give atl that he poasessed to discover the 
secret he derirrd.Lmk did he suspact that he would 
pay no heawr prke in the end. 

Eventwlly, Frakenrtcin d i s c o v d  not only the 
forces that powered life but also a method to infuse 
unllvlng flesh with these energies. With this 
informeUon at his d m ,  Fmnkenatedn as%cd kr 
himself a great beast of a man. hmnbbd fmm the 
remains of corrnlkss dead men, it w m  t.ua and 
more powedully built than any man ever to have 

Frankenstein used his grist knowlsdgc to give Ufe to 
the olmcene assemblage. Perhaps if Fre&mmt& 
had known that the force that was to give Me to his 
creature was ppvidcd by the RedDcsth, he wrdd 
have halted his expaimmts: perheps not. 

ever to 

walked thc earth. when Ids work waa compietsd. 

Jacobbi Tanner Edmd 
Heucuva, Chaotk Ed 

Strength 
Dexterity: 
ConstltuNon: 
Intslltgsnce: 
wisdom: 
Charlsmcl: 
Armor cbsa: 
Mwsmurt: 
Hit Dice: 
Hit Pdnts: 16 
THACO 
No. of Attacks: 

111 



Combat: As a heucuva, Tanner Jacobbi is a deadly 
enemy for low-kvd adventurers. He a a d w  by 
slashing wlth hla clawke fingem. whkh are keen 
enough to spllntcr wood. Anyone hlt by hls dawa 
suffers Id6 points of damage and muat make a 

indicates that the victim contracts a d h r  not 
unlike scurvy; tha victim bses 1 point fmn both 
Strength and C o n s t U h  each day. If either icon 

reaches z m ,  the victim d k .  The loss of aburty 
scores is hked Onl&j by the Casting of a CUE dlsckx 

rsgained at the rate of one point sad, per wwk. 
Like other undead, Jacobbl la Immune to all mind- 

and life-affecting magic. If he ventuns artdde of hls 
lair, he can be tumd as a wight. Within hls lair, he 
has spaclai reaimtames (see below). 

W l e  moat heucuva are oble to assume many 
fonns, Jacobbi la Iimlted to oniy two forms. He may 
appear In hla true shape, that of a a k e h i  corpse 
wlth eyes that Molder a cool sea green, or as a 
wlthered old hermit. in the latter form, he has deeply 
wrinkled akin. hrRs of wrild gray hair, and a wunt, 
shriveledbody.Inthirfmn,hemtahssllofhb 
normal abilities and Impoocs a -2 penalty on an 
enemy's surprbe rdh, if he attacks. 
Llr: Just &the clnttm coast of Canada, in the 

C a b  Strait south of ChaMel.Fwt aux Basques on 
Newfoundland, lies a stormy cluster of islands 
important oniy for the hazard they present to rMps 
passing into and out of the Gulf of St. Lawrence. On 
the largest of these spllnters of Jagged 
NW lighthouse and a monastic compound. Once 
the home of a holy order, this is now the lair of 
Tanner J.cobM. 

WlthcIIhcvnlb of the monastery and Iighthouw, 
Jacobbl ha p e r .  He is immune to tu-; 
he wnabk efkcted by any form of magic hum the 

or the Necromantic sphere; and 
lost hit points a t b  ra ted  2 

SaVhg thropl VI.  h a - .  A fslled MVhg throw 

spli. Lost shngth and constlhltbn polnts are then 

atamis a 

per mwd~ Mlcrsrtures who dle wlthin the aonhes 
of Jecobbt'r In& rise again OS zombies under hb 
command h Id4 rounds. Because of this, the foul 
heucuva has assembled a group of some 25 
zombies that serve him. 

Background: In the late 1700'6, a IIghhwe aQ,- 
monastery were buUt on the"- of the 
ftagmentary Q.@i islands. coraeuabn wndll&ul  

Tanncr;bcsbbl,~wtoboththeorderandiha~~& 

great nor'MUw apped at the dark sea. and an 
endksr blauua d rain and mow made it ail but 
imposdbk'li) aee. Jacobbi Mt at his past, watch& 
the sea and maintaining the beacon of the 

mmotony of hls duty and the almost hy@otic @e 
outride c a d  hlm to drfR into a deep sleep. 

Within an hour, the beacon of the IbWnnm 
failed. Not  far away. the Wsh frigate Rmp&ndml 
fought to keep aRoa brthemlllhtystom. EhmMor 
New England, rhe wasdartinad to ad her- 
that night on the rocky cosrt.oftha Ou#ldrdr  
Whmthetdg.tsmnaaroundandrtu&snd&r 
cargo of b i b  powder @&ed ud expbduLfllla 
swept a- the Island, dsrtroylngthe manmy 
a n d k l l H n g b h r h s m .  

For Jacobbi, who died In the dk.rtar, tklr was 
the beginnlng of an e n d k  tomant. In f t l e , h d & ~  
not a n d  man-simply ma who made vows hE 
could not keepand who lived undaran inner 
shadow of haecurlty. In death. he ROW RDdr kbnsdf 
complied to waltaaRaHy ibr the rim .hlpto MI 

s g r o c n x l o n h l u b e r r m l m l a n & . ~ h a ~  
have felt plty for the aavlvam d amh tm@iu. 
when he was a man. 

I-. It was not long, hoWs*kbrlarlkr . 

as a heufuva he 
now feels only 
hatred for them. As 
soon as they llat foot 

d 
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fippandix 11: 

L&e, Lady Michello 
Warefox, Chaotk MI 

Daxtlsrlhr: 17 / 
Strength 12 

Condtltibn: 13 f 
Inteqlgence: 
Wisdom: 
Charisma: 

, Armorclass: 
Novqment: 24, 
Ht Qka: 
Ht hints: 

No. of Attacks: 
THACO 

14 
16 
19 

2,4,  or 6 
18, or 12 

8+ 1 
51 
13 
1 

'. \ 

Damfga per Attack bite as silver fox (Id2); 
blte as vixen (2d6); as human (by weapon) 

Spadal Attack Charisma 
Speclel Defense: Hit only by sllver or +1 weapons 
Maglb Resistance: NII 

Copbat: lady Mlchelle Is able to assume three 
dlatlqct forms; each has dlfferent combat abllltles. 
The first of these forms, the silver fox, Is 

indlsI#nguishable from a normal creature of the 
varielly. In thls form, she Is Armor Class 2 and can 
bite for Id2 polnts of damage. 

Hea second form Is a hybrid of human and dlver 
fox. Ih thls gulse, she Is AC 4 and her savage blte 
infllcul2d6 points of damage. While most werefoxes 
are able to spread the disease of lycanthropy wlth 
the bite of their vlxen Form, Lady Michelle can not. 

is AC 6 and must depend upon mundane weapons 
to defend herself. She generally employs a small, 
IvoryJhandled derringer. Only In thls guise., however, 
can she use her spellcastlng ablllty (see below). 

As a human female, she radiates a mystical aura 
that fWces all male characters who see her to save 
vs. sprll or be charmed. Unlike werefoxes In other 
camppigns, Mlchelle has a human form rather than 
an el*n form, and has no speclal reslstance to sleep 
or charm spells. 

In apdltion to her powen of lycanthropy, Mlchelle 
LeDu e IS a skllled spellcaster. She casts spells as 
an 8 t t r '  level adept. Her ability Is Ilmlted, for ahe can 
use ohly spells from the EnchntmenVCharm school 
or thelmystlc's Animal or Charm spheres, which she 

' 

Whlcn In her stunningly beautiful human form, she 

also caats at thc W b e l  of ablllty. 

manakm thatovdooks the R h h  Rhrsr hwn a 
slendar p h w  In the Jura Mountains, ms 
magnificent estate dates back tn the la& 
Renalssance. The estate includes a dozen aqqwre 
miles of land rlnged by a dnlster iron fence. 

The lands of the LeDuece estate are heavUy 

LL: Lsdy MkheIk nukes her home In an elwant 

wooded and are Rlled wnh a greatdivdlyof 
anlmals. As might be expected, the maJorIty of these 
are silvu bxea and thelr prey. From time to tkra, 
h e w s ,  trrspsuers find themselves faclng 
unexparsd h a f t  Any anknal on the gumla of 
the whcthw wlld or domesticated (but not 
cham& h WKW the absolute control of Lafy 
Micheb She c q  telepathkally sense all that an 
animal msl, heaa, or smells, and can dRect the 
actlono O l h t  anlmal. As a rule, she wlll not turn ' 
odvenmera' dlii*lMmoIs against them unka .ana 

this clan has dominated the often Ructuatlng borders 
between h a n y  and Prome In the Jaa 
Mantskrs. Notnl for Its elegance and -, the 
LeDwce hm#y has alwaya been popular mnon@mC 
CMNnOncithanry. 

When the French Revolutlon swept the noblllty 
from pownr In the 18th century, the LeDuece famSy 
sheltered many memkn d mysky who were wyhg 
to cscspeto Chnneny MdSwlkerlsnd. 7hs hardof 
the f m l l y  at thst the, Andrea Lel)ucca, was ccrtsln 
that the good will he and Ms prq lcy  enJoyad w w l d  
spare thcm horn tile wrsth of*-. 
Indeed, he asawnad that the IaDWeafadly wodd 
play a VeFy importsnt role In the kfrnstl6nala new 
govmmmt after the chaos d thosedsyl dkd dovn. 

when Rbecnmeclear, however, that he SndM 
famlly would be put to death, Andm rtnrck a 
bargah. In exchange for the mambcn of the noblMy 
sheltered on M catate, he and k f a d y  WOUM be 
spared. Enraged at this betrayal, Jean Duvall, one of 
the doomed nobles, sought out Andrea LeDuece, 
even as the rsprcanlstives of the mrdution wm 
rounding up the &+gees. h r  a heated argmrmt, 
Duvdl kllled LeDuece and, as he WM ba!ng dragged 
away to h b  date with Msdamc OuHfottna, lald a 
dreadful curse on the tra#orous houK of LeDucce. 

have kan noo.dnot only fortheir RceptIoMl 
slnca that day. the women d h  lsDuccc hmyy 

I 



beauty, but also for thelr blood-thint. Mlchelle 
kDucce is the last of her he, and seeks a h h n d  
worthy of her beauty and ststus. She has considered 
countless potential mates, only to tire of them and 
take a flnal pleasure in their painful deaths. 

n Greater R a k s h a ~ ,  Lawful Rrll 

Strength: 
Dexterity: 
Constltutbn: 
InteUigenca: 
Wsdom: 
Charlama: 
Armor Cbss: 
Movement: 
Hk Dka: 
Hk Points: 
THACO 
No. of Attacks: 

Damage per Attack Claws (ld3/ld3); Blte ( l a + ] )  

Speck1 Wenme: Hlt only by + I  or better weapons 
Magk Resistance: immune to spells below 8th level 

8pcd.l Attacks: lllwion G Spellca6tIng 

Combat: James Morlarty (hls true name is 
unknown) keeps his true appenrance, that of a fierce 
tigerUke humanoid, marked by a powerful IHusIon. 
While he &likes I n v o l v m  In physical combat, 
preferring to leave such unpleasantness to his army 
of undertlngs, he is m e t i m e s  forced to engage in 
such matters. When this happens. his power of 
illusion enables hm to get quite close to a potential 
vlctlm before revealing his true nature and sttacklng. 

Morlarty Is a master of magk, ca&g spells as a 
7th-level illueionlst. His wctenslve Ubrary of 
Spcrlbooks almost guarantees that he has a spell in 
his reptolre appropriate to almast any encounter. 

Hii  magical nature glves him immunity to rnun- 
dane weapons. Weapons of less than +3 enchant- 
ment cause only half damage to h. Moriarty is 
immune to all spells of 7th level and below. 

Because Morlarty left his mother behlnd In Indla. 
he has become vulnerabk to weapons of that origin. 
Any arrow or crossbow bdt tipped with metal 
originating from hdb can harm him ea If lt were a 
+1 weapon. W e s p o ~  tipped wlth Wan rflver affect 

him as If they carried +3 enchantarent. Any a m  or 
crossbow bolt tipped with silver hwn India and 
blessed by a mystic in that land days h h  lnatanty II 
it so much as bscaks his skin. 

Inconspicwua bulldlng m e w h e r e  In LaKbn k 
appem to be a fine and respectable dwelling fmn 
the outside; marks It as anything wt d the 
or-. Within thin building, no spells of the luurkn 
s c h d  (&her than hls own spells) can functkn. in 
addftlon, m y  of the walk and doors of tbi.phce 
are phantasmal. Thus, Mortsity CM move Umn 
about and pass through them at wlll. An advan(usr 
who closes a door behlnd h h  and hen trla to laan 
by the M ~ C  porn1 may flnd that It leads lnto e room 
that wasn’t there a moment ago. 
Background: For untold centurlcs, the raluhasa 

have haunted the peopk of SoUtheutAah Nlvup 
few in number, these creatwer have always tmen 
R m l y  loyal to each other. They work their tenlbb 
plana In tandem, spreadhg evil and 
wherever they live. Among these 
is more foul than betrayal of their own klnd. 

bk Morisrty makes hls home In an 

1x) &me 

Durlng the time that the Brltkh came to Indls, 

more he kamed of I t s  soclety and hbtory, the morr 
Interested he became. The d e s k  to kave lndb and 
explortthed~tcapitalofthe&iti.hErnpim 
became too much to resbt. 

Although he found his new h-gnnmdm 
wondrous at first, Morlaity soon Ured of the atranem 
people and W r  unfmlkr  ways. He vowed po rebm 
to Indla. Upon his arrival in Bomb.y, however, he 
found hhrudfstalked Md StLlCked by thOSe he had 
once called brrthrsn. hvhg left thersnlp &the 
rakahm, he was not wslcomc to retun. 

Morlaity fled, barely escaping with hir life, and 
returned to England. As the y e s n  passed, he began 
to look upon the othH rllkhraas tfoitom vrho h d  
twmd s g a h  hlm for no r e ~ o ~ .  He vowednwer 
again to have any deallngs wlth them. and to &atmy 
any of his khd who followed hhn to Engbnd. 

Ovsr the decades, he has crt.blllhsd a flctlonal 
ldanwy for himself and made the best ofhla Ikk in 
England. He has assembled a great web d crhnInsls 
about him. h h g  a nahrork inwNch abdute 
loyalty to him Is the mort hnportsnt quality. Nona of 
his underliyy know the hue nsLweofthekmasttr. 
In recent years, Morfaty hm run afoul ofthe 

maater dscectlva. Sherkxk H o h .  After their Rmt 

Morlaity became fasclrrcl(cd by En#nsh a&tue. The 
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few s idshcs. he has comc to rarpect Hohns (UI a 
worth adversary. Of I&, however, Holmes hss 
begu 1 to bore him. and Moriarty has net about 
AndlN new enmles to torment. 

19 
18 
19 
13 
12 
14 

90 
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No. of Attacks 1 
I 

DO&parAtt.ck Id6 (+7 for Str) 
see below 

SpccWDs- see below 
25% 

t: In all the world, no creature is more 
then the vampire Dracula, known by m e  as 

the Wnce of Darkness. in addltlon to his tremendous 
comb@ ability, the master of the undwd has an 
anlmd cunning and a wealth of experience to draw 
hwn in battle. While it is possible to deceive and 

subla to this attack. Drsculs's charm b ao 
powerful that a vktinl suffers a 4 penalty tothe 
ssvlng thmw. 

incredible speed. while ha ddan db@aysthb 
One ofthe mort tenlble d Dracula's abIUUe8 k hb 

power, prafuring tosave it (UI a Ruprlra for hls 
enmles. Dracula Is always able to act as if under a 
hastcapell. He g.hs a -2 b o w  to h4awtMlve rollr 
and can double Ma m a l  movemant and .tt.dr 
rates. D r m l s ' s  aWity to regcnarstt bat hlt points 
a b  impruver; ha mgslns 6 hit polnfl per round. 

Dncula h more redstant to running wstsr ad 
sunlight than ahar vampires. If he h mnrarad in 
mhhg water. It talrcs 5 rwnda for hlm to dk. 

can walk abDUttmly dwhg the day. WhHa hemut 

thew necd not be daylight hours. When marlng 
about khreen ruMiw and sun&, Lkscuk b 
severely H a .  He cannot change shape, summon 
animals. or employ hk ability to c h m  Hc hm no 
magic radstance, and he can k homed by normal 
weapons. Howmr, he rutah hkgmat strmgth.nd 
Is by no means hdpkM at such Uma. 
The mosl hnportnnt dffknncc ktmn Lkscula 

and the trsditiond vampire in the AD&D gatno k 
that the Rlnce of Darkness does not employ a kvel- 
draining attack. Rather, he subsbt~ on the bbod of 
the I-, like tha nodcratu In the RA- 
Cunpaign Satlng. DRcula's blood draining attack Is 
identical to that of& noskmtu in wary way. 
Dracula a b  has the ablnty to exert hypnotic CORtrol 
over his victims. Just as the &ntu dar. 

DranJI 's  appeamum chmgesmsrkdy. 
a i t h w  these COamek alfaMIionskl- noef#ect 
on his game detbttcr. WhB. the Count b able to 
survive MefInWy on the blood of rodeats awl oWcr 
anlmals, this is barely enough to sustain him. W e n  
forced to do tM., Dracula appears to be ddcdy 

sunlight pc3aes no threat of death to thc V m p h :  he 

SpendeQht d n%ry 24 houri skspans in& Collc1, 

(akhough certainly not h U ) .  when he her MI 

&itedrupplydlulmanblood,heappsnv(Q1 
and rokrst. When asleepin hls contn, Draculsbwn 
the pallor dthe dsad; no examInmtlon of h b  body 
will nveal that he is anything butacap.s.Dneu* 
skeps with hb eyes open and sesr all that tmrpka 
about him while he rests. 
Lb: Theancastrd home d t h e  Rlnrr ofDcukrm8 

is Castb Dracula. high in tha Carparhian hlp.. 
Withln the confirm of this tenlbk foctUlcsUon, 
Dracula h the skdute master of a%. 



No door within the castle opens to a stranger's 
hand unless Dracuia allows it. In game terms, ail 
doors are treated as if wlrard locked. Should any 
intruder force his way past a sealed door, the dread 
vampire is instantly aware of the event. 

The mystical powers of this nexus of evil greatly 
enhance Dracula's magical powers. Upon entering 
the castle, visitors forfeit their saving throws against 
the vampire's charm gaze. Creatures that have 
already been bitten by the vampire (as described for 
the nosferatu) instantly become Dracuia's pawns and 
must obey his will without question untll hls mark is 
removed from their necks or they escape the castle. 

Background: The earliest history of the beast that 
is Dracuia is oflen forgotten and replaced by rumors, 
legends, and nightmarish tales. To understand the 
vampire who haunts the 19th century, one must 
understand the man who lived in the 15th century. 

nounced TSE-pesh), Dracuia was born in 1431 and 
died, so to speak, In 1476. Tepes takes his name 
from his father, Mad Dracul, who died in 1447. 
Despite all the atrocities credited to him, it is worth 
noting that while he was Prince of Walachia, Tepes 
drove the Ottoman Turks from his homeland and 
stood against the whims of Hungarian ascendancy. 

Both Tepes and his younger brother, Radu, spent 
several years living among the Turks as  hostages. 
During this time, the young prince learned more 
than he cared to know about terror and oppression. 

In 1448, Viad Tepes assumed the throne of 
Walachia, but was later overthrown. He fled to 
Moldavia, where he sought safety among the 
Hungarians. In 1456, Tepes returned to his native 
land, again taking the throne which he would hold 
until 1462. During this half-decade of despotism, 
Tepes slaughtered thousands of Turks, invented 
countless cruel tortures, and built the dreaded Castle 
Dracula, which serves as his lair to this day. 

Finally, In 1462, the Ottomans struck at Walachia 
and drove Tepes from his home. The fleeing prince 
escaped across the border into Hungary, where he 
was imprisoned by King Matthias Corvinus. In 1474, 
afier twelve years of captivity, Tepes was released. 
Within two years, his almost countless enemies were 
able to reach and destroy him. 

Of course, this was not the end of the fiend. With 
his dying breath, he vowed that he would trade all 
that he held sacred for the chance to avenge 
himself. The Red Death heard his plea and 

Originally known (and feared) as Vlad Tepes (pro- 



dventures on (lothlc 
Ea& are both sknllar 
and dEMknllar to those 
run In a tradltlonal 
RAVENLOR campaign. 
Both rely heavily on 
the Dungeon Master. 
calllng upon that 
Individual's talents to 
create an atmosphere 
of mystery and fear 
unlike that required In 
the average fantasy 
de-playlng game. 
This Is a great 
challenge, but some 
extra dannlna and 

the part of the DM WIII certain~y In a 
exciting game for the playen and 

Much valuable Information on this topk has been 
provl(led in other bvm~m game products. 
espeelally the Realm of Terror, Forbldden h, and 
the RAvu(wm Campaign Settlng boxed sets. Other 
useful sources of Information and lnsplrstlon include 
the V@n Rlchten's Gulde books, h r k  Lords, and the 

Monstrous Compendlumm appendicea 
to the RAwm game universe. Because 

of the/ wealth of such Information avallable elsewhere 
In th# game line, this chapter wlll focus on the 
elemdnts that make Masque of the Rcd Death 
advehres different from those set In the k i p l a n e  
of Dldad. 

I 

jI Window on the Past 
e of the most intetestlng elemem of &en- 
n dew in a r d n g  llke Masque ofthe Red 
th Is the h d  scope of Infonnatbn avall- 

Master. A ltttle research at the 
h wen a mcdkcn set of encyckpc- 

dlas + an almanac, will allow tha referee to come 

the Red Death N ~ S ,  I asked my&, 'W cool 
thlngs h a p p e d  In the lata 19th century?" The flmt 
ttdng my kah ccn)ursd up was Wdl, the staan of 

was the first thlng I thought of. Hones. 
So, taklng that event, let's ccmslda how It mi8.t 

betumedln toaMMque~thcRed&athhn.  
My flnt Idea was that the statue w u  M%lnsHy bMt 
by the Franch In honor of the Fmch R e w l u t h ,  not 

Mscovsrlng that the statue waa haunted, the French 
packed It up and shlpped lt off to kncrka. 

Eventually, a team of adventurn in the New 
World Mtr about to sdve the mystery of the haunted 
statue and discovers that the staw's crestor, 
Fredcric Bsrthddl, had walkd up scvcml mmen 
who once scorned him Into the IMMIV. body ofthe 
statue. Only by traveling to France and brhglng the 
artlst back to New York t o  face chose he murdcred 
can the curse be llfted from the statue. (I suppose 
the a$ventumm could also transport the a to 
France to cndront Bahoknwma it, bm that w c l ~  

llke an awful lot of work.) 
Ofcoum. a ld morethanthls wlll happen ln the 

adventure. The DM must etablbh the nature of the 
hsuntlng, mange for the plsyen to become invalved 
in Ita remluclon. and conatluct the enauntem by 
which they d l  complete their M. Wk, wllh thh 
brld description of the scenarlo In nJnd. the DM 
a h d d  be able to pkcr the rest of it m r w i t h  
llttle bouble. 

PamSpr one or mora ofthe nwded women vasa 
membaroftheqabdthacdlswm 
Enllghtened, and the PCs wlll be forced todeal wtth 
them kfora the adventure draw to a dose. Thc 
porsiwlitler am endlcss. 

Advent- bullt -d actual hlatorkal even& 
cany sweral advantages. Fmrhap. the mc&obvlau 
Is the air of mallam that the evemt adds tothe *me. 
In the aforemenW& scenario, for exmn$ia, the 
playan M LMtsntly able to form a VI& of 
the statue of ubcrry. Altar 011, even players who 
have never been to New York Clty kAav wb8t Lady 
Liberty looks We. For the DM's part, a diagram d 
the sbtue's hterlor can be found In most 
CnCYClopdhS. 

scelmrb. built amald actus1 hlslorled e- 
need notrefkaadythemostmonumcntalhappen- 
lngs of the day. Certslnly, famous events M MSUY 

uberty was built ~n 1886." I don't knoru urhy, but ttw 

a5 a gkfl for the pcopk ofthe unltcdststw. 

OuNrSdmnts mlghl be sddadtosplccthlngr up. 
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referenced and r e d e d  but, by the same token, 
(hey are likely to be known by the players. 

magk in the creation of the scenario. PIOF~ESIOMI 
magicians (those in the real world, not ~1 oothic 
Earth) often make flamboyant movements wlth one 
hand to distract wbtk aftlons msdc with the other. 

torical adventures. If the DM scts his adventure In 
December of 1890, near Wounded Knee Creek in 
South Dakota, a little thought (and maybe m h )  
by the playen will probably convince tham that their 
adventure will involve the upcoming clash between 
the United States Army and the followers d Sitting 
Bull. If thc scenMl0 employs these events only 
perlphemlly (or not at all), the players will be com- 
pletely caught off guard. 

An Mesl solution Is forthe DMtcuse a Ilttkstage 

The M m  taChnlqW can be uad whcn hb-  

The Past Irnperkt Tense 
f course. If one or more of the players Ls famil- 
br wlth the eventa around whkh a scenario b 0 built, this can present a minor probbm for the 

Dungeon Master. Such a player might try to uw 
in- thet hls chsraaw would not have. Most 
-cad role-playem won't take advantage of 
such knowledge. If a player does, however, the DM 
can thwart this disruption In several ways. 

Themost importwrtthg for a DMto Fernembar la 
that the events unfddlng on Gothk Earth are slmIIar 
to the history of our om world, but not idmtkd. A 
fewchangeetotheewntaulatthe PC e x w t o  
happen will tnimculou~ h a k e  h b  confidence sad 
make hlm think twlce before acting on "illegal" infor- 
makn again. 

Amher cker way to deal wlth players who act 
upon prlvileged information Is to, as they ray. send 
In t h e w .  A pcnonwho seems to know fer m ~ l e  

than ha should wU1 certshty be perceived as athrrat 
by any d Qothlc firth's secret organha(l0nS. 
whether they serve good or evll. Since the nature of 
the2.e ~ s d e m a n d r ~ t h e y  mlnova potMIusl 
enemies qukkly, the PC of the b o t h e m  player 
wlil almost certohly find hlmwlf I$ynbllng upon 
wine very powerhtl. highly ddlled foas. 

involve manipulations of the adventwe #self. For the 
most part, (hey can be wed wlbkart dlMIptinethc 
flow ofthescenario. Indsed, the latkmrcan even 
enhance M adventure. 

Both of these soiuuom to th+ know-it-all player 

no such reward. 

The Minions of Evil 
t hsr been.& th 

villain at lts heart. Ifthe foe that 
battle is sinlrrter, menacing, and 
attcnlton.ttlellthereMlb4. 
the gam aedonwtllbea aucceaa lflke emmy 
fails to convey these qualities, Is too easily thwarted, 
or seems to have nomothrlltbnfor Ncrttau, the 

wmthing is missing. 



FOt hi. part, the great vampire sets manklnd a 
nothlhg more than c a w n f e d o r  creatures that 
m& serve to ssUsfy his hunger, but which are oth- 
envisF wo-. If not for his inherent humanity. 
Van yelslng might well become as cold and cynical 
a cretture as Dracuia. 

I 

The,Bure Bones 
All &f the creatures found in traditions1 RAWLOFT 

ed on to appear in Masque 
res. The world of Gothic 

n that lurk throughout the 

about which an enteltstnlng (and 

game producta hdd true for games 

of space to recount all of the tlps 
Qothk Earth. While It would be Fcsdiadsnt and 

and Mods demlbed In prevbus produe&, a bricf 

P 

summary of m e  of the mort effective d these 
techniques of terror Is In order. 
one of the most knportant conri&ratkns Is the 

elimination of gsmespeak. Dungeon M.ran (and 
players, for that matter) should avoid caMg mon. 
stem by nome or speaking In gometem when 
descdbing an encounter. Telling playcn that thdr 
characters faca a shambling mound i. far lasr dra- 
rnatk than deacdbtng the w, shepeka h r  
that has rbcn up to block their paththmugh the 
marshes. 

The drarnatks dthe pkycrs'ratthg Md mood h 
an advenhue cannot be weremphdzd.  II; the chsr- 
acters am exploring an ancknt crypt, U m  dlmmhg 
the lightsaround the gamlngt.bkorptaying by 
candlelight can add a great dad tothe mood dthe 
party. Slmlbrty, a (Lound effects rrca&g d e  ttnm- 
dentorm, crashing sui. or rumbkig bemnc&e cw 
heighten the ahmaphere around cart.h advemms. 
The addltkm of propa (e wrawkd noto or p k e  of 
jewelry) can adda great deal tothe sdvcntucas 
well. Dasniblng a pctentlaliy cursed rbg verbdly 
isn't nearly as lntereatlng M banding the players a 
real ring that they could slip onto their flngam. 



The Frontiers of Science 
ha h r  y e e n d  the 19thcenWy am a time of 
urondrous advancements in technology. The T efforts of The Enlightened and other groupst0 

bdng sbouta acicntufc rcwhmce are piwxe&q 
succeddly, forcing the clvlulcd world to accspt new 
wondcn and &verier on a regular bsrls. 

Of course, not every s r p c a d h k c h o b g y  mv- 
olutlon Is for the b e t t e r n  of mankind. Much of It 
Is either very dangerous or downright horrific. For 
m e ,  the pursuk of science haa k o m e  an 0b.Ce- 
sion. Knowledge must be gathered at all costa 
(human or otherwise); new dlscoverim must be 
made regardlaas of the rbks Involved. For many. 
science and the pursuits oi technology have tmccune 
an ohnost rellgkus passion. A8 Is generally the c m  
whan such things happen, foresight and wisdom are 
sacrificed In the quest for fame and power. 

Of course. the idea of the read r W s t  e- In 
traditkrul R f , w  game adventures. AAsr all, 
who undd deny the Victor Mordenhcim hih inlo 
this category? The Masque ofthe Red Death uni- 
verse. however. kncb ita.& eapccisiiy well to the 
creation of adventures that revolve around auch 
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01 simply a miswduatandhg of the way in 
::$% w d d  would regard hh work. 

He gkes an experlmental drug to his subjects and, 
as e+cted. they become biological supermen. Not 
only do they heal much faster than normal men; 
they w o m e  stronger, more @le, and more Inteili- 

folk kam of the research. They regard the 

demdlish the place, perhaps even kUllng the scientist 
duplicatlon of the formula Impossible). 

ted and evil mockeries of the dnem their 
with Jn wrahdthesetncmidlbk creahacs who are 

A wand varletion on this theme Involves an 
ImpeIkctIon In the research or labon of the acten- 
tists; this Raw leads to an unucpectcd side effect 

well-meaning Inventor creates some benefklal 
devlce or process that, sadly, CM be used for gre 
evil. in thelmnda of good andm men, EMS 
dlacowywNI makethe w d d  a attapbee. Of 
come, It waddn't be much of an d w m n  If 
e v i l d o r n d i d n ' t c a n c l n t o ~ d t h e h  
discovery. 

In thew advenasea the .denttat k& par- 
ceived as a nahre fallow who - the 
evlls of the wotkl. The thoughtthat MYOWE would 
take his hvcntlon or dlecovcy and use It f o r d  
purpores La uttedy alkn tohim. Hukmtalnly nct 

persons who abscond with the sfbnt*l's work. 
An sdvenhn along these linea ndghtbe bRed 

upon the work of Wuhchn h t g e n ,  the Qcrman 
scientlst who discovered wmys h 1895. Pwrhapa 
one of hb assistants h W l y a n  agenbwrkhg for 
an evil qabal. At somepolnt in hfr *ban, hen@ 
d k o v m  that a wristbn ofhb inventinn projacb 
beam that cen datroy a body's Immune sy.renr, 
cawing the targat of the my to dk allffrom a 
deadly piaeue. With this terribk weapm In it. h.ndr, 
the qabsl bagina to cxmmbwte b aemles. psmsps 
the manban even w Wr msglcnl .bilma b nbe 

the villaln in thc dventwe ,lhatrdabeion#stoth 



The Tdeqraph 
The commonly avsilsbk technologks d the 

1890's can a far to comfort a pscty of sdvwaucn. 
Should they dlscover that the vllbln they are t a c h  
Is the spectral remnant of a Confederate gmsnl, 
they can leam about hls life with a quick visit to the 
local telegraph &. If the town they are In kr In 
danger of being overrun by zombks, wirhg for the 
army can bring k d l  reInforcementa. 

A good exampk d chsreetan' we ofthe tek- 
graph Hcstnstdrer's Dracula In sddition to tndFing 
the vamplre's position by telegraphs to and horn 
Lloyd's of London, the hunters kept in COastMl 
touch rwwl each othsr by telegraph. Indeed, it was a 
wlrefrcwnoneoftheklllUnkrthatbmughtthe 
lndomitsbk Van Heking into the chase. 

Aparty may befomdtowalta day orhvoto 
Fecelvcsrespometottswkqbutthbktheresultd 
theddsy.ofhrtman~adrdstedkbors.Thc 
actual trslgkr d informatbn bquYe nvYt E v a  a 
mesagethat muat be relsy+dthroughseved ak&cms 
torrsch~&Isldcstinstknwutpmceedqullddy. 

T h e g l o b s l n e t . r v o r k d ~ p h ~ k q u # c  
exta rtMcEath 



Photcqraph y 
Sirp the invention of the modcm camera in 

182a photography has grown In popularity and 
impattance. Through subsequent developments by 
peode like Daguern and Willlam Fox Talbot, pho- 
togwhy has become more and more like the craR 
we know today. indeed, the invention of photo- 
gra IC Rlm In 1888 by George Eastman Rnally rev- 
d && the camera. hior to that time, glass 
plater were u8cd for taking pktuns. These were 
both w k y  and freglk, making it dlfflcult for adven- 
turer$ and frontiersmen to use them. 
Thq camera's primary role for adventuren in 

M ue of the Red Death campaigns is likely to be 
a s 7  aid for record keeping and for verification of 
clakr/s or swklons .  More Important. the camera 

spectral entlties do not show up on photo- 

. The DM may use the d e  of thumb that 
re that can be harmed only by magical or 

sllvee weapons cannot be photographed. The chemi- 
cals wed in the procass of develophg pktuns. prl- 
rnarU$~ sliver compounds, simply atrip away the 
imag of such creatures. 

On the othcr hand, the camera can photograph 
certa invisible thlngs. Any invlsdble penon, m a -  
ture, E kern that can be Injured with normal weap- 
ons will show up on photogrsphlc fllm or plates. The 
hag+ of an lnvlslble thing will seldom be sharp and 
clear,/ howcver. As a rule, wch things will look 
b l M  and dim. and might be n o t i d  only by 
som M actively looking for them. 

A r p d l  note about photography and the wpemat- 
uralw in order. Persons cloaking thelr hue ident#les 

camera wes thrcugh these guises. A photo- 

abliltks in dealing with the supernatural. 

or Rim,  just as they M invisible in 

veil of Illusions and phantamu wiU Rnd 

shlster Professor Moriarty would show 
not a human. Spells that change 

the of the subject, such as pdymaph and 
shapq change, have no e&a upon photography. 

BY /he late 19th century, almost five centuries 
ssed since the invenkn of the printing press 
by JohaMcs Gutenberg. The recent inven- 

has nwttrd in a 
prlnted materlds available at 

reamable costs. bnprovements in education, Hght- 
ing, and the general standard of Ilvii  in the w d d  
has allowed a sharp Increase in literacy in the 
1890's. WMle p e m  raised In e areas and 
htkn may be unable to read, or m y  Q LY) very 
poorly, the average city dweller is at hsst nominalby 
proficlent with the written word. 
For hdMduals who must confront the agmto ofthe 

supem8tural on a rcgubr basis, the a p m d  of utaay 
can be of proround importance. hfmneth thatnight 
once haw bemioat upon the death ofits owner mlght 
now be pmcrved In]olrmels, leltm, mother 
accounts. Nnvspsper npocts cony not only wad of 
events vital to the FCs, butsdvcrthrancntstkd 
attract useful informah or sktuad awbhnts vrith a 
mlnimd outlay dpersond c d  and e h t .  

The rlse of publlc libraries, RFst introduced by Ba- 
jamin Franklin. has made a greet ded of bdormstbn 
available to the publk. in addltlar to atoms of books. 
most libraries keep out-of-date newspapers, recent 
and back iswes of magszlnes. publk m&. and 
n m r v u s  other forms of prwcd maitsr. 

when the hiik Go out 
Characters battJing evli on Gothic Esrth EM take a 

great deal dcomfortfmm modemtaetndogy, Thdr 
technokgkal wcspons againrt Svitfndudatha ab& 
Ity to send and receive merseges qulcwy, f u t  aad 
effklent modes of travel, vast amounts of easily 
accessed reference materials, and &fcrmes in the 
form of weapons both lethal and reliable. With such 
power in the hands of charscters. hov can any 
Dungeon Maskp hope to create an atmoopherr d 
isolation, hciplarmrr, or dmad? 

Each of these benefits turns out to be a &ubb- 
edged & CertsMy. Pcs will fed CanRdent tht 
they can send and recclvc Important m a ~ g a  via 
telegraph. If the DM has allowed them we of thh 
technologyinthepast,hecanhunthetabicson 
players by suddenly depriving them of it. 

imagine a small mining town In the wilds of Cali- 
fomla. Its  only contacts with the outside world are 
the telegraph offhx andthe rail lines. The Pcs have 
been working to explain a series of mystmiom 
kill-, and belleve that the bail laad.to a Woof 
young women Uving Just outadeoftown. They are 

a coMyd+. Seeking to call in help or garher 
infonndm ban M OUtrMt -e, they make their 

correct, of COUM, for these hd*s .cBnlly ecmplse 
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way to the telegraph &e. To their swprlsc, the 
operator has been murdered and the equipment 
destroyed. Even if they manege to repair or rig 
another telegraph system. they find that the line 
appears to have been cut. Suddenly, wmethhg that 
brought them great comfort now Indicates that they 
have become the hunted. 

Similar twists can be used by clever DMs to keep 
players guessing in other sihmtha. Pehaps Uaary 
nsearch reveals not only the Information that PCs 
were hking for, but aomehhg else that indkates 
their enemy is far more powerful and mll than they 
had expected. Worse yet, maybe the books the PCs 
intended to consult have vaniahed. with a note 
ad&& to the PCs I& in thelr place. 

The minim of the Red Death need not shun tach- 
nobgy as a weapon. imagine a scenario in which the 
PCs are forced to confront a Japanese nobleman 
who, in addltkn to being an easfem vampire, has a 
folldncM for modam fiream. Perhaps he happens 
to be an expert marksman who is equslly as happy 
removing his aremies In duels as he is in making 
long-range shots from a secluded post in the dead of 
night. Such a comblnatlon of ancient evil and mcd- 
em technology can lead to a unique adventure for 
the playan. Of c o w ,  DMs must be carefi~l to avold 
obvlwdy silly enccuntem. Shouts of 'bok out, It's 
King Kuprstet's i n m y .  . . and he's got a ahotgunl" 
will koke only laughter, not frightened shlvem. 

Traditions of Terror 
he Realm of T m ,  Fwbldden Lam, and 
RAVMLDPT Campaign SaUng boxed IK~. all T contain a great assortment of gulddInes for 

creating an atmosphere of fear and horror. Many of 
these were tips, technlques, and other elemsnts of 
StOrytcHhg. The following secUon wUI examine eane 
of the actual rules in those bmks and how they are 
employed in the Masque ofthe Red Dcath retting. 

Tphe f'owers Ch& 
The p w r s  check o r l g h t d  In the Realm of Ter- 

mr boxed set and was then expanded In the Forbid- 
den h accessory. The powrs check ts a means 
by Umich player characters can be pmvenwd frum 
(or, at kast d t s c o u w  from) performing mil 
deeds. even if Qm In the nome ofgccd. These Rdes 
are intended espechll~ to atopthose rho would per- 

form evil while claiming good intentions 111 the a@. 
History has shown that many of mankind's grrsced ' 
evils happened under the wise of ro-csllalgexl. 
This is one of the Red k t h ' s  maat Kduc(ln pkyr, 
and PCs muat be evsr watcMu1, lest they, bm, by 
under the Influence of the Qrsa EVH. 
For the most part, pavers h k s  work the same 

way on Oothic Ea& as In ather cmnpaigns in 
Ravenloft The hnportsnt dl(kmce, however, is that 
they are also requited every timc a character casta a 
spell. Even if the qd In qwrtbnb ofunmbwk&ly 
good Intent and involves only the psart of 
tions, its castlng nqulrrs a character totaptdD(hs 
magical enefgIea of oothle Ea- img ago 

ers checks wb.cquent to s p e l i c h g  are detailed h 
ChapferV Magic. As the &nectar cas@ mwe and 
more spells, whether for good or& h.ryO* 
ing theattmtkm, and posslblyhmrrryng t h e m  of, 
the Red Death. As described In the Oaths of€ull 
bodcoftheForbfd&tLamboaad.slthepmmnd 
mdern~htheeffectadfdkdpewrsebeck.  
is not an easy one. 
For spellcastera. however, a gray a m  exlrcl. M b r  

all, even the nmmtnobk adept. and my- d 
fail a succession of powers check8 for castha t p d ~  
in suppatofa just and noble causa f thblsthe 

count), then redemption may be eariaFto obtshr. 

tainted bythe evll oftheRed Death. h*r For pow- 

case (the Mhasthe Rnal wy In such lnauom, of 

7hechartbebwPmvlda .#Kmslbk-by 
wMchWrLn&tbcadaned-CM~lks 
evil ofthe RedOeatb tJmaugh cash myz4kgHlr. 
This a s w m  that a myttiedls upon the api#nd 
the world to aswmethe sclb)ect's krdadd 

whkh thetaintdevll m a y  be Ufted from a charecter. 
DrngcoaMm&eraarefree(odwimo(har~ty  

Theatqx9bshnastupdcormpiararenao 3 

C d m d t o b  S t t p . o f . q e s l n U p n i h d s .  fhc 

greaterjumpbowardtherldedd. canscquently, 

to the first stage ofcomptkm h tektJdy anrH; tks 
leap from thelhsd to the fourth- b a much 

stepplng backha the kurtb stage of cormptkn 
requires greater effort than stepplng back frum the 
second stage to the first stage. 

E 
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a myotic to wave a curative 
stage d cormpckn k lifted. Thus, 

a mpmtlon spell cwt upon a tnrty good chanacr 
who findr h W a t  the lwrth stage dscduction will 
ndqe hlm to the thlrd stage ofcormptlon. A subse- 

would reduce the chsracter's 
stage, and so forth. Charactus 

the fourth stage of corruption are loa; nothlng 
done to dlminlsh their conuptkm. Unless 

means are employed, such a character Is 
to kcome a minion dthe Red Death. 
ly, the castlng of a spell to pudfy another's 

k a v c  essence Is not wlthout risk. Those who work 
suchmaglcs must make the normal powers check 
for spllcasting, even though the spell would cer- 
talnly be considered to be for a noble cause. No 
charqcter can cast a redeeming spell upon himself. 

ing 
No redemption is gained If one of the four redeem- 

cast for a *rent purpose in game 
, If a Mcssapeu is cart to ald charscters h 

no redemption Is gained. The spell must be 
other purpose than redemtion in Mder for 

play. 

It to acceed at that purpose. 

Thefesrandhomwchccksdacribedkthsortgi- 
nal Raalm of T m b o x c d  sct, and the m a t b ~  
checks offered in the Forbldden Lore b a d  aet are 

t h m  checka aradeacrlkd w i n  thcmonmcent 

which the players are espsdaHy good mb-playarr 
the88 rules might not even k usad. 

AssunhgthattheKcheckwlllbewd,how- 
ever, they can ba apbyad In Mssgwof&ei?ed 
Death campsigns In exactly the wmt way that they 
would in a tradttlonal RNENLWT game. Bscwrc d 
the culturel QHkrancclr bchrasn the tnadlcvat world 
ofRavcnloRsndfheVIcMsnnaknd(k(hicEsrlh, 
the condl3lau udcr wkkh 8uch chedwnlghtbe 
made are a W dKfemn~ Uthe  bsskdIEemnce 
between fear and honnr chech, as lald down in01 
RAmm Campaign sating boned ret, aa 
unchanged. DMa are emowngdtotsvbvtheN*a 
intha CMlpaIgnraandthell resdtheraodl l ic~  
given in the followlng section. 

hki3d.d M to prnnOta dt-pbyhQ. (A1 

RAvENuwr canpaien seuhg.) In CMIPaigrs In 



Appendix 111: 

Fear Checks 
In addltion to the three pdmary condltions under 

whkh s charscter mlght be required to make a fear 
check, the Masque of the Red Death setting calls for 
a fourth trlgger. 

Any t h e  characters are forced to confront some 
gnat power whose nature they wdmtand but 
whose sccpethey cannot fathom, a fear check 
should be required. However, such a thlng must be 
presented to the characters In a Mghtenlng or threat- 
ening manner. Few people ran away sueamlng, for 
example, when Roentgen demonstrated his x-ray 
machine in 1895, because the machine was pre- 
sented as a marvel of modem science. 

A sltuatlon that would require w c h  a fear check 
may be found in the laboratory of a mad scientist. 
Nearly everyone in the 1890's has a cursory undet- 
standing of aome basic principles of science and the 
applkatlon of forces such as elearlcity. Comlng face 
to face with a hulking humanoid that radiates high 
voltage dlschsrges is another matter; the average 
&ken is likely to be very frightened by such s thing. 

Horror Checks 
The distinaion between the need for a Fear check 

ora horror check is oltsn difkultto makc. Onc 
importanr dlffcrrncv between thetwo is thet charsc- 
tcn making faaI checks are amod slways exposed 
to m e  phyakdthreot. FwtJmr, a Few check ktyp- 
lcalfy cafkdforwhcn acksracter k tmmediatety 

bur the k a r  - dl &r 
the fharactcr har achnm to a s l ~ ~ ~  01 conqu~ thc 
ob]ea ofthat fear. hhomw check, on the orher 
hand, k made by someone who has stumbled upon 
mmethlng thet h- eyes were nevw meant to 

ness. A horror check is hdlcated Vmen a character 
becornesmorehorriRedashehssmore~bppom&y 
to undastsnd theotjea oftbsr honw. 

of e vampire's hb would be requlred to make a Fear 
check If the undead masteroftMlqbyrbth sud- 
denly sprang up before Mm. Y the +ctu dlps 
through 0 curtah to escq3e a wm&ting sumy and 
findr Mmself faclng ruw upon row of tMng vlctlms 
being gradually drained of blood to Susry the mon- 
ster's hunger, a horror check ProuldA k order. Of -. Ifthe vampire were h thlrmom 8s WaN, the 
character mlght be rrqUlcd*).mak b& ehacks. 

7he werage citizen of the 18Ws hes had ]#ne or 

by 

SeQ OrW k Urlcrribk M to c a m  phyricsl &k- 

Fa uxarnple. a character UrplMtnS the c.t.canbz 

I I -  

no real expowre to the supernatural. A. wch, maay 
of the thlngs that a d a r s d c r h  the AD&D g e m  
wwld take for gmntcdwHkM&len orhontfy a rcd- 
dent of Oothk Eerth. The &ght ofs lycanthropa 
changlng shape, for LnMnca, might go SbMt UIKI- 

ticed in a fanteay game. Forthe averageoftlran of 
Qothk Earth, h e v e r ,  thlr wlU almat certainly 
requln a horror check. A good DM will mcourw 
players to renct properly whcn they find thcL char- 
ncters in such sttuations. 

lng the way In which hued honw checks .n 
resolved in Masque ofthe Rsd Death. 'Iherc dlffar- 
encesaredueprimadlytotheinhuductla,ofthe 
Psychology proflclency. 

Revlaed Ruhs 
If no chamcter wlth the PsychokgypmAcrarrcyta 

nearby, horror checks are d v e d  as described in 
the ~ m m  Campalgn SeeItq rules. To sunme- 
&e, the character who b honure&uck IsrtUMed for 
1 round and must then roll Id6 en theFalW))aror 
Check Results table In the ruWook. 

If s chsrscter with the Psychology skill can Freely 

Some important dlffsnnces muat bm ndad rsgard- 

onthe . ... F a t k d . . m  Check RcrJts tabk. 

f&aii.mwdrga; m,4Fhdqly&e@c tn rbwadto 
~ d a k y l b e ~ , d a ~ l i b n K i  haror dpdr. 

mined, ~t(kemi be 
apa(hemato)*Meg=&&hghdctaF 

to & v i & t e ~  nrufthg an- 



utendal psyckkgkal therapy. At 
week that the chsrata spends in the 
~*psYChdWYddllthepsY- 

makes a pmfklency chack (modlfkd by the 
Magical Defense Adjuabnent for his W’Lsdom 
the psychofoslsr also hea the Maumrkm 

to a quiet, secure saning for a 

ncy, he ga&m a +2 bonus to this check. 
cident. If the patlent 

Is applled to the check. If the 
e place while the pstknt and psy- 

adventuring (for example, If 
land or trapped In a 
at least -2 is applkd, 

er d W e n  being assessed In more violent 

lency check Is successful, the effect of 
r check dlsapates. If the roll fails, the 
for another week. Failed horror check 

not *ply fade away after one month a5 
in the RWENL#T Campa411 Setking. Thl5 rule 

presented for R-Ing Horror In 

ic powen on Gothlc Earth 
checks wlll be made less fn- 

nd Its treatment on Gothic Earth is In order. 

execullons were not an uncommon c u e  
rk days. Indeed, the last excCut(0n for 

whlle~dlngofthemantacondltla,ha 
Improved @uatly. psychobglcsl cere for the ma 
tally 111 Is far from Ideal in 1890. Modem vkurs of 
p9chobgy hnve been developing since the OPaJns 
of speclstlrad hcapitabforthe mentally Ill htonQn 
(1547), Peds (1641), MDscow (1765). wrl Wcnas 
( 1 7 6 4 ) . ~ , t h e ~ t m e n t o f ~ a t t h e ~ e  
facllltles was nothlng short of barbark. Pattenla ware 
chalned and d n e d  in &Is that ware no- 
pleasant than those uad to houar crtmkslr. Lan- 
doners were even permitted to taa the faeHlty In 
thelr cky. viewing the paicnh, t i h  anhals in azoo. 

Adecadeorsobdorethe Fmch Ravokdkn, Dr, 
phlllppe Plnel revolullcdzed care for thenanwly LII at 
hls factllty in Psrls. Rcmovlng pstkncl fium Lhdr 
c h a h  and cells, he lnsututed a sweephg series d 
hwnanetreatment8thstprovcdrrmarksMyruc~ 
M. Plnd, M (Alpoltantnrember d s  q h l  known 
today as The 
t rea tmentdthe~f f l t t ra t ras to lasverchaga  
the way h which these poor mula wuUd be trrstsd 

Following Plna‘s gukielineo, an Engtbh Qwka 
named WWLam Tukc estsbllahed York Retreat Th 
facility provldcd a amail, pkassnt en- 
where mentally ill patients could be trsad In an 
atmosphere of cunpacrrion. Tuke’s work lead to the 
creatlon of wm facllltles thmghoa * world. 

In the Rnt half dthe 19tJ1 century, Dnrdim Din 
devoted half her life to the cnatbR dmentsl hospl- 
talr that prOvkkd the kkd of cam bdicahd by Find 
and Tuke, but on a much larger acale. Sadly, Iw 
efforts w e n  quickly cormpted and the legacy dws 
well-lntarlioned WOmM k s m e  the Impar- 
wnal asylum. The malorlty of these facluuCe k a m e  
llttle more than prisons for the menWly UI, w&h 
actual therapy IlmIted by the great number d people 
confined In them. 

Thls, sadly, Is the awe  of dlain for those h need 
ofmntd hc&h care on Gothic Earth. The typeof 
c a n  available ranges from the d dhks cstsb- 
llshcdby PInCttothe larga aciarwRc Mlimiom 
dreamed dby Dlx. to the sbomlnsbk uaylum~. 
aothlcEarthchasctcnrwhoneed~ychdo(llcsl 
help wlll be gmtefd that ekrm&o& therapy won’t 
be Introduced fora fewmonhcsQ.. 

beg4m a fdcmmwl hYw 

. 
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s check. 

psychotherapy. 
Thls process b described In the plecedlng section 
horror checks. The period of time between 

ecks, however, Is measured In mh rather than 
4 penalty is Imposed on all 
to cure a p a M  who has 

Curses are a far greater threat in the misty  domain^ 
avenhlt UIM they are on Gothic Earth. With a 

uction In 8I Ipemt i thUS bell& and the number of 
aracters abk to employ magkal energles, far fewer 

s actuslly have the atrength of wlll and pres- 
e of mind toemploy a cum. This doea not mean 

rses a n  any less dreadfuconly that they are 
countered lesa often. 
When a curse is employed on Gdhk Earth, It la 

ly to be recognized for what It is. After all, the 
ple of the 1890’s are greatly dlstanced from the 

ya of chivalry and sorcery. Thcrcfore, the chance 
at a c u d  pemon will be aMe to find magical relief 
rn hi8 burdm b not good. 

frwn theae factas, the rub d cursesin the 
me is undlangcd 0 are the ndcs govnnhg tha. 

h e  Wanderinq Gypsies - -. 
ypsles are known far and wlde on Gothlc Earth. 
W h h  commonam am unllkdy to notice a 

n gypsy bands, one particular 
reamentlon. 

mous Vlstani. the gyp.k of R d c f t .  
rpsrt on oothk Earth. M e r  
related to the Vlstsni who 

ne of Dread b a mystery that 
ever be resolved. Certainly, no Vlstsni has ever 
ed the realm of Ravenloft to an outsider, but 
this is due to a lack of k n o w l a  or urtrrme 

ny sbnllarutcs d s t  bawasn the two peopba. 
arc mystedow fokwka hue a love d rayl, 

dance, and story. In physkal and +2ubrai tsmur, f b y  

Earth embrace elements ofthe modem world such a 
are almod tdsntlcal, although thevlltant daohlc 

thedrotgunandrapcaheruk!. 
JW the m o f ~ a v a n k ~ h . ~  -1 P#- 

em that set thcm apartfrwn ttn P O  andnatlvea of 
that dark realm, so too do the V h n i  of G&ic Eerth. 

sp$cs*ing 
The presence ofthe Red Death on Omhk Errhhw 

not gone unnoticed by the VLtsnl. Their stodraund 
songs often speak d a great evil presswe, dkzugh 
they never name it. No Vlstanl WIN dlscurr this 
with an ouhskier except in tskr md rag.. Ypmssd. 

at the gul l ib i~  of the Ilamter. 

mankind sbandoned so long ago. ?lm&mmthb 
race of people. bo(h adeptsand mystic8 are found. 
The f o m l e r a r e e l m o r t a a d ~  q.ba*tr(lh*r 
clan is consldaed to k the q.bal4hey.amit ad- 
let& are generally mediums. Curlourly, they soan 
Immune to the negatlve effect8 of the Red  Death. 
They are not requlred to make proficiency cfadrr 
Umen casting @Is, and nuffernopoven check& 
the use of magk. 

(1 Vhtana W N  ShNg It Off 08 WpemtMDt% and chuckle 

The V i s t a l  ccmUnue to practice thearcaramgd~  

Fortmetding 
Vlstanlliveandtmvdhtldandsdfemuygmupa 

clans of up to 50 people, (harghlhy m y  be encam- 
tered in leasernurnban. WRunkrvlll uw&y 
include one01 two sdcpb, a lke nunber o t m m  
and an aslroltmantdfdkvrithths-, 
Psychometry. Sixth Saros, orMesmertun pm(idcn- 
C k .  Thb grra aMor8nent of- ghe3 the vbtanl 
a keen ability to faareethe future, dwrty vlm the 
past, and gather accurate information quickly. 

Rarely, they may be persuaded to use theae rklllr 
and powers for the servlcc dothar. whan chamclen 
reek the servkes of Wstani forancabn, they would 
be well a d v l d  to do 10 mpecWly and dlrrra(iy. 
Althoughthevidsni hsvebean pclwdadtoshare 
their abilities wkh adddq they tdm a dm view of 
thosewhoakrscamockthe*brat. 

the rawltstheyo#sh, are r h d * r t o ~ & 8 c d t m d  
7hCfomaadlhg-d byhgypda, ad 

in the F o I M ~  Loma Realm of Tauwbolasd W, Q 

the RA- Campaten 
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n 1866, Charles 
Witherspoon moved from 
Exeter to London to 
pursue his dream of 
becoming a doctor. After 
years of arduous trdning 
and internship, young 
Charles Wltherspoon at 
last became Doctor 
Charles Witherspoon, 
physician. 

establishing his flrst clinic 
in late 1878, he met the 
beautiful Jeanne 

Worthings, a poor girl making her living as  a 
singer in a second-rate opera house. Charles 
was immediately smitten, and proposed 
marriage after only a few months. To Jeanne, 
who was truly in love with Charles, this offer 
was too good to be true. Eager to be rid of her 
current existence and excited by the 
forthcoming elevation in her status, she 
accepted his proposal immediately. 

The two were married in a small but lavish 
ceremony a few weeks later. Charles's famly 
and closest friends made up the majority of the 
guests: Jeanne was too embarrassed by the 
lowly status of her family and frlends to invite 
more than a handful of relatives. 

Charles and Jeanne moved to one of the 
more expensive are- of London, buying a fine 
house. Charles's medical practice grew, md his 
fortunes with it. Jeanne kept a careful eye on 
his expenditures, for she had quickly grown 
accustomed to this standard of living and 
wished to ensure that she would never return to 
her previous existence. 

By 1887, little doubt remained that Jeanne 
would never bear Charles any children. 
Although he claimed that her barrenness made 
no difference to him, Charles threw himself 
more fully into his work. Later that year, he 
opened a clinic in Whitechapel to minister to the 
indigents and strumpets there. 

Shortly after 

I 
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The impulse that led him to do this was 
mystery to Jeanne and Charles's family. 
Perhaps it was the sa 
marry a singer. Perhaps Charles h 
secret desires of a nature best left 

as substitutes for her own 
even competition for her a 
grew increadngly je 
and seethed for a yen before 

visited far more frequently than ohm.  
hatred for these women grew deep in her 
in October of 1888, she conceived a 
would rid her of these women once a 

That same November, the first of 

disemboweled. 
populace deserted the streets when n 
and the fog roiled in from the Thames. 
women who were forced to earn a living 

home dive. 
Speculation ran wild among 

London about the mysterious c 

"Jack the Ripper." Some thought he 

he was a creature of supernatural 
of them suspected the killer might 
jealous wife. 

Yard. The Yard discovered a common link .. 

between the victims and Dr. Charles 
Wltherspoon; the women killed were all cli 
of the good physician. 
never able to prove anything, however, 
doctor had an alibi for every evening th 
w m  were killed. 

Thc last vidm of the November k 
one Jeanne Witherspoon, the only vi 

The closest guess was 

i". 
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was not a harlot. One night, as she was 
secreting her killer’s disguise In a heap of trash, 
something unnamed c a m  upon her and tore 
her apart. 

of her body, Charles Witherspoon moved to the 
United States. He sold his home and two 
London practlces and bought a beautiful house 
on Beacon Hill in Boston, bringing only a few 
choice heirlooms to his new abode. Among his 
belongings were his wife’s ashes, which he 
placed on the mantel above hls fireplace. 

Charles quickly established a practlce 
caterlng to the well-to-do. About a year later, In 
early 1890, he founded a clinic In the slums to 
work with the poor of Boston and the wantons 
of the city. Had he known what this would bring, 
he might never have done It. 

In the year between her death and the time 
that Charles established his clinic, Jeanne‘s 
spirit had languished, anchored to her ashes. As 
long as Charles worked with the wealthy and 
appeared to be a properly devoted husband, 
she rested easily. When he began to treat the 
scarlet women who came to his clinic, however, 
her spirit was roused. Incensed that Charles 
would have the audacity to dishonor her 
memory by associatlng with those tramps, 
Jeanne forced her slumbering splrlt to the task. 

Jeanne’s first attempts to release her spirit 
from its ash prison were unsuccessful. She 
mustered her strength and thought of the 
vengeance she would wreak on those she 
thought had led her husband astray. In a little 
more than a month, her desire for revenge had 
grown so strong that she was able to escape the 
ashes that bound her. 

She immedlately directed her spirit to her 
husband’s clinic, seething furlously as she 
imagined the tawdry scenes taking place Inside. 
Her essence hovered fretfully in an alley outside 
the clinic, waiting for some harlot to emerge to 
suffer her wrath. She discovered an old drunk 
passed out in the filth of the alley. Jeanne 
poured her spirit into the old man’s body, and 

Following Jeanne’s funeral and the cremation 

procured half of a bmken su 
one of the trash blns In 

The poke offker who 
body the next momin 
the scene. So too dld 
assist hhn. Farther down 
dlscovered the body c4 the old 
blood and stlll clutching the go 
bulk of the story was kept out of 
though word of the murder sprea 
through the nelghbwhood. 

Jeanne was pleased with herself. Not 
had she removed an h g i n e d  rivai,ahe 
gone undetected. Nonetheless, anger (6111 re@ 
within her breast. Je- knew she would not * 
be satisfied until she had elirhinstsd dl those 
she imagined to be competing for her 
husband’s affections. The thought that she had 
no more clalm to her husband’s love never 
occurred to her. She only Imagined that ha w s  
unfaithful to her hallowed memory; her spirlt 
hungerad for revengc. 

hunted Charles’s female paltents thmugti 
Boston on the misty nlghts she loved. 
Whenever she caught me of the women done, 
she would take contrd of a drunk or skplng 
indigent and let her rage do the rest. When dre 
had finished, she abandoned the body rkr, hd 
controlled. These poor fcllows invariably dicd, 
the shock of sham their bodks wlth ro 
malevdent a spirit too much for thelr already 
fragile psyches. 

Aware that ber husband had bzen quatbnad 
by Sc&ndYard w h k  in Lcadon, and mVHltng 
to harm Ms reptatkm, Jeanne orchestratd her 
mwdem only when she knew that Charles had 
an unassaUeble db l .  And rothe atring of 
Wl4inga has continued. How, in April of 1890, 
the PCs face a gmat challenge. 

The gruesome deaths continued as Jeanne 



he tbg rolls in from Ba?,?on 
Harbor, fi l lhg the nfght air 
as ft cre~ps up Beacon Hill 
and dr@ a c m  the 
Common, sliding its damp 
pnserS into ewry ncok snd 
cranny. Sop moonlight 
filters through the gray 
curtah The fog hangs on 
the Common like a shroud 
on thls Aprfl nlght-a 
pttlng metaphor, for death 
Is in theaft A ruoman's 
scream pierces the tbg over 
Boston C m o n - a n d  Is 

suddenly severed. Silence once agah refgns 
over the grassy field. 

Red Jack is the first in a series of adventures 
deslgned for characters of M c  Earth. The 
DM must be familiar with Masque of the Red 
Death rules before beginning play. In this 
adventure, Jack the RIppcr has been 
transplanted to Boston Irom England. The PCs 
must face him and discovm his awful secret. 
The dventure is deslgned for four to SIX 
characters of levels 1-3. Although the threat in 
tMs adventure is horrible, it should not 
ultimately prove Fatal to the PCs. 

As with all adventures, the DM should read 
through this material thoroughly before 
presenting It for play. Several opportunltles exlst 
for the PCs to deviate from the main course of 
the adventure. Suggestions are included to 
ensure that the adventure does not get t60 far 
off track. Furthermore, Jeanne Wkhempoon has 
powers that must be thoroughly understood by 
the D M  her descdptkn is found at the end of 
thls adventure. Several NPCs also appear h this 
adventure, and their descriptions are also at the 
end of this booklet. 

The DMls encowa&toresearchths late 
19th cenkrrytogaalsel forthe mobdofihe 
Umes.'Agood cncyclopcdia orknar3caR his- 
tory text can helpthe D M d  an extra dimen- 

sion of realism to the m e .  The DM trigltt asQ 
seek out d d  Bortonaewpagsn (avaW#tfrom 
most librsrtes on mi-) Cradgbe im&kh 
to the players for an additional bit of flm. 

jl Qui4 Tour of soston 
oston is one ofthe oldest citiar in the 
United States, datlng back to 3630 when it 
WEsscttledby Errgllrh PUritam AkhOu#a 

a young metropolls compared t o t h e d t b  of 
Europe, whkh have hlstwks spannkg 
thousands of years, the put has M am hddible 
impredon upon Boston, codcmingupm & a  
dignity rivaling that of the cap&& d Ekrepe. 

Often called "The M l ~ e n s  of the Amakms," 
Boston has condstently rrpportcd men d 
women of learning, fmterlng an atm0rph.n of 
intellectual h h l p  and stlrnuiatkm. T h u l c n r y  
traditlonof~eckypeakedlnthe'1840tr,but 
that brilliance shhina on in 1890's Reatan. 
James Russell Lowell, OKmr M*nddl Holmas 
Sr., W H h  James, Gecuge Santayana, WiWm 

maintain resklences in Boston. 
Utemture is not &@tat Bostun b ismmafa. 

It was the Mrthplacc of the Revdutkntbafncd 
the colonies from&itish rule. Hmdreds loot 
their lives for the cause of fmedom in thb city, 
and hundreds moae dkd In the m n m d h g  
towns and countryaide. The memory d tMr 
sacriflces lingan dl in this proud dty. 

Boston has ramahred the most popdass 
state capitol in the u n h  (about 365,ooo), and 
is the largest city in bhsachusatts, prlmdy 
because it is home to so many Eastern 
seaboard businesses. 

also a lesdcr In shlpbuildkrg, AMlm, dtumc 
and education. These katumara respmdb 
forthe burgconing popukdondlrbh 
immigrsnclr and numemm others In the city. 
Players Whc want to base characters In Boston 
need not Imk far far character beckgmunds and 
historlet 

Vaughn M y ,  Md Joh Granksf WhMliCr 8tiB 

In addition to textile manufachhg, Boaon is 
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Famous Sites in Boston 

Boston has no shortage of places for PCs to 
visit. If the DM is willing to do a little research, 
each place will come alive for the players. What 
follows are short descdptions of many historic 
Boston sites. of course, as  any investigator of 
the paranormal knows, places of great emotion 
attract ghosts like flies to chamberpots, and 
Boston has always been filled with great emo- 
tion. Therefore, some of the descdptlons below 
also include the supernatural history of the site. 

Old North Church The oldest house of wor- 
ship still standlng in Boston, the Old North 
Church will forever be remembered as the signal- 
ing point of Paul Revere’s famous midnight ride. 
It was from the belfry of OM North that Revere 
was given the signal that the British would invade 
Charlestown by sea. On cloudy, moonless nights, 
it is said that lanterns emitting aangr, greenish 
light sometimes burn in that same belfry tower. 

Bdmstone Corner: Brimstone Corner is at the 
intersectton of Park and Trcmont stnerr, acmss 
the Common from the Park Street Church. The 
name is, in part, a tribute to the many hellRla- 
and-brimstone sermons del iend from Park 
Street’s pulpt. The name also recalls thc War of 
1812, during which kegs of gunpowder w e n  
stored in the church basement. 

Parker House Hot& The oldest c o n t i n d y  
operating hotel known in America is Wing in 
1890, and in recent years has hosted meetings 
of the Saturday Club, a p u p  of dlsthrguinhed 
literary figures that once included LongfeUow, 
Emerson, and Hawthorn. It Is said that on 
certaln Saturday evmings, the ghosts of these 
fellows still sit in 4heir accustomed places, 
engaged in learned discourse. None can hear 
what the figures say, and no one has been brave 
enough to interrupt. 

Symphony Hall: Boston’s Symphony Hall 
the first audltodwn intentlondly built to 
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conform to the principles of acoustics. Some 
people say sounds Hnger in hiddm nooks and 
crannies, rebounding and intensifying in these 
places. People whisper that Symphony Hall 
seems to hum wlth a quiet but powemd noise 
even when the symphony is not in concert. 

These two cemeteries are the resting places of 
the bodles of h e n s  of famous Bo&Auu, 
including Paul Revere, victims of the Boston Mas- 
sacre, Samuel Adam, and John Hancock Natu- 
rally, these two places are important gatharing 
points for spirits and other supernatural manifes- 
tations. Though the people of Boston are not 
super8tiUous by n e ,  something makes them 
instinctively avoid these places aRer dark. 

Beecon HW Beacon Hill, designed in part by 
Charles Bulfinch, is one of the poshest areas of 
Boston. Here, Charles Witherspoon makes his 
home, and here the other well-to-do of Boston 
look down their noses at the rest of the city. 

Bunker H11k The granite obelisk that stands 
h e z e a c t u a U y c ~ a t e s a  battlelorrghton 
nearby Bned's W. Qn thls site, the Yankee miU- 
tbRrrtpmved Its me& againstthe BWshregu- 
lam in the Revoiutlon. Though the battle was 4- 
matdy bst. the order d a t e d  W I t h t M .  da- 
mhh-"don't rhoot 'tii you see thehadtheir  
eyes!"- has become part of Amefkan 6dkkra. 
Having ken a &mly mntestd pkce dhm& 
the hill has Its &re cif ghas&. Every third N1 
moon, the bsttle of Bunker Hi11 is reenacbcd by a 
ghostly troupe. The sllenrr dthe guns makes 
theeffect ail the more ee&. Yet more than one 
invest@tm Into CNS phenomenon has found 
those shostly bullQ to be all too real. 

open- wi#h a Mtocy 9 b own. Fmmttaear- 
IiestdqsdBcsttn, the Common waa set& 

okl Qlanarycnd Copp'r )Hit Burying cilwnds 

Bo6tuflCoewon:ThrrCommonisabrge 

aa pubtlc psraur. -, hthcmonthsjwtprbt 
t o t h 3 R e v d u t k n , ~ * M w w a d r c d ~  
QakdhEretocowthekdrcrhlata~hirtay 
hasahown, wwnsentldy 
m racedlt m0rl)rS. several 

lent an aura of the eeriecII( 

area, and few come here aRer dark. If the PCs 
come to this area aRer nightfall, they mlght find 
themselves fachg ghostly setttm., spactml 
British soldiers, or any number of c b r  ghosts. 

W o o d e n ~ c V a ~ ~ t a d d a " u c l s  
Iamched on October 21,1797. She fht saw 

during the banbardmaad Trpdi. 7hc rhp 
achieved her grmtestdhthabn during the ward. 
1812, when BritMcanmnbabbounceddfher 
oaken sides. Never beat@n dnevarbcadad, &e 
is nawberthedatthe charlestamdaB,lblsil 
monument to a harbkd peat, The ddp'.rem- 
t i o n s n d ~ w y I n o t b e a d r l c v e d f a a o c h a  
40years .Herdecksst iUhddthe~oft tr  
men who served and dkd .bosrd ha. &ec&d%re 
* F - h e r ~ - s - w w - l m 4 *  
sasdsofcafinon&bwntha~rvorkt 

Boston Ha* LastadontheIlG&wstdde 
of the city, Boston's deepwater hsrbor made her 
one of the colonies' prime trading citks. t is also 

U.8.8. con&hth 4&w-Ythe- 

action in an rndaclared ~ r a r  with F- h 1803 

1 th t locdonof ths  

' tasSh1psoftheEa 
dumped the cargo 
b X W 6 @ d ~ s h P  
,ytmately led to the wir. other 

rmfiw&oecurmce in Faneuu Hail, aarwilru 
kurdk d foaepsh the anptv 

~~dorlngofthdtopAl 
phsrbmmathothm 

Mdtharhosrar 



Mot Overview 
hapter One describes several means by 
which the characters can be drawn into e this adventure. Regardless of how they 

become tangled in this web, they eventually 
witness a savage murder. As witnesses, they are 
soon stalked by the killer. 

The PCs must then investigate their leads, all 
the while avoiding the killer. Clues will take 
them through the slums of Boston and the 
richest parts of the city. Eventually, they will 
discover Charles Witherspoon, a physician who 
has recently emigrated from London. The PCs 
will learn that he opened a clinic in Whitechapei 
just before the Ripper murders began, and that 
his newest clinic was established shortly before 
the new series of murders began. All of the dead 
women were his patients, but the good doctor 
has ironclad alibis for every night of the 
murders. 

immediateiy aRer the PCs leave the doctor's 
home, they are set upon by one of his neighbors 
returning home aRer a night of carousing. The 
fellow attacks with seemingly mindless fury, and 
the PCs are forced to defend themselves. If the 
PCs kill the man, they are taken Into custody by 
the police; if the PCs knock the man out, they 
may see a faint mist leave the body and seep 
through a window of Charles's house. 

The foliowing night, Jeanne Witherspoon 
seeks out the PCs to silence them permanently. 
Her unwilling servant attacks relentlessly, his 
fury increaslng if the PCs seek out Charles 
Witherspoon. Eventually, when the PCs reach 
his house, they must confront the spirit of 
Jeanne and lay her to rest. Whether they arrive 
during the day or night, Jeanne Is in her lair 
and ready to confront those who would destroy 
her spirit. One way or another, the adventure 
ends there. 

of Boston. It isn't quite London, but when the 
fog rolls in from the Atlantic and the murders 
begin, one might hardly know the difference. 

With that said, welcome to the misty streeta 
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selves. The went mudsn 
ham the police balflad. and the Pcs, bec q,pf  

may be Invited to assist in the investigeti&. 
The PCs mi@ ah0 becomeinterested h 

case by leading the nsupaper. ~ . b r n e t a ?  
SW discover M WMa buried in the mi 
ofthe paper (In an ettewt to 
Theartldtrrt&x 

their interest in things bizarre and mac J. 

1 The article makes ne menUon of tt.- 
exceptional gore of the killings, nor  of the 
method used to kill the women. This lead will 
allow characters with the Journalist kit to follow 
the case, perhaps ass@ed by a n  editor to 
cover the story. 

A mystic PC might suspect heavy activity In 
supernatural Boston. No mystic is likely to turn 
down an enticing lure like thbl 

An adept, especially a member of a qabal, 
might be assigned to this case by his s u p c h  

the Red Death. As a result d w c h  an 
assignment, the chamctec will know the k k s  
of the story: that mu- of cntcptiassl 
savagery have bean committed in BoQtM, and 
that no two victims seem to have been whd by 
the same person, In spited dmllaritb among 
the killings. The ohly known facts In the case 
are that the "frail slatem" are being sat upon, 
one at a time, by the homdess and i w a t  
the area, and that in all cases, the suppsed 
killer has been found dead a few pacas hwn tha 
VMlm. 

to investigate thii supeckd mad&&mn . d  

I late evening. 
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Despite the fog, the PCs can determine the 
directlon of the sounds. They seem to odginate 
beneath the spreading branches of an oak tree 
some 70 feet away. Shadows pool more darkly 
under the tree, and the mwnUght does not 
paratrclte here. If the PCs N& to the site, read 

a cleaver. In the 

The creature b JcaMc, who ku takm 
control of a hornelem man. She altacks the PC 
who appears to be the mart powerful, 
mhrdlessly slashing with her Mfe. Because of 
the darkness, the PCs make all melee attack 
rolls wkh a -2 penalty. Missile attacks and 
gunflm are made with a -4 penalty, ond will 
attract the unfriendly attentions of the police 
who are even now responding to the scream. 

Jeanne-Dominated Tnmp (1): Int Very (12); 
AC 10; MV 9 HD 5+5; hp 35; THACO 15; 
#AT 3/2; Dmg ld4+1; SA Knives; SZM (63; 
ML 14 AL C E  X P  270. 

If the tramp suffers any wound, Jeanne 
discovers that, in addition to domlnatlng the 
bodies, she also feels their pain. At the 
beginning of the next round, she abandons the 
tramp. The 1Ight Immediately dks from his 
eyes, a low moon of suprise escapes hls Ilps, 
and he falls to the ground and dles. The faint 
mist that Is Jeanne’s spirit vanishes Into the fog. 
Any character who succeeds a W W o m  check 
with a -6 penalty may spy Jeanne’s essence 
pouring from the man’s mouth. Otherwise, the 
PCs see their attacker suddenly slump to the 

ground, hls eyes rolling back in hls head. 
Slnce this ls the first time she has ever baaa 

challenged, ;fssnne does not try to counter the 

damage if the character does not res& a 
maximum of 2d6 points otherwlse). This 
incident is likely to negatively influence the 
police. After all, the police think they have 
caught a murdmnx (OT pehps  a bend of then), 
and they will not be genik. 

wUI be taken to a poke atatktrior quertkning. 
So- &andlng aver abody Is aKkely 
perpetrata, but cooperatkm with the pdke wttl 
earn the P O  easier treatment. 

Fhre rounds after tha police arrive, Detacuve 
Sergeant David ONelll arrives tokake chwge., If 
the P O  am khavsrg (and d Bybrsteaseepe 
or tamper with evidmce), he asseses the scene 
ata glance, his eyes ilngedng a moment on the 
body ofthe tramp and the ~ w o m s n .  
Then he begins quecltbning the X e ,  taking 
copious notes oftheii t a w y  

If the PCS linger at the murder rcene, they 

O’Neill invites the PCs back to the stlltkn to 
discuss the crime In more detail. Thh is not so 
much an invitatkm as a poWe -.as the 
PCs will find outrhwktthry decl i ih i s  request, 

1 
I 
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Iiapter I: 
IN THE MISTS 

-DO, since none of you are obviously 
I hope I can trust you. You're the 

I live witnesses we have to any of these 

O'Neill waits until everyone agrees. 
iood. There've been several brutal 

ionths. It hasn't been 
e're trying to keep thi 

here's an eerie similarity between our 
llings and the London murders. Ail the 

lctims have been ladies of a lower class, 

like they've been done by the same persc 
Trouble is, there's always another body 

utching the murder weapon. 
"Unfortunately, we can't question the 

alleged klllers. They're always found dead 
the site of the murders-always a vagrant 

wered in blood, clutching the murder 
..eapon, and always stone cold dead. We 
haven't gotten wind of a conspiracy among 
+he clty's bums to kill the prostltutes; the 

to generally seem to get along. But facts 
'e facts. These drlfters are killing the 
omen, and always In exactly the same 

rashlon. They never use a gun or a club c- 
broken bottle-it's always some kind of 
knife. 

wn ideas about where to 

O'Nelll H.tw to the PCs, as 

such nonsense. 

part, the detective says, "I ha 
promising W,gq buLl got 

After any rurrhap speculation 

see anytMng aut dthe  d n a  
once." 

with that, Detective ONSill releQao8 thbpca. 
He doasn't abandon them howrmr, h. Mnd.r 
pair ordcbcakrar after them tomake M h t b  
informed ofthe FCd actbnsm&mty. if .ayorw 
attacks the Ea, the dalactlves amordwcdto 
merely watah udauit thst ?he 
characters can't handle the Rght. If a fI& QOQI 
badly, the DM may send in the datcctivsr PD 
rescuethePCs.#tkDMdoern'twlshto 
provlde this intervention. he can make an 
excuse far Ihe detectives' whemabwts. 

Detectha (2): kt High (13); AC 9; MV 12; 
Tradesmen 2; HD 2; hp 10,Q THACO a0; 
#AT 3/1 (Rapld fire); Dmg 2-1; Si! M (67; 
ML 12 (Steady); XP 65 e&% AL LN. 

The detectives also watch to ensure that tht 
PCs do nc4 becoma in&& in anythhg ilkgal. 
Since the chuactera are already undw 
suspicion of murder, tbe daecthnr are under 
orden to king Lhem in if thy commit any act 
Outs*tho bolmdsofthe k. 

invartigstlon. kely beglnnbrgintherkrnrof 
Boston. #thy bQoh elsdmre, thewean 

T b P C S ~ ~ ~ t b S h  

steer UHm in that dinction t h M  a ohsnca 
encountwwitha vagrant-- the 
sauth End. An offbwd remark f?em theman 
might convince the PCs he know5 sonw4Mg. 

IIX , 

L 
i 
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n this section, the PCs 
should begin looking for 
clues in the South End. If 
the characters begin their 
investigation elsewhere, 
they should be steered this 
way by those they 
question. 

The killings have 
attracted the attentlon of 
those who knew the 
victims; the police have 
been all over, looking for 
clues. Little has appeared 
in the papers about the . .  

killings. This is cause for some concern among 
the denizens of the poorer areas of the city who 
know of the murders. They consider this proof 
that people in the rest of the city do not care 
about their plight. The mood among residents 
of the South End is ugly toward those who 
have a better life, and, though eager to have 
the killer captured, they are not happy to 
cooperate with the police who seem to be so 
useless. 

If the PCs take their time investigating or 
spending the day in other pursuits, Jeanne 
seeks them out immediately after nightfall. 
This may seriously hamper the PCs' efforts; if 
they do not travel during the daytime (before 
the fog rolls in and twilight arrives), they may 
have a hard time finding anyone willing to talk 
to them. 

The investigation proves fruitless at first. 
Many residents know nothing of the deaths. If 
the characters approach factory workers or 
other more honorable citizens, they receive no 
answers, for these folk do not associate with 
the criminal element or the vagabonds. All 
these folk know is that they are harassed daily 
by the police, and that the area is fairly 
crawling with cops. These people know 
nothing, but gossip is flying among them. At 
last, one of them suggests a local bookie as  a 
good starting point. 

WO&LD 

1111.. 

moke-filled establishment. T6e c o a m  
xiividuals seated around the table in the 
enter of the room look at you askance, 
reighing your fighting capabilities. 

muttered cornment frM one 

Arnold Jenkins: Int Low (7); AC 8 MV 12; 
Soidler 2 (Sailor); hp 16; THACO 19; #AT 3/1 
(rapid fire with navy pistol) or 2/1 (fists); 
Dmg 2d6 -1 or ld2t2; SZ M (6'4"); 
ML Average (IO); AL NE: XP 120. 
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If the PCs do nothing, Jenkins punches the 
largest character wlthout provocation. That 
character can then fight Jenkins without 
inciting the rest of the crowd into battle. 
Jenkins uses his gun only if a PC pulls a gun. If 
a PC gets his gun out before Jenklns can react, 
the whole bar falls silent, and Jenkins 
surrenders. When the characters leave, they 
had best be looklng over their shoulders to 
make sure no one comes after them-for this 
breach of etiquette, the patrons of the bar are 
willing to kill. 

If other characters join the fight, the whole 
establishment bursts into a small riot. Too many 
people are in the bar for the PCs to take on by 
themselves. Before any PC engages in combat, 
however, he or she should be allowed a Wlsdorn 
check with a +4 bonus to notice that the other 
patrons of the shop are tensed and ready to 
leap into the fray. If an all-out melee ensues, 
only the arrival of the poiice In 20 rounds 
breaks It up. 

Patrons (20): Int Average (8); AC 10; MV 12; 
Tradesman 2 (Laborer); hp 9 each; THACO 20; 
#AT 2/1 (flsts or knives); Dmg I d 2  or ld4; 
SZM(5‘10”);MLAverage (10);XP35each; 
AL CN. 

If the rest of the PCs watch the brawl between 
Jenkins and the chosen character, no one else 
intervenes. If Jenkins wins, he splts on the fallen 
PC and kicks him once after he’s down. He then 
growls at the rest of the party, “Any of you 
milksops wanna piece 0’ me?” If anyone cares 
to, Jenklns Wlll flght him or her as  well. 
Otherwise, the brute heaves the unconscious PC 
out into the street and motions for the rest of the 
party to accompany their companlon. 

If the PC wins the flght, the rest of the patrons 
turn studlously back to whatever was occupying 
their t imeddnk,  dice, cards, or battlng forms. 
They ignore the PCs unless spoken to, and none 
of them checks the state of the unconsclous 
Amold Jenkins. 



Behind the bar stands a Dortlv man in a red- 
L 

If asked about the murders, Harvey clams up. A 
"gift" of two dollars or more will loosen his tongue, 
but he avoids speaking loudly, fearing that he will 
draw the attention of the killer. He leMs across 
the counter to whisper some infohnation. 

i 
. ,  ~. 

Harvey'has no other information, regardless of 
persuasion by the PCs. If they wish to place 
bets, they can bet on horse or dog races, or on 
illegal sporting matches. The odds are all 
dramatlcally In favor of the house, and all of 
the games of chance here are rigged. The PCs 
have only a 10% chance of winning at anything, 
but if they do, they rake In Id20 times their 
original bet1 

The D a h  S i i  of Bostm 

he area in which Stella piles her trade is 
extremely run down. Not all the residents T are bums: many stay here because they 

cannot afford to live lomeplace better. The area 

bath In days. When asked about the mur I 
ders, he replies, "It's the government, my 
brothers. The capitalistic pigs seek to 
oppress the proletariat by setting them 
against each other. Arise, my brothers1 F'-'-* 
the petty bourgeois swlnel" 

bandy-legged factory worker with 



Local residents will soon determine that the PCs 
are takhg the murders suiously. In a short 
time, a crowd will gather, with each person 
shouting an oplnlon. There is a 50% chance that 
someone near the PCs will try to pick a 
character's pocket. The pickpocket has a 60% 
chance of success. 

If the PCs ask about the woman named 
Stella, most residents shake their heads or 
shrug their shoulders. A distinct difference 
exists between the folk who go about their lives 
in the sunllght and those who wait to come out 
until after dark. Flnally, though, a tattered young 
msn polnts out a tavern where he thinks he has 
seen Stella. 

if the PCs linger into the evenlng, as the sun 
sinks, a thkk fog pours in from the Atlantic, 
blanketlng the area in a swirling white shroud. 
Any residents who are still on the street look 
around nervously, then disappear into their 
homes. Obviously, they are uncomfortable with 

the fog and the evening, and, if asked, will 
expi& that few folks linger after dark, now that 
I murderer stalks the night. 

As a lamplighter makes his way down the 
street and the lights flare to life, a woman in a 
Mlly gown emerges from a tenement and 
pauses under a streetlamp. The PCs can guess 
that she is Stella. She Ilngers, taking ln the 
evening scene, then strolls aimlessly down the 
street. If the PCs do not approach her within 1 d4 
minutes, she is approached by a man who Is 
obviously hunk. After a brief whispered 
consultation, the two head off into the f q .  
Moments later, a piercing shriek rips through 
the vel1 of night. Should the PCs investtgate, 
they witness a menactment of the seem trom 
the p v i o u s  night, except that this killer is 
stotrtar and lam in one leg. 

*youl' the fiawe hisses as it lungea at the 
PCs. The combat unfolds exactiy as It did on the 
Common, but this time, Jeanne's spirit rsmskrs 

I 
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infhflbodyuntitthmbwnWUcQTh 
detectkes traiUng the party arrive DOb&to be 
d hap. and thus remain hidden In the- mther 
thm meal their slowness. 

lf the PCs approach Stella Immedboet),w 
they see her, the entountsrwl(h the drunken 
man occurs later in the night. 

. .  

are curled around a derringer. She takes no 
chances when confronted by a group of 
people. She is even more wary in light of 
recent events, especially when she discovers 
that the PCs are looking for clues to the 
murders. She has information vital to the 
adventure (though if she is killed, one of her 
compatriots must convey this information). 
She is afraid that the PCs might be killers hired 
to make sure she does not spread her 
information. The party must convince her that 
they mean her no harm. 



Stella: Int Average (8); AC 10; MV 12 
Tradesman 1 (Laborer); hp 4: THACO 20; 
#AT 1 or 2/1 (fists): Dmg ld6 or ld2; Si! M 
(5’5”); ML Unsteady (7); XP 35; AL CN. 

If the PCs convince her that they do not have 
hostlle Intentions toward her (thls can be 
accompllshed by offering her at least $5), she 
relates the following in her thick Boston 
accent: 

ept In touch-like sisters, you know 

!m off. I heard he was from Miteehapel 

f shocked horror C~OBMS her features, and a 
lckle of Mood oozes from the comer af b- 

I 

This, again, is Jeanne, trying to c k n  up 9 
loose ends from the night before. ?%#a&* 
flghts until the body she uses weareW, 
laughing gleefully every time she OF- FGs 
score a hit. Even when she falls bekehc 
party, she laughs. The PCs may matte a 
Wisdom check with a 4 penalty to ndbail 
mist seeping from the mouth of thc b.dfpang 

Jeanne-Dominated ’Itamp (1): Int Very (12); 
AC 9; MV 12; HD 5+5; hp 35; THACO 15; 
#AT 3/2; Dmg 1-4+1; SA Knife; SZ M (57; 
ML 14; XP 270; AI -- i 

en after the tramp dms, YOU hear a faint, I 
cking laugh echoing on-the wind. It swirls 1 
und you, shifting dkectian several timc 

ughter suddenly takes on a differen 
r tone, then a budy man staggers out 

he lurches toward you. Suddenly, the 
is seized by an uncontrollable sh udd... 

U 

The wD may make a Wirdom check to see if 
they spor Jeanne’s vaporous form escaping 
from the man’s body. If the PCs check for a 
pulse, they find that the man has expired before 
their eyes. 

Jeanne bothers the PCs 110 more this night, 
having claimed her victim. She returns home to 
plot the downfall of those who d d  hunt her 
husband. The PCs have the rest of the night to 
plan their next move. If they go to thc clinic, 
they find H c l o d .  

I 



b\ he events in this chapter 
take place any time the 
PCs decide to pay a visit to 
the good doctor, or when 
they begin investigating 
the clues that point to him. 
Since they have no method 
of locating his home, the 
characters must seek out 
his practice. 

Dr. Witherspoon works 
at his Chinatown clinic in 
the mornings and moves to 
his more profitable Beacon 
Street office in the 

I 

afternoons. The Chinatown office Is easy to 
find; anyone on the streets can direct the party 
to it (the doctor has become well known 
because he works cheaply and is new in the 
area). Even with the mispronounced name 
given them by Stella, the PCs should locate 
Witherspoon's place easily. 

1_. 

If the PCs ask to see the doctor, the nurse 
informs them that the wait will be about two 
hours. Otherwise, they may make an 
appointment later in the week. 

The nurse can confirm that the doctor has 
recently moved from London and is a wldower. 
She will not give any information about his 
residence or the details of hls wife's death. 

I 

When the PCs eventually meet the doctor, 
Witherspoon comes out to greet them and 
ushers them Into his office. 

~, ~ 

1 , 
. .  , .  , ,~ .~ . , ,  , .  

ble occupies most of the floor spac 
mter of the offlce, and Dr. Witherap -_.. 
Il-top desk is against the back wall. He 

.,oks faintly worried at the number In you- 
party. but hides it well beneath his 
--ofesslonal face. When the conversation 

rns to the MIllngs In town, his face 
nardens. 

'I freely admit that I had a practict 
Whitechapel at the h e  of the Ripper 
murders, just as I have a practice here in 

Jms. I like to help the p o o r 4  find It 
atllying beyond the monetary 
nnpensstlon I receive In my regular 
actice. 
"It's true that I came here from England 

ter the murders. Would you like to know . 
iy  I I&? My beloved wife was the killer's 

... ial victim: her body was horribly mutilard 
I was constantly haunted by the brutality I 
her death, and left England to escape the 
memories. 

' 

, 

'I was investigated in connectJon with tr~r 
pper murders by a team from Scotland 
trd. They found absolutely nothing to 
crlmlnate me. I am horrified by the 

I 



Charles tums his chair to the wall and ignores the 
PCs until they leave. Unless the PCs can think 
quickly and gain his confidence, he will not even 
acknowledge their presence. H e  is of two minds 
regarding the whole Investlgation. On one hand, 
he is frightened that the killings have started 
again; on the other hand, he is afraid that the K s  
will uncover his underground connections and his 
thriving business as a fence for stolen goods. 

This leaves the PCs with two options: they 

can secretly follow Charles to his home, or they 
can try to force Charles to cooperate with 
them. However they decide to proceed, they 
must do so cautiously, for the doctor is a 
wealthy man, and this translates to power in 
certain areas of Boston. if the PCs anger him 
unduly, they could find themselves in serious 
trouble with the law. 

if the PCs choose to secretly observe Wither- 
spoon's office. they hear evidence of his criminal 
activities when his last patient of the day arrives. 
She is a woman of obviously low repute, and 
seems to be in a hurry. The nurse greets her 
stiffly, then ushers her into the doctor's office. 
After a modicum of normal dmtor/patlent inter- 
action, the PCs overhear the following. 

~e a 



If the PCs catch up to the woman and question 
her about the affair, she denies everything. 
Depending on the PCs' methods of persuasion, 
she may confess that she steals from her clients 
to sell goods to the doctor. She is uncertain 
where he sells them, but suspects that he reaps 
a healthy profit. 

At some point that the DM deems 
appropriate, the PCs are confronted outside 
Witherspoon's clinic by a short, attractive 
woman of middle age. She Introduces herself 
as  Theresa O'Neill, the sister of Detective 
ONeill. She asks, 'Can we talk m e p l a c e  
private?" She gives a slgniflcant glance at the 
doctor's &ce. If the PCs agree to meet with 
Theresa, she guides them to a ma l l  cafe on 
Tremont Street, close to the Common. She 
doesn't speak at all on the way: she seems 
remarkably tense. 

Once at the cafe, she relaxes a little. She 
says, 'I overheard my brother, David, talking 
about these murders. He mentioned that you 
were involved in the Investlgation. I don't want 
to seem like a crackpot, but I believe you have 
had some experiences with the killer that are 
not, shall we say, completely natural?" 

If the party does not seem interested in 
verifying this information, she apologhes for 
wasting their time and r1SeS to leave. If the Pcs 
do confirm her speculations, Theresa 
continues. 

She waits for the party to confirm her words. 

. .  
She waits to gauge your reaction. 'I do not 
impart this iniormatlon casually; most people 
would haul me away to an asy im for thc 
mere mention of It. But few people have the 
ift to take advantage of this supernatural 

ource. 1 hope you don't consider this iaugh- 
e-I assure you that I am deadly serious. 

m convinced that Charles Wlthmpoon is 
ehow connected to the murdera, despite 
rotestations of Innocence. But I'm ab0 

>t convinced that he Is the murderer. I urge 
)u to go to his house and speak with him 
rther on the matter. As long as you do not 

x u s e  him or Infer that he has something to 
2 o with the killings, you might be able to 
'arn something from him. I would accom- 

my you, but I'm afraid my brother wouldn't 

I 

prove of me meddling in his lnv-. 
ou need to reach me. you may contact my 

__ ._ 
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Like most doctors of his day, Charles 
WLthcrSpoan operates his pcMuce out of his 
home. After the c e  'on at his Chinatown 
cllnk, the party would be wl8e to wait untll 
evening to visit him. 

before 600 PA., they are met by his butler, 
James, who pditely Moms the group that the 
master Is seeing no more patients today and b 
cumUy having hls supper. J a w  advises the 
PCs that the master wUI be avallatk for soda1 
cdlers after 7:30 P.M. He invites tha PCs to 
r e h m  then. If the PCs arrive after 7:30. James 
invites them in and leaves to announce them. 

If the PCs go to witherspoon's home anytime 

I 
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Chapter 111: 

I f i  \IISIT TO THE DOCTOl( 

irtralt is an elaborate 

Witherspoon readily a Q n b  that this room is a 
small shrine to the memory of his wife, and that 
the urn indeed contalns her ashes. He says that 
he has considered scattering her ashes, but he 
doesn't think ha could part with her physical 
rernains--they are all he has I& of her. 

Witherspoon decides to tell the PCs 
everything he knows about the murders. This 
isn't much, despite their px lmi ty  to him. He 
has did alibis for every event; James can 
confkm these. "Of course," Witherspoon says, 
"James's testimony is likely to be suspect, since 
I have employed him for the past nine years." 
Witherspoon was at home reading and studying 
on most nights of the murders; during two of the 
events, he was working late at the Chinatown 
clinic and James took supper to him there. 
Some of his patiMts con verify his rhensboutl, 
~ ~ ~ t t u t k d a y c d b t a b l C h i n a t o w n .  
-win answer any ofthe Pcs' 
quarliwa regazding the murdered women, in 
the of discovering srnne connection 
baLmmthem. 

If asked, the doctor relates the story of 
Jeanne's murder, but finishes in tears. He 
excuses himself from the mom for a moment, 
and James takes the opportunity to speak his 

do hate to Speak iii ot me dead, but a m  
,man was one of the cruelest creatures I 

Charles Wltharapoon turns out to be a 
friendly and &ngaging fellow, but his eyes 
keep lingering on the portrait above the 
mantle. When the FCs take their Iwve, 
Witherspoon sees them out personally, and 
urges them to bring him news of any 
developments. 

house, they ere assaulted by a body 
controlled by ths loathsome Jtsnm. This 
time, she dominates a local banker returning 
from a full day at  the office. He had stopped 
off at his gentlemen's club for a relaxing 
drink before returning home, never dreaming 
that this would lead to an event that might 
well spell his doom. 

Shortly after the PCs leave W i t k m p m ' s  

m!nd on Jeanne. 

. .., -.-rs seem e,,,,.ally t..,... .Y.l.,).,L I 

qou step from Charles Witherspoon's 
4-appoin ted  house and breathe deeply 

the night air. The crisp, clear night Is 
nothing like the fog-bound, murder-filled 
nlghts of the past few days. The cool 

ieze from the ocean Is almast enough to 
ike you forget the horrors of the past fe 
V. 
The streets are nearly deserted. Down 
I hill, you see a man walking toward you. 
J hear a strangled grunt from the man 
d he stumbles. but recovers in time to 
?p from being pltched to the sldewdk. 
lking unsteedlly, he  continues up the hi 
vard you. 
4s he draws closer, you see that he is  

-.-%sed in expensive clothing. and has 
been eating a little too heartily lately. His 
round face Is framed by muttonchops, 
though his Ilp and chln are clean-shaven. 
He walks with his head down, and his top 
hat sits askew. Just as he reaches you. he 
looks up wlth eyes glowing yellow, pulls a 
pocketknife from his trousers, and with a 
grunt, attempts to drive it into the nearest 

1. 
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Bernard Thomas (Jeanne-Domlnated): Int Very 
(12); AC 10; MV 12; HD 5 + 5  hp 24; THACO 
15; #AT 312; Dmg 14+1;  SA Knife; SZ M 
(5’9’9: ML 14; XP 270; AL CE, 

lf the PCs kill thk cltlren, they will be taken into 
custody by the police almost immediately. 
Even if they plead self-defense, the murder of a 
wealthy citizen is not something the police will 
take lightly. While the police can release the 
PCs despite their presence at the deaths of 
vagrants, they cannot justify anything other 
that locking up the suspects in this murder. The 
Beacon Hill families are far too powerful and 
influential to allow anything else. However, after 
a night in jail and many consultations with the 
detectives who tailed the PCs, their innocence 
will be established and the characters will be 
released. 

unconsclous, he does not press charges 
lf the PCs merelg render the m n  

when he awakens. Indeed, the PCs will have 
earned themselves a bemefactor, for a- 
the man does not believe in the supemaftBca, 
he remembers the feeling of losing contrd of 
his body and the invasion of a strange 
presence. Whether due to the gln he 
consumed or something else inexplksble, he 
realizes that without the intervention of the 
PCs, he might have committed something far 
worse than eating and drinking too much, 
and may have been killed in the commisdon 
of those crimes. 

Regardless of the method used to drive 
Jeanne’s spirit from & m a d s  body, PCs may 
make a Wisdom check to see if they spot the 
mist that curls Forth from the supine form of 
Bernard Thomas. The mist drifts directly toward 
Witherspoon’s house. If the PCs chase her Into 
the house, the Rnai encounter can begin; 
otherwise, the flnal encounter mav take dsce 

any time the DM deshs.  



he events in this 
chapter can occur 
any time the PCs 
feel ready to 
confront Jeanne In 
her lair, or anytime 
the DM wishes to 
throw them Into this 
encounter. 

The PCs should 
be able to 
determine that the 
killer is actually the 
ghost of Dr. 
Witherspoon’s wife. 

They have had several inconclusive 
confrontations with her. For every day that the 
PCs delay the final confrontation, Jeanne kills 
another two people-a chosen victim for the 
night, and the body she uses to perform the 
deed. By this point, her evil and her jealousy 
have combined to make her an insane killer, 
choosing victims with only one criterion: they 
must be women. The longer the PCs wait, the 
more people will die, and Boston will edge 
closer and closer toward slipping into terrified 
hysteria. 

If this situation is not enough to push the 
PCs into action, a female member of the party 
or a female acquaintance may be targeted. 
Eventually, Jeanne may not even care about 
the sex of her vlctims. She will wish only to 
punish the PCs for their involvement in the 
case. Relatives, friends, and perhaps even 
Detective ONeill or his sister may all fall prey 
to knife-wielding vagrants. If events go this far, 
the characters should certainly be able to 
figure out that the vagrants are controlled by 
the same entity. The pattern of the killings 
should also tell the PCs that this is a message 
aimed at them. 

if Theresa ONeill is consulted by the party, 
she urges them to confront “the restless spirit” 
in order to stop the killings. Although she would 
like to be involved in laying the spirit to rest, 

she must move cautiously to avoid tmading on 
her brother’s investigation. She will help the PCs 
formulate a plan if they ask for her assiatance, 
but she docs not volunteer her services. 

Once the PCs make the decislonta storm the 
ghost’s lair and they begin their jounrey toward 
the doctor’s home, they are assaulted by pcoph 
dominated by Jeanne, one at a time, In an 
endless flood. Of course, if the PCs approach 
during the daytime, Jeanne cannot leave her 
lair, but she sensell the approach of the party 
and is ready for them. 

Jeanne-Domhsated People (Up to 20): 
Int Very (12); AC 9 MV 12; HD 5+5 hp 10 
each; THACO 15; #AT 3f2; Dmg 1-4+1; 
SA Knife; SZ M (5’); ML 14; XP 270 AL CE. 

When the PCs arrive at the doctor’s home, they 
discover the f d l o w i  scene. 

1 

If the PCs enter Fhe sitting room, Jeanne attacks 
them immediately. &csuse nothing can be 
heard overthe noise of the wind, characters in 
the room cmmt communicate with one another 
by n m d  speech. Any verbal communication 
must take pkm cu(aide the room. 

If snyanc mowr W a r d  her &ea Junne 
turns her full fwy p) that person, ka 
vulnerablSr0ar)lcr . She la3Ouribtit the 
ash- me her link te 
them with all her paadon. 

If 

Id. and she defends 

&- -I  
d 
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Should the FCs retreat from her fury, Jeanne 
will do her best to make sure the characters die 
before they can threaten her again. While she 
dominates a body outside her lair, she 
immediately knows if someone threatens her 
ashes, and can return home in mere seconds to 
deknd them. Thus, a scheme to bait her from 
her lair probably will be only partially 
successful. 

There are two ways to ensure Jeanne's 
death, The first is to scatter her ashes, thus 
destroying her physical anchor (see Jeanne's 
description at the end of this booklet). The 
second is to kill Charles Witherspoon. This 
removes her sole reason for existence; once she 
quiets from her murderous rage and discovers 
Charles's death, she will lose all the jealousy 
that was pent up within her spirit. She will 
dissipate with a moan of despair. However, the 
possibility exists that his murder will cause 
Charles to rise from the dead to seek out his 
killers and exact revenge. 

1 

! 

t 

Upon Jeanne's death, any items she converted 
into knives revert to thelr original forms, Any 
character with a knife stuck in his body dgb t  
suddenly find himrclf studded with n teacup, 
porcelain flgure, or other b r k - a - b  from the 
sitting room. 

If Dr. Withcnpoon also perishes, the @am 
should remember that In Vktorinn SOCiaty, their 
characters wH1 very llkdy be wrested for 
burglary as  well w murder if the orwp decides 
to plunder Withempoon's mansion. 

Note that if the PCs merely Faducc Jeanne's 
hit pointsto zero and do not scatter ka eshes, 
she plays along as dcrlcribed st the end of this 
booklet. She lays low for a few days, then 
begins to hunt the PCs IndividueMK hoping that 
they have relaxed their guard. Only If thay 
scatter her ashes can they be sure tha she Is 
truly laid to rest. 



This section describes the NPCs in the 
adventure. The main villain, Jeanne 
Witherspoon, Is described at the end of this 
booklet. 

5th-level Tradesman (Physician) 

S tnngth  10 A L : N  
Dexterity: 15 AC 9 
Conattutlon: 8 hp: 25 
InteiUgmce: 17 #AT 1 
wisdom: 13 THACO 19 
Charisma: 13 Dmg: by weapon 
MV 12 

Weapon Profklcncks: Knife (x2), breech- 

Nonwcclpon Mckncks: Medicine, chemistry, 
loading rifle, shotgun 

zoo log^, Botany 

Description: Charles Witherspoon is the center 
of this maelstrom, though he is not fully aware 
of it. He knows that the violence that so dogged 
him In London seems to have followed him to 
the Unlted States. He is convinced that this Is a 
coincidence: the alternative (to his rational 
mind), is that someone is actively seeking to 
discredit or destroy him, and this thought is too 
awful for him to consider. The idea that his wife 
could be behind the murden has never crossed 
his mind. 

Witherspoon stands 5'10" and has receding 
red hair and alert green eyes. His florid com- 
plexion, combined with his slight brogue, have 
allowed him to flt in easily in Irish-danhated 
Boston. He is cultured and well-mannered, 
never raising hls voice unless extmmdy 
angered. He has a taa for the finer hhgs in 
life, a habit he aqquirrd from his psrriaS during 
his childhood in the English -. 

Many have wondered et his wiilhgness and 
even eagerness to treat the hd@at as d l l y  
as those able to pay for his services. Hi 

motives are not, as some have a a s d ,  p l rdy  
altruistic. Neither, as  his wife suspected, does 
he desire iliidt pleasures. In fact, he simply runs 
a small fencing operation, liquidsting 
merchandise stolen by the poor and selllng it to 
wealthy criminals. H e  does this partly for the 
profit, and partly for the sense d adventure it 
provides him. His criminal friends in London 
provided his new house in Boston, but C h h  
is beginning to think thet they are now killing 
his clients as  a warning to him not to interfer- 
with their interests. 

2nd-level Tradesman 
(DetectivtBoston Poke  Department) 

stlength: 14 AL. LO 
Dexterity: 15 A C  9 
ConatltUtutloR: 8 hp: 10 
Intetllgence: 15 #AT 1 
wlndonx 12 m c o  20 
Ch- 12 Dmg: by weapon 
MV 12 

Weapon hottdsndss: Army pistol (d), navy 

Nonweapon Profkkncies: Criminology, 
pistol 

Chemistry, Marksmanship, Pugilism 



Description: David O'Nelll is the detcctive 
assigned to the mystery Into which the PCs are 
drawn. He is one of the few individuah who sees 
a pattern in the killings, although he is as yet 
unable to flgure out how dead people are able to 
collude with one another. He is a supremely 
rational man, with a logical mlnd that would 
make Sheriock Holmes proud. However, like the 
great detective, O'Neili c a m  accept the 
supernatural as  an explanation for anything. His 
pet theory is that the killer is actually a 
mesmerist who hypnotlres the tramps into 
killing the unfortunate women. 

He is a purely average-lodtig man, able to 
blend into any crowd. He favors neutral-colored 
clothing, and his suits are usually rumpled. He 
smokes a horn plpe that his sister Theresa 
carved for him. He has no idea that the pipe is 
inscrlbed with runes that provide a minor a m  of 
pmtectlon from euil In a 5-foot radius. Though the 
runes are not strong enough to keep evil crea- 
tures entirely at bay, they are strong enough to 
cause such creatures to attack with a -2 penally. 

David is willing to use the PCs to track the 
killer, but his conscience twinges at the thought 
of using civilians. He'ii provide the best 
protection he can for them whlle keeplng in the 
background, if at all possible. 

The= ~.O'&ill 
3rd-level Adept (Babalist-The Circle) 

' 

Strength 8 AL: LO 
Dexterity: 10 A C  10 
Constltutlon: 12 hp: 10 
Intelligence: 15 WAR 1 
Wisdom: 13 THAm20 
Charlsma: 14 Dmg: by weapon 
MV 9 

Weapon Proflcbndu: Demhgar, pocket knife 
Nonweapon Pdckn&s SpelkmR, Splrltcrah, 

Ancient Rellglon, Forbklden b e ,  History 
Spells: Cantrip, detect magic, read mgic 

Descrlptlon: Theresa is Detective David 
O'Neiil's older sister. She is me d the losf 
survivlng members of the qabd known as tha 
Circle. Although I t s  influence was almost 
entirely destroyed during the Salem wltch hunts, 
the Circle's members are still acthn vlithln Nclw 
England, carefully tracking the rise of the 
influence of the Red Dcsth. 

the same time that Wirtrerspoon arrlved lmm 
England. Somehow, Theresa sensed the evtt 
that reached the Amerlran shores at thst tlRlc. 
and came to try to learn about It and phpg&t it. 
She has not yet located the source of the d 
that nudges her senses, but is certain that it b 
somewhere in the Beacon Hill area. 

She is currently staylng with her brother at 
his home in Back Bay. She wdksttrrrtsa& 
and alleys of Beacon Hill durbql thsdag, hoping 
to sense or witness anything- mlgtpohb 
her toward the evil presence. She b beghlng 
to get a feeling that the Rlpper-style murderer 
and the evil she MllMd are onandthaumr, 
but she has no clue that this m u m  b a 
ghost. If the DM desires and the PCs invite her, 
she wlll aid the party In the& quest. l h b M  
must determine the lwei  of her Involveme& 

eyes anddark kown hair.She h *and 

Theresa was drawn to Boston in 1889-about 

Theresa is quktly attractive, wlth soft bLck 

pmper, - 
1 -p'F&=dz 

society. she 
not want to drawany 

Unduc-tO 
herdfortheqabmlshe 

fepments. 
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Boston 
Unique 
Soiitary 
Nocturnal 
Special 
Very (12) 
Nil 
Chaotic evil 

1 
3/See below 
FI 15 (A) 
5+5 (35 hp) 
15 
312 
1-4+1 
See below 
See below 
Nil 
M (51 
Elite (14) 
2,000 

The cities of London and Boston have much in 
common, and they have something new to share: 
they have both felt the sting of the killer known as 
Jack the Ripper. 

deranged man, but the jealous Jeanne 
Witherspoon seeking to remove possible rivals for 
her husband's affections. The murders were 
designed to drive away those who would trifle with 
her husband; she never intended to terrify the 
populace with the seemingly pointless murders. 
When she died, her spirit lived on, anchored to her 
ashes. Her husband carrkd these a s k o  to 
America. 

in reality, Jack the Ripper was not some 

In her spirit form, Jaanne appesn to be a wisp of 
mist, a sk?xbr bit of fog cut from the ItigM. on 
closer ohmvation, the Q appeua to wseas the 
features of a once-bewUPd m n .  wkm 
encounterad on foggy nights, obremrs must make 
a succe& Wisdom deck with a 4 penalty to see 
her. Evan on dear nlght5, an unmodlldad Wisdom 
check must bemade to norice her. 

Combat: Jeanne's primary weapon b her ability to 
dominate individuals of ksser spirit; she may enter 

a body and use it to carry out her wddhg. 
Although she is becoming ever more expdmced 
in dominating such bodies, she d l  k difficulty 
controlling them with the seme kVa of a i l  that 
the owner might. Thus. any body she controls 
moves unsteadily. Since most dah bodks she 
borrows belong to drunks and trunps-hcW&& 
already perceived as s t u m b l ~  Wsahe abnost 
never attracts notlce while inrldc them. 

Jeanne requires one round to enter a body and 
one round to establish control. She can eccamplish 
this feat onlg in individuals having Wisdom scores 
of 8 or less. The owner of the body Is dowed 6 
save v& spell to avdd posmdon. kmom who an 
intoxicated fall prey to her mom naculy than hme 
who are sober; drunken individuals suffer a -2 
penalty to saving throws. Jeanne cannot dominale 
animals or objects. She can, however, msnipulete 
objects in her lair. 

Each time Jeanne takas control of a body, her 
firat priority is to find a knife wlth which Bo kw 
anyone she feels has wro& her. She has 
become quite proflclent with knives, and this 
carries over into any body she Inhabits. No matter 
what blade she wields, she cauoc. d a m  as if 
from a dagger. 

Whlle inhabiting a body, Jeanne's psyche Cutrsn 
ail the same eftacts inflicted on the host. She& 
able to use all the senses of the hart sha Is ts*wd 
as the same Armor chs as the hoet aadsufkrs 
darnage accordingly. However, when the hod body 
is incspscbted or kIlled, or when she chooses to 
vacate it, she mown all brt hit points, and is 
t m d  as AC 3. To vacate a body, Jeanne must 
simply pour herself from the nose and mouth, 
becoming the wispy creature of fog. 

e x p e w  of hosting JcMwc's spMt br ruuslty 
fatal. The only way to prevent a dominated 
Individual from dylng b to mnder that person 
unconscious before she exHt. She can be forced 
out of a body by casting a remoue cum spdi on 
the vlctim. 

When sttacking In her wispy form, her mbty 
arms transform Into sharp knhnr. ThcM knives 
cause damage as ordinary daggers. In this form, 
she can be harmed only by enchanted or silver 
weapons. Even when she loses aU her hit points 

Unfortunately for these u n w i k g  servmta, the 
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(whether ins% a host or In her wispy form), she Is 
not destroyed. She Is simply forced to retreat to 
her lair for 1 d2 days. There, she must heal her 
psyche and regain her power. 

The only way to utterly destroy Jeanne is to 
scatter her ashes. The ashes must be spread in an 
area of at least 100 square yards or onto water 
(such as a river or bke--s bathtub ia not 
sufficlent). If this is not done properly, a wind will 
swirl the ashes together and Jeanne wlll come after 
her attackers with a vengeance. 

Habitat/Soc&ty: Jeanne grew up the only child of 
poor French immigrants in London. Her lot was a 
brutal one; the other children of the neighborhood 
beat her regularly. Her parents were always busy 
working, 80 Jeanne received little guidance or care 
from them. Though they worried about their 
daughter, their main concern was in keeping the 
family fed, and tMB required that both parents 
work long hours In the factories. Jeanne therefore 
learned to take care of herself, believing that no 
one else could. 

When she met Charles Witherspoon, she was 
working as a singer: although her voice and 
appearance were first-class, her attitude was not. 
She had a reputation that made managera and 
owners reluctant to hlre her. Charles, however, was 
inatantiy attracted to her tough yet vulnerable 
facade. At iaat, she thought, she had found 
meone to take care of her, someone she could 
rely on for @e flrst time in her Ilk. His offer of 
marriage was Me a dream come true, and she 
found h e d  suddenly surrounded by wealth. She 
was determined that this would always last. 

When Charles opened his practice in 
Whitechapel, Jeanne hardly gave it a second 
thought. When she recatted the sorts of wcmen 
who frequented that area, however, jealousy 
washed over her. The resulting wave of terror that 
gripped tondon in November of 1888 was her 
doing, and it dM not end even wlth her own 
gruesome and untimely death. She had left an 
Indelible mark on the collccthre spirit of the city, 
and had given the Red Death MIother servant. 

Ecology: Jeanne’s lot is a strange one. None can 
say whe tha  she was actively twiated by the M 

Death to become Jack the Rlpper, or YeheWhto  
the role on her own. Whetwer the case, the Red 
Death found a way to rnahlpulste her once &wRd 
made the choice to kik 

Tainted by the kiss d the Red Death, Jeanne’# 
spirit cannot venture outdoors during thew. 8lwrb 
immobile, trapped within her urn until nighifall, 
she is outside Whrspum’s sitting room whm 
sun rises, she is Instantly transported to her lair. 
Even if she is underground or hidden indoem WhaDS 
the rays of the sun cannot reach her, shumusPnlk; 
quish control of a body once the sun has rim. 

Her lair is Witherepoon’s sitting room, wbarehar 
urn rests atop the mantlepiece. She can m a M W  
herself here at will, but rarely does ao, -to 
alert Charles to her presence. Her lair eonformu 16 
all the rules found in the Villains of OaNC EMIh 
appendix in A Gufde to oolhlc Earth. 

Anyone with hostile intaRtlons who Ihe 
sitting room will find that Jeanne has absolute 
control of the small items in the room, and can 
transform them Into a flurry of flying knives. ’Fhb 
gives her 3 attacks per round for 10 rounds, In 
addition to her pcrsond attack. The knifk cauda 
are rdkd as if Jeanne ann wkkling the k n h a  

iic places of Boston. Buildings that are q & d y  
inhabitedby people, s u c h ~ @ m e u d 6 x l q d  
tradeorbusheaaacdF-ibrdtstaher.Shsoer-ankr” 
abendandkrlldbyywwImpunity,k*clwult~ 
hotels orhovds usedas IMq qwtss, no md&r 
h o v 3 ~ . J t u p w i s a b k t o ~ ~ ~ ~  
o b j e a r t t v o u g h w p w l a R s t h . r ~ , ~ .  

J e a M K ’ S c w S a n r e i c t r h a r t p t ~ ~ O R d *  
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s 
hlps rocked gently to and 
fro ln San Franclsco Bay as 
brlsk January breezes 
whispered quletly to the 
few men who remalned on 
deck, listlessly swabblng 
decks and landlngs wlth 
dlrty brine. One man, a 
sallor named Hasberth, 
ceased fn his wearisome 
dutles for a moment and 
gazed off to starboard. 

anclent cllpper grounded 
on the shoals not a mlle 

distant. Hasberth could see the shadowy 
outllnes of men passlng before the fllckerlng 
flames, posslbly making a uallant efiwt to defeat 
the inferno before the ship was consumed. It 
was as lfthe sallon were trglng to saw the last 
ofthe safllng ships from the fate the steamers 
had lnfllcted on them. Two thousand years of 
history were d y l g  In flery symbolism. The men 
fought on. But Hasberth knew lt would be no 
use. From his vantage polnt, he could see flames 
already eating Into the vessel’s hull. 

Now Hasberth could hearscreaming; were 
some men trapped in a burnlng compartment? 
No, It wasn’t Nke that-lt was worse, somehoul 
The cries sounded like the walls ofcows on their 

A flre raged on board an 

I 

way to slaughter. I 
Some small part ofHasberth ’s mind told hlm I 

to get below, to get the other men and a boat to 
pull the survivors from the chllly bay. But 
another part OfHasberth’s mlnd knew there 
would be no survivors. And lfhe and his mates 

, 

rowed out to that doomed shlp, they would only 
add thelr own flesh to the bloody pyre. 

I 

I 

Red Tlde is an adventrrre for use wlth the 
RAVENLOFP Masque ofthe Red Death accessory. 
You will need those rules, the RAVENLO+ 

Campaign Setting, the hyer’s Handbook, and 
Ewwm M A S H  Gulde to play. Red nde 18 
Intended for characters who have had some 

I 
I 
I 
( 

I 

experience on Gothic Earth. Two to five 5th-01 
6th-level player characters (PCs) are 
recommended, but the Dungeon Master 
may adjust the abilities of the creatures 
PCs of other levels are desired. 

This adventure lncludea several player 
handouts. The DM may wlsh to photocopy 
prlor to beginning the adventure. 

pitted against one of the greatest Rends ever% 
walk the earth: the Prince of Darkness, Count ’ 

Dracula himself. Dracula’s statistics are found In 
Appendix I1 of A Gulde to Gothlc Earth. The &4 
should review this information carefully before 
beginning this adventure. 

After hls narrow escape from Abraham Van 
Helslng and hls partners, the Count &d quick@ 
to one of his many sanctuaries in the 
Carpathlans to brood. For weeks the mad 
vamplre hunted the isolated mountain nom 
6 frenzied rage of tiustratlon and ang 
could mere mortals come so close to 
with such power as he commanded? 
pride could not stomach such a th 
Tepes, a man who had once tume 
of Invading Turks, who had later impaled th- 
same men on gruesome stakes, who had at lest 
become an unholy vamplre, was nearly 
destroyed by a tiny band of mortals. 

As the Carpathian snows grew more and 
bloodstained, the Count eventually calmed 
realized that the world had changed again. 
dreaded qabals and those who led them ha 
awakened again to grasp at their ever- 
diminishing hopes for salvation. Though they 
were not yet a threat to Dracula’s crimson 
master, it would not do to Ignore these pitihrl 
dangerous children. 

rransylvanla to Hong Kong, then on 
Francisco. The Count had devised a 
humans’ downfall. There would be 
place to execute that plan than the young 
United States, a land where few recalled th- 
Hlpcrstitions of their ancestors. 

In Red ride, player characters Rnd t h e m s e b  

’ 

In a matter of weeks, Dracula traveled fronli ’ 

, 
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Dracda's pan Baclqround 
lad's true goal is the same as that of his 
dark master: to continue to prey on the 
blood and terror of the mortal world. But 

the emergence of men like Van Helslng has 
forced the Count to realize that creatures such 
as himself need organization to monitor and 
destroy 'enlightened" actlvity around the world. 

To this end, he has begun to recruit human 
and vampiric minions to form a world-wide 
network of sples-a supernatural qabal. These 
spies will then be able to stamp out any humans 
whose knowledge of forbidden lore could be 
used against the Count. 

base of operations. The ports there allow his 
agents the freedom to travel, and thus the 
freedom to forge the macabre links of a chain 
that will someday encircle the earth and shackle 
it to their dark dominion. 

The Count has chosen Sen Franclsco as his 

The story begins shortly aRer the Count arrives 
in San Francisco Bay aboard the Amerlcan 
Dream. Between Alcatraz Island, currently an 
army training ground, and Fisherman's Wharf, 
Dracula slew the helmsman and personally ran 
the ship aground on a well-marked shoal. The 
ship's lanterns broke and quickly set the creaky 
vessd alight. 

The startled crew attempted to flght off the 
seemingly insane passenger. But bacula. 
starved from subsisting on rats while he 
maintained his secret Identity as Bradley 
Teepes, slew the sallon, in a frenzy of bloodlust 
and bone-rending fury. 

responsible for the Amerlcan Dream Interviewed 
a stowaway, the sole survlvor of the horrible 
encounter. Unfortunately, witne.ring bscula's 
rage turned the sailor into a reving maniac, so 

The next day, the insurance company 

3 



no one knows why the shlp ran aground or why 
the crew was 80 horribly savaged. To make 
matters WOM, the stowaway has bean 
misidentiRed as Bradley Teepes, the alias 
Draculs Is using. 

plot aynopsi 
he PCs become Involved in the advaaurc 
when insurance agent Johnathan Meeker 

I asks for assistanci locating a w c ~ n d  
possible survlvor. The babbling stowaway 
confided in Meeker that someone else emcoped 
the burning wreckage of the American Dream 
Meeker has no Idea who this additional 
passenger or crewman might have been. Finding 
him could reveal information that would help 
determine whether or not Meeker's company 
must compensate for the loss of the shlp. 

The story begins with the adventurers 
following the insurance company's few leads. 
They can explore the wreck of the Amerlcan 

Tmdime 



I 
ur tala beg& with 
the following setup. 
On January 27, 
one, d the player 
characters nceives 
a message from the 
Benjamin Meeker 
Insurance 
Corporation. it is 
best if Johnathan 
Meeker, a son of 
the owner and also 
the agent on the 
American Dream 
case. is a friend of 

the character. If this is not convenient, 
perhaps the character has insurance with the 
flrm and Johnatban has heard of the 
adventurex's exploits. If none of these 
circumstances fit the group, Meeker and 
AsmcWos might contact a cbarscter who is 
involved in the investigative business (a 
reporter or private investigator). 

The message reads: 

The charaaters can eadly find the address 
on the northem end d San Fmncko's most 
windlng street. The Mee&er Bui- is an 
aging brownstone with dark ivy cmapiag up 
its gothie faee. tndde b b sm& &&by staffed 

I 

b woman named Miraklla, 
a kekm children empbyed in 
her fat&* tlnn. Hirobella is a beautlkrl 
woman of trwenty-some yea- true gun 
that sparkles in this otherwise dreary m. 

as they enter the Meeker building for the pint 
time. 

Read the following to the player 

The DM should roll reaction checks for 
every male in the party with Charisma of 12 
or better. If the result is favorable, Mlrabella 
could become romantically interested in the 
character. As long as he displays a mutual 
attraction and is not rude to the Me&ers. 
Mlrabella will continue her interest in the 
adventurer as the saga dwelops. Any 
relationship they build could add personal 
tension and risk in later scenes, for Mlrabella 
is deslfned to become affected by Dracula'g 
evil curse. 

party to the office of her brother, Johnathan. 
For now, the young lady polltely escorts the 

do)mathan's Flea 
The atmosphere shifts quickly once MIrabella 
has closed the door to Johnathan's oftice. 
Read the following as the characters enter the 
room. 

77' I .  , f 
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i 
inlor Claims Adjuster Johnathan Meeker 

rises out of his seat in shock as  the doo 
swings open. Mirobella looks away in 
embarrassment and quickly closes the door. 
leaving you in a cluttered ofnce with her 
brother. His clothes are wrinkled and stalned 
as if he has  worn them for days. Beads -' 

. sweat stand out on hl8 brow, and his ha 
hasn't been combed. Dark circles benearn 
red-rlmmed eyes and two days' growth of 
beard further attest that Meeker has seen little 
of his home and family In recent days. 

Scattered papers shower from the 
mahogany desk as he stands and extends a 
quivering hand. As you shake hands, 
Meeker's fetkl breath and unpleasant bcdy 
odor make you wet unmmfoasldy. 
'Gd evenina . . .' he atommecs. 'Or is it 

Although M e r  Mes to act as  if he Is dmply 
overworked, the DM should make i t c h  tha he 
Is nervous and sfraid. A character who makes 
an Intelligence check with a -2 p e k y  w#l spot 
fade marks and dark sbmb in the csrpat where 
his desk was recently dr& to the eaet wail. 
Clever players might reallre that Meeker has 
pulled his desk away from the office's only 
window, so that his back Is no longer exposed. 

Once the small talk is out of the way, Meeker 
begins to speak on the matter for which the 

evening yet? 1.G become rather canhaad group was contacted. Lhwlng the speech ourynad 
below, the DM should d e - p b y  Johnathan as 
continually swabbhg perspiration from his fon- 

what with ail thls . . . oh my. I must seern a 1 



I ulayarurlcu me 
posslbie, so I do 

I his story is valld. i haven't the 'lime fo scoL I *h.- shore'C wharves and look for this man myself, 
4 i thought perhaps you and your 

.,.npanions would be Interested. Of course, I 
1 the flrm will extend to you a ntalner. I've set 
' your prlce at the highest rate my fa-. Mc 
! Meeker ailow+$25 per person per day. I da 

" 1  be a I 
.. . 

If the PCs don't agree to the prlce or the jol 
Meeker becomes even more nervous. 

DM's Note: Something followed Meeker home 
from the ship e few nights ago, and he doesn't 
care to work on this case one moment longer. If 
money is the object of the investigators' 
dispute, he'll qukkly offer a $200 bonus if they 
can find the mlssing passenger. This money 
comes from Meeker's own pocket-he's that 
desperate. 

Whmthe groupagmea on terms, M&&r 
O&M mOfG details On the m k ,  incrudbyl ths 
locath ofthe hulk. Meeker also ofhm theuse 
of a small boa. ThC poke have clkrady taken 
the bodies ofthe crew and m e  ofthc salvage 
away, but the hvestigators should try thdr beat 
to locate the misshg csrgo manht, elthou& 
Meeker acknowkdges that the log pmbmhly 
burned In the flre. 

The grwp should also flnd the second 
alleged survivor and learn whether he has any 
lnformatlsn about Captain Andrews' cargo. 

The police will be of no help in hb m r .  
Thcy'ntkd upwtth investigating a series& 
strange dlsappcarances along Fisherman's 
Wharf. For now, the auhoritk seem mWkd 
that the crew died of some strange mawe, and 
have quamntined the wm&. 

ThebodksofthemwandanysalvsgQd 
peWMl pSSe&ow have alnady been shlpped 
to the nurt of kin. The cargo the shipwas 
carrying is s e v d  fee! colderwratcr snd ls 
thought to be ndned and unrecoversbk. 
Furthermore, early salvage attempts wei 



quickly dropped after several members of the 
salvage teams were hospitalized wlth rat bites; 
Reports of large swarms of Moodthlraty rats 
have r~led out further salvage efforts. 

The survivor of the m k  is not Bradley 
Teepes, as  everyone assumes, but a rtowraway 
(see 8de Survtvor, below). The real Teepes is. 
of course, Dracula. The body that is 
unaccounted for is a c r e m  named James 
Dawson. His corpse was overlooked but can be 
found in the Crow's nest of the wreck. 

we& Warming 

Meeker knows a littk more, but he's reluctant to 
share his knowledge for fear of scaring the 
investigators off the case. If a PC can calmly 
convince him that they'll stend fast, Meeker 
might reveal a little more. 

/ .  

VFm 

i i s  lips. The expression on his face 
hat the liquid is obv 

m 

. ... ".."." ".-.-".nore ." ....- - 
you expectantly, hoping 

sounds ludicrous, but lust 

When all PCs have Rnhhed 
quesUona, he'll urge tham to get sbsrted assoon 
as possiMe and hrndeaeh PC a ctm& bri(kraa 
days' wages ($75 each). 

On the way out ofthe office, the party wffl see 
B o n J a m i n M e e k ~ s p e a & h g t o a ~ a d  
irnposingmen.Resdthe6dbwhgastky~ 
Johnathan's officc. 

As you kave Johnathsn's &e, you see a 
irge, gaunt man d r d  In a blsck sIk coat 
f M Oriental cut and a gray torban. 
peaking with him is an oldas man dressad &I 
rown pmts. vert, and a whlte hlrt with llse 
eeves rolled up. From the way the latter 
waks to the strange mn.  it Is obvious that 
its is Benjamin Meeker, Johnathan's father. 
"Thia isn't reaiiy a good time, &. . . . 

hhh?" 
"Toornbs," comes the deep and gravelly 

Dice. 
"Yes, Tocmbs. Perhaps we could ~heduk 
-I appointment latei 

I 
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they've just tauelmd a e 
their arms stand on end 

Mlrsbalia k a h .  
seems much k& c 
quletly smlles nnd nturns to 
doesn't appear to cnre for co 
moment. 

Hee-cdo~ed skin, or perhaps the taut 

oms his ot'flce door behind you. When*yoi 
irn around again, the strange man and inbrmatlon. He has no idea who ToaRlin ia sk 

did not wish to become any more spaeked ~ 

than he already is and kept his dl- ,5 
Spenking with that lcllow would not have 
helped his oond#kn. 

A charactor who manages to eavesdrop on 
Benjamin's end Tao~nbs'r eonvemtkm wlll 
overhear Meeker tnMng &out SMp insumnce. 
Toombs asks nbwt the incldent wit4 the 
Arnertcan Drpam and what the company h 
doing about It 

1 
K' \\ 

/:. 

. .  . . .  
, .. ' . , .  



he player characters now 
have several leads to follow. 
They can go to the docks 
and begin looking for 
anyone who saw a survivor 
swim from the m k ;  they 
can go to the wreck 
they con seek out "Mr. , 

Teepes"; or they can follow 
Mortimer Toombs on pure 
Instinct. 

Transportation 
he characters can 
take the famous T trolley cars to get 

around town. Sen Francisco's trdleys a n  pulled 
by an lngcnious belt system that runs beneath 
the city streets. When a lever is pulkd inside the 
trolley, a clamp beneath the street grab8 onto 

I C 

the cabk and pulls the car along. A similar levc 
releases the car. The fam to b o d  b 10 cents 
per person. A p a ~ c n g c r  may exit by pulllrrg a 
signal cord or by simply hopplng off m the 
trolley dows to a scheduled atop. 

Horse drawn taxis are dm aveilebh but ere 
slightly more expandve, costtng 5 c m a  per 
person per mlk, wlth a minimum charge of 30 
cents. A common Up Is 10% ofthe total h. 

Most people of wealth have their own hoMl 
and carriages. Less fortunate men and WQR~R 

have no place to kaap a beast. Son Frambco 
has yet to ban large animals fnn the m. 

Society 
he people of Ssn Flancisco are a 
mix of outdated cowboys. hdgmnts T looking for streets of gold, and exproitsUvc 

businessmen discovering thc wnndem af chew 

labor and mass produc(bn. 



Most of the immigrants are Chinese and 
Italian, though there a n  a h  many Irish, 
Spanish, and &man settlers. Strangem are 
usuaiiy welcomed by these wide-eyed 
newcomers who cilng stubbornly to the idea that 
Amerlca Is the land of opportunity. 

Americans of m n s  are generatty polite but 
distant. Those in less fortunate cimmstarms 
oRen h e  in desplcable squalor which they blame 
on "foreigners." Dilapidated boarding houses, 
substandard food, and wage slavery are problems 
common to men and women of all nationaiitks. 

Events 
hroughout the investigation, a series of 
events will unfold. Since there's no way to T predict the characters' course of 

investigation, events are listed in no particular 
order. The DM must keep these encounters in 
mind as the heroes delve into the mystery of the 
Arnerlcan Dream. 

Event 1: Wirabeaa; Peril 

On the morning of the second day of 
investigation, at least one K receives a 
message from Johnathan Meeker asking to 
come to the Meeker home in the Nob Hill Dlstrlct 
as soon as possible. When the hero arrives, 
Johnathan looks worse than before, and 
Mirabeiia is semi-conscious in her bed. 

brought on by Dracula's infernal kiss. The Count 
noticed Mlrabella on the night he followed 
Johnathan home, and her beauty instantly 
captured his attentions. The vampire knows that 
certain people are wary of his ilk, and so has 
bitten her on the inside of her arm, where few 
investigators would look. In two days, Mirabella 
will die. On the third day, she wiii rise as 
Dracula's latest minion. 

man. Doctor Buchenveldt is the son of the 
family's usual physician, who died recently. The 

Mirabella is pale and clammy, a condition 

Beside her bed is a young and worrled-looking 

younger Buchenveklt has been in lave with 
Mirabeh for m e  time, though he knows that 
the feeling 1s mciprocated only In themost 
platonic manner. For now though, Buchenveldt 
desperately needs a volunteer for a Mood 
transfus&n.Johnathanhasal 
W e a k 4  body Fsngkn, as 
father, Benjalnin, and Buchamrddt himldf. The 
Mmkershopelhat a FC can sup& Inore dele 
necdad and temporarily hait Mbabslk' 
dlde ink3 &ldeuth. 

MimbelKs Strength ia currentty 9. Every 
momlng after Dracula's visltatbn, she 
1 6 1 p o l n t 8 . M d w l f l d l e I f s h e e v e r ~  
zero. bonon who wppty blood loM I d 4  points 
of stnngth per pint. A character csnnot glve 
more than two pints of blood in a -week 

points an regahad at a rate of 1 perweek. 

will probably warn the charactersthatthy are 
dealing with a V s m p k C . T h e D M ~ k  
cautkus never to Oonsrm these kam; the 
lingering dwbt will work to feed tha PCa' kwof 
the unknown. 

A FC who attempts to watch over Mkakl)a at 
night will need to &e a Comtitr*bn drrdc. 

thenlght. Ifthishappens, Dreculaartrsr hm# 
form and continues takhg hls nightty libertk.. 
Otherwise, the Count stays away so as  not to 
jeopardize his hrger plan. If h u b  can k kept 
away from MLrakiia for three nights, she Wrw 
recover completely. 

without bKvwnlng hcapacitsted. Lmt 5tmgth 

TheDMrharldnotethattheMtrababrubplot 

F ~ i I l d k ~ t h a t u W h a r o f d b w k c p c l u r i B g  

At some polnt on January 28th, the 
investigators should pass a paperboy hawking 
papers on estree? comer. Read t b s u  

1 
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THE GAVE IS AFOOT 

If a character bu p e p s p e r f o r  Scents, the 
group knns that five wealthy lndMduab went to 
a mysterious party In the Nob HiH dishict end 
did not &urn home. 

This h k h t  io Dracula’s rmu&ment of thom 
recommended to him by Toomk and the 
Keeper’s Club. As 80011 as the new vampirrr 
have completed their transformation, Dracula 
will allow them to return home and tell thelr 
relatives that they have decided to begin a chain 
of philanthropic hornas called the Keeper’s 
Clubs. The Cwnt fiwmr this wlll qudl suc~pklon 
over the disappearances as well as the 
forthcoming announcement that they are leavhg 
San Francisco. 

mwspaper, a second artlcle dbrtcrertwlll be 
found buried on pege 12. 

If any Pc decidest0 mad more ofthe 

Literally hunc/reds of dockworkam i h d R  thh 
San Franciscb Bay region. Only a few of them 
are likely to have seen the wreck or myone 

o would be wise to 

of a smalkpcniR.ulr la* 

aka acorutiautbnFb.ck. 
spend the next few minutes 

for hanl work at low pay 



As the characters speak with the labonn, it 
should be palnfully obvlws that most of these 
people speak very Uttk EnslLsh. If the 
investimora try to urplaln that they are 
looking for a survlvor and a chsrecter 
spcctRcally points toward the demlate week, 
one of the Chinese women nearby sign& that 
she knows something. She speaks no English, 
however: the adventurers will have to get one of 
her fdlow workers to translate. 

The creature Cho Lee saw was Dracuia. The 
Count flew from the ship and landed on the 
beach, then changed into a wolf and headed 
inland. Fortunately for Cho, Dracula was bloated 
with the blood of the ship’s crew, or he would 
have slain her as well. 

The Ship 
The Southern MLSS was contracted by the 
Meeker company as the primary salvage vessel. 
The workers will tell how terrible the carnage 
was to anyone who asks, but they have little real 
information. 

The PCs might also visit some of the ships 
moored nearby in the hope of findlng someone 
who witnessed the grounding. If so, after a short 
search, they find a sailor named Hasberth. 
Hasberth saw the wreck occur, and has the 
followlng to say. 

might end true not a moment be$ 

early a quarter-mile offshore lies the wreck 
of the American Dream, beached on a 
narrow, treacherous shoal. Joh~then 

refuses to join the group, but has  rented an 
eight-man, single sail vessel for the party’s use 
and has left it moored near the fish processing 
factory described above. If no one in the party 
knows how to sall, the PCs will have to use the 
oars or hire someone. The hip tnkes over an 
hour by oar, or a quarter that under sail. 

Read the following as the PCs approach. 

i S  you approach the wreck, you see that 
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scorched yardarms, a 
deck cabin seams rea 
own weight. 

Approach@ the shoal requires a Winanship 
proficiency CM. If a character falls by I v s  
points or less. the boa scrapes row& into the 
rock but takes no nsl damage. A roll falbd by 
SIX or mare pow h d k u e s  that the v& haa 
been braached andbe!ghto flood. Rdtbn't  a+ 
red problem at the moment, dtxe the 
characters can simply jump out onto the rodu 
and pull it In. To Rx the leak, however, a 
character will need to pull a piece of planking 
and some nails from the Arnerlcan Dream and 
attempt to make a water-tight patch. ThIq 
requires a Carpentry proficiency check with a -2 
penalty due to poor matuids. TNS also 
assumes tods are available. 

group's rmKn trip later In the a d v e ~ .  
The DM a h d d  take note of,this h t u d  for the 

The Upper Deck 
The Dream rocks back and forth with the wind 
and the waves; PCs will have difficulty standing. 
Under normal circumstances, this is not a 
problem, but if combat or another stressful 
situation should occur, all involved must make a 
Dexterity check to remain on their feet. 
Charactem who can brace themselves may add 
a +2 bonus. 

Little aaion occurs during this trip to the 
Dream Drscula has not yet filled the huN with 
the victims who will carry out his plan. The pur- 
pose of this vlsit is to gain Insight into the n-*la*- 

of the party's foe and to find a few clues. 

east corner. A chart of th 
is still pinned to a desk ag 
Is charred but still feedable. 

A character with the N w i g a b n  pddenay 
can red  tha mnp d regihat.(hcshta&wra 
clearly *blblr on It. 

2. ufeboat. . ,  . .  ~ , ; r  . + $  .> 

. 
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4. Main Mas*-- - '  . : ld6  points of damage for every ten feet 

Careful observation of the seagulls shows 
that they do, indeed, seem to be feeding on 
something in the Crow's nest. An investigator 
who decides to check out this clue will find a 
grisly and unsettling sight. 

Scaling the rigging requires a successful 
proficiency check by a character with the 
Climb Walls proficiency. A character without 

If the explorrn report the corpse to 
Johnathan, the Meeker firm will send a work 
crew to bring the body down the following day. 

5. Ladder to Mid Deck. 
the proficiency must make three consecutive 
Dexterity checks. Each successful roll allows 
this climber to ascend 10 feet. Failure sends 
the adventurer crashing to the deck below for 

paulin flutter noisily 



Both nets of laddcn ham been weakened by 
the Rre and may collapse under the welght of 
more than one character. The DM should roll 
ld6 for each character descmdlng the stain. 
Any roll of 1 or 2 indlcates that the stain give 
way, pitching the character to the deck bebur for 
Id6 points of damage. 

Mid Deck I 

Except for the area immedlately below the &rgo 
hatch, the crew deck (and the hold, below) Is 
dark. Characters must supply a light to search 
the ship with any degree of success. if no 
Illumination is available, a character could 
Improvise a torch from the tattered remalns of 
the tarpaulin that once covered the cargo ana. 
Enough canvas remains to make 2d4 such 
torches, each lasting twenty minutes. 

1 . E r h s r h .  
I 

The back wall of the mess area has collapsed 

obese body, and a score of tentscl~.Jmnglng 
from its bulbous head. Obvlwdy, the wb#llar 

his many travels. 
ha8 seen more than hb fair &Ued 

3. Pasamng8r 

tranaporthg pa-. Three rp 

, 

Captain Andnun mcrde exwe 

in a tasteful if somewhat spare fashlon. Each 
has a bed, a desk, a wooden wall locker, and a 
ceramic waah bowl, though the bowls are 
broken In all but OM of the moms. 

A perceptive invcdgator might &e bkod 
on the shards of a wash tmwl h the northem 
room. Dramla supped off shlpmkj for mort of 
his voyage; t hebwi  still bcsnr the a W  stnins. 

4. crew Quutan. 

yone who walks towa 
save versus breath weapon. Failure meana a :, sin& journal page wdvamidsome other debria. 
sudden wave knocks the PC off his feet and ' '  d i n g i n g t o t h e d d ~ . A ~ ~  ! 
sends him onto the rocks makes an l n t e l l ~ e  roll with a 4 pendty 
points of damage. jwt make out the handwriting. 

bf wall lockers stand open on one wall. and a r8 
m d e s k m  the I 
::The captaln and first mate shared this cabln. f -+ 

Their personal effects have been removed, but '.:a. 

some smdi bits and pieces remain. Lying in a & , . 

pile of wood splinters and other debris b a mail. .:: 

I 

unfinished statuette whittled from a piece of ' . .  ,.' 
drlftwd. The thing seems to have wings, an 



M8tn Deck Mid (krk 

To2 

I 
4 

To Warrem 

To Warraru 
.Zd I 

Alklr- 
one square - 10 feet 

Characten' - 
Dlrectlon of Travel I '  

W *  
One square - I0h.r 

I otic square - IO feet 
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Pulling the chest from the wall requires a bend 
bars/iift gates roil. A PC with the Open Locks 
proficiency can open it in 2d6 rounds with a 
successful roil. During that time, a pack of ship 
rats will investigate the disturbance. I 

In addition to a copy of the cargo man if^, 
the captain kept enolrghhoney Mda$h fk&s 
chest to replenish the ship's stores in an 
emergetwy ($25@. Andrews did trwpnct #!e& 
merchandise, though not on thls blp. 

Ship's Manifest 

Cargo Dathrrr T4 
12 casks pepper 
13 crates machine perts Bemadcili 

SF Spice to.  

Autorna 
18 casks porbwke Bay- fhwwtoe 
15 casks drygoods EW. CottMwOrth's 
16 crates CManbl rugs 

7 caskets Bradley Tqes 

A pack of stranded rats has taken up residence 

lured the creatures into tasting human btood 
during the voyage, and now the vermb.1 crave it. 
If any character in the group is Meadibg, the re@ 
MMII the blood abd bagin4o attack. First, a 
shgie rat wanders (ourard cbamctix and 
attempts to gnew at his faet. then, at a rate of 
two per round, the rats continue to arrive, like a 
cloud of mosquitoes drarly Mdhg the source OT 
the scent that Mves them. The DM should play 
the attack as a growhrg annoyance, not a frantic 
01 overt attack. T& way, Wgharackrs suffer 
nkks and bites g r u b  4s the horror snd 
frustration of the situation grow. This works 
espedany well if a character b 
remove or open the capain's hddcn chest. 

Ship Rats (20): Int Animal; AL N: AC 7; 
MV 15; HD 16; hp 2; W C O  Zb; #AT 1 ; 
Dmg 1; SA Disease; SD nom; MR nil; 
SZ T (1' long); ML Unntiable (2); XP 7; 
Treasure: none. 

Her Maws 
FurnisMu@ 

IntITeRlttq, lern&Wapt)ar at\fpk stews. t%ncIaa 

to 

cargo ttdd 
Cargo was lowered through the large hatch at 
the rear of the ship, then pushed towmd the front 

18 
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or rear holds. The lowest level of the ship Is 
complctdy flooded in five to eight feet of cold 
seawater. The salvage crews gave up on the 
hold after seeing that moat ofthe cargo hed 
bem destroyed and aRer being attacked by the 
packs of rats. A large portion of the cargo 
consisted of crates of pepper, so any adventurer 
who stirs about will inevitably feel a tickle in the 
nose. Since the dampness keeps mort of the 
pepper from Roating freely and the smell of the 
sea overwhelms the hold, adventurers aren’t 
likely to recognize this common scent. The DM 

investigators believe it is some clue to the nature 
of uni foe. 

The ship is ulted at an angle such that the bow 
of the vessel Is in shallower water than the stem. 
lnvest@tors who want to explore these dark 
areas will have to wsde in or patch up the Ufe 
boat and lower it down. 

feet of water. The front half of the shlp hdds 
about four feet of water, leaving four feet of 
clesrance from the water’s surface to the ceiling 
of the hold. Chamcbrs who wade into the rear 
wffl slldy -lo .top their forward progress 
unless they are next to a wall. Swimmers will 
find that their Rsiting kgs continually bump 
against long boxes lylng just below the surface. 
This inflias a total of I d 2  points of damage per 
turn. There is a 5% chance that any damage 
results in a bruised knee or shin that slows 
movement by 10%. 

should play up the constant Irritation so that the 

The lowest part of the ship is flooded In eight 
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Sole Survivor 
ventually. the party Is likely to vtslt the San 
Francisco Sanitarium and its newest E inmate, a man mistakenly Identifled as 

Bradley Teepes. 
The stowaway Is really Casper Bartridge, an 

American sailor left behind in Hong Kong after 
his captaln caught him stealing. Unable to find 
another American ship to hire him, he stole 
aboard the American Dream and hoped to look 
for work in San Francisco. His choice of 
transportation was less than fortunate. 

Casper hid in the forward cargo hold for the 
journey from Hong Kong to America. He &en 
heard late-night activity in the rear hold. One 
night, he decided to investigate. What he saw 
was the king of vampires feasting on a 
squirming rat. The undead's evil eyes glowed a 
feral red In the darkness, but fortunately for 
Casper, the Count's voracious hunger kept those 
eyes from turning toward him. Casper quickly 
stole back to the fore of the ship and hid, afraid 
to make a sound lest the thhg decide to feast 
on more substantive flesh. 

For several weeks, Casper hid In the dark, too 
terrified even to breathe when he heard midnight 
movement in the aft hold. Finally, the wreck 
forced the starving stowaway above deck. He 
hid in the shadows and watched as  Dracula 
savaged the crew and feasted on their blood. 
Eventually, he threw himself into the bay and 
swam to shore, his terror urging his weakened 
muscles through the raging tides. 

Now Casper sits In a straitjacket, babbling at 
unseen figures. The salvage crew mistook him 
for the missing Bradley Teepes, and identified 
him as such to the officials at the sanitarium. 

The Sanitarium 

The San Francisco Sanitarium is situated several 
miles south of the city. The sanitarium is a gray, 
foreboding place built of dark stone. A massive 
wrought iron gate surrounds the compound, and 

' 



To get the man to speak, the Pcs will need to 
convince Dr. Ambrose to step back and h e  
"Taepcs" alone. Thecrwldoctorhardma$y 
cowed caspar Into tkt khd of 
pref-llent and unbarblerarre. obukuly, 
Insulting the doctor will only get the psrty 
thrown out Mre they can Uctractsnp 
infomratbn from C q ,  so a dlpbnuph 

is to engage Ambrow* a kbae 0ah1 nmr - 
p h l b m p h h o f - & h a . A K  
versed in this field could a Qu the 
Ambrose out of the way to d a h  the djeet. 

can attemptto draw -duafmm clapar. 

little kindneaa to become slightly mas lucid. 

hs 

. 

approachis-. At&kitlatln@uw& 

Once the doctor is q p d ,  motbudroader 

T h e ~ d ~ f I W d S o a l y t o b s ~ a  

tcknowledglng your presence for the flrst 
ime. 

i 

Casper is referring to ttm MMB trading bag 
he pilfered from Dracuh's room. Unlaw tha 
adventurers have alrerdy discovad it, the bag 
is still floating in the h a r d  hold of the 
American Dream 

speaking, he'll abnrptly end wrkshva dtshction 
was occupying his cdtartlon end tamina6t the 
convenraion. Otherwise, Caspez can mcomt 
sedngsomelMng tearthe crew epsrt andthen 
swim for shore. 

If the PCs have already visited the wrecked 
ArnerIcan Dream but missed the letter to Teem, 
Caspar launches into parrotlike babble, 
repeating the entire mesaage over and over. h. 
Amkase eecorts the PCs out of the c&. 
Caspar's babbling can be heard aU the way 
down the hall. 

when Dr. AmbmaM noticcl tbt "Tespa" is 



he Keeper's Club is 
a group of men and 
near-men who have 
been seduced by 
the powers of the 
Red Death and now 
work to aid it and 
its progeny. WhHe 
in London, Dracula 
met and befriended 
one of these men- 
an imposlng 
qaballst named 
Mortimer Toombs. 
Toombs was 

honored to serve such a powerful master, and 
traveled ahead to San Francisco to prepare the 
way for the vampire's arrival. 

With the dark powers of the Red Death on his 
side, T m b s  quickly accumulated a new cult 
to foment his master's plan. The Keepers are 
currently in charge of ensuring Dracula's safety 
a s ~ a t ~ ~ . ~ ~  
~ i d r M v l v u n p k l c n d ~ .  

Odmes is a wererat and a resldent ofthe 
w-w W m m M  uraprtedly w 
thestreetsol San Fmncko. With thew of 
hlr human dlsclpks and Grimes's snadkbnd 
dvarscatr, Toombsb codlhthe can hwIclk 
a n y h a t  to the secwkyof hlt wpemahd 
chwges. Twmbs has M) supernatwet pcnan, 
but#& stony face Is #e peffact knylrr d e  
cdd, cclfculatlng klk. 

T !  and his club currently hold a iedger 
Rlkawlth the names d &ah ca-for 
Dr.euh's plans, as well M the upd- W d 
accepkd members cmd ckk desfhcltkns. if 
thecharactem can get@. I& (hay'H haw a 
battcr chance of d n y i ~  the rwwrly m d  
narplrcabcfomth.*powanareMJy 

fak VBt povide an mtmmce4ftba c b r r m  

%aT&Saw tOcncomt6ramen 

- . ~ w w ~ w h M M ) * w  

are alert enough to take advantage of it. 

to protect the place by day; Toombs, Grimes, 
and several other men are usually present at 
night (60% chance). Neither group wH1 hesltate 
to call the police if harassed. 

The Keeper8 maintain a full stsff of servants 

Finding the club can be extremely dffficult. Of 
course, the easy way would be to fdlow 
Toombs after his meeting wlth Benjamin 
Meeker (page 8). Otherwise, the PCr should 
be reminded of the letter found In the forward 
hold of the American Dream In elther case, 
the characters will have to navlgate several 
city blocks to approach the 1102-B WaNor's 
Alley address from the rear. No amount of 
knoeklng at the door wlU galn anjr attenth, 
for the dub.answem only for a secret rap. If 
the PCs can observe someone else knocklng 
at the door, they can later try to imitate it wlth 

The butler, Fillmore, refuses to admit anyone 
he doesn't know or hasn't been introduced to 
him by MoNmer Toombs. If the cb-r-ters ask 
to see Toombs or another membu le club, 
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Fillmore replies, ”The Keeper’s Club Is a haven 
where men can escape the prrssures of their 
businesses and the scathings of their beloved 
wives. Ail men invited into these walls know 
that they will be kept from harm and the toils of 
the outside world. Hence the name. Now, if 
you’ll excuse me, sirs.” 

Fillmore closes the door. This is obviously a 
stock answer that he has used many times. 

Unknown to the PCs, Henry Grimes waits 
quietly inside the parlor of the Keeper’s Club. 
When the characters have been turned away, 
Grimes leaves through the warrens and gathers 
his band to ambush the heroes on their way out 
of Hellor’s Alley. See Alley Rats, below, for 
details of the attack. 
Should the group somehow force its way 

inside the club, Grimes will have slunk away 
moments earlier to gather his band. After the 
PCs have found the clue In m a  5, below, 

Grimes and the rest will ntumto 
:*i , :.; il their assignment. .:; 



rarely dlscw apedfka of their pbns here. 
Thorn EQtrclMtkm an generally held In the 
~ ~ r o o m , ~ b d o w .  

The rug In the center ofthe floor Is speclal, 
acquired by Toombson one of his trips to the 
Far East. Any nonmember who stepe on it 
kcoanar S&& tor 2d4 rwnds. 

A secr8t door In the closet leads to the 
sancbpqry, desalbed below. 

Ouc to c-t preparations for Dracula’s plan, 
the Keepers  are pmsent at the club with greate~ 
frrqucncy than uwal. If the Pcs d v e  bing  the 
day, there Is a 15% chance that some of the 
Keepers will be present. Should the PCs arrlve at 
night, there Is a 60% chance that all Keepers will 
be present. If the Keepers are present, there wlll 
be 2-12 (2d6) members, with a 60% chance of 
Toombs belng present as  well. 

membership. Instead, Twmbs will send one of 
the Keepers to find the police, who will return 
within 3d4 rounds. If pressed, or if Toombs 
becomes especially Irrltated, this policy may 
change. 

QaWts, 3rd-Levd 8ddkrs  (2-12): Int 14: 
AL LE; AC 10; MV 12; HD 6; THACO 14; 
#AT 1 : Dmg 2d6+ 1 (revolver): SA none; 
SD none: MR nil; SZ M ML Steady (12): 
XP 500. 

Intruders are rarely attacked by the 

3. Conference Room. 

r 

middle of the table 

4..itchm. ” 

Thc clubrPDde abgsarraydfw&md 
wines. Some of the wines are very valuable (Id6 
bottles worth 5d20 dollars each). Pulling one 
bottle on the far luft triggat a -t *to a 
small storeroom beyond. 

5. Records Room. 

cabinets. 

members’ names and addrccuret, a llst of nal 
estate holdings used as havens, and most 
importantly, a lbt of Dracula’s recrub and thelr 
eventual deatinations. 

Should the investigators flnd this k, tha DM 
should glve the gmup the folk~wlng plop. 

This small, unllt room Is lined with Rk 

Stored here a n  the club’s records, including 
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Characters familiar with the San Francisco area 
should make an Intelligence check. Success 
indicates that the character recognizes several of 
the names as wealthy elite of the city. Otherwise, 
the group should probably remember the names 
from the newspaper they may have seen earlier 
(see the event The News Vendor, above). 

Stuck in a ledger is an envelope bearing the 
second part of this ominous clue. 

i 
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The investigators should realize that whatever I 

these men and women have become, the letter 
implies that they will become much more 
dangerous at midnight on January 29th. This 
should lead the party back to the wreck of the 
Amerlcan Dream for the finale of the adventure. 

6. FUlmon’s Quarters. 

The butler is a full-time resident of the 
Keeper’s Club and is aware of most of the 
aabal’s activities. 



Fillmore is a zero-level human with no special 
powers. Toombs has given him a noxious potion 
that explodes into a thick purple smoke on 
impact and has the same effect as dust of 
disappearance. If Fillmore is forced to use this 
valuable devlce, he wlil then exlt the bulldlng 
and seek to contact the police and then 
Mortimer Toombs. 

7. Sanctuary. 

seen by the outside world. Furnishings 

ai a strange chili when they pass through. 1 

As the group leaves the Keeper’s Club, Henry 
Orlrnea and hlsbandofrcltmen set up an 
ambush in the dark maze of Hellor‘s Alley. 
Toombo know who the characters are after their 
e n c o u n m a t t h e ~ c e o f ~ ~ k e r ,  

somehow trace the case to the Keeper’s Clwb. 
Qrtmccr was only too happy to comply. The 
rabmn aren’t particularly brave and each will 
retreat If his hit points drop to 5 or fewer. The 

and h a  told Orlmes to Mtl them if they 8hoUtd 

E/ 

spot marked “A” on the map shows a hole In the 
wall that leads to the warrens. 

Wemats (IO): Int Very; AL LE; AC 6 MV 12  
HD 3+1; THACO 17; #AT 1; D mg I d 4  (We) ;  
SA Surprise; SD none: MR nil; SZ & lu\L Steady 
(12): XP270. 

Should the group capture one of the creat$ih 
alhre and threaten lt, the coward will ?at” out Its 
master and reveal what it knows of Dracula’s 
plan (whlch Isn’t much). In this case, read the 
following aloud. 

If the group takes the ratman up on his offer, 
he leads them through a hole in the wall into the 
haven of the Keeper’s C W  ( a m  7.) F m  
there, the party can sneak into the kltchan cnrd 
OpssrtheMaetdoorlnbo~lWJ&roOm 
(snr 5). ff€aoInhs and the rea d h  
are prmmt, the party could have a mu& 
greaternght on itskandn. 
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THE NET IS CPST 

Vlewlng this scene calls for a fear check. If 
characters look closely, they notice that the 
bodies are pale and desiccated. This condition 
and the terrible punctures on the throst leave no 
doubt that this is the work of vampirar. Most of 
the bodles are Chinese immigrants or sallors 
taken from nearby wharves. These are the men 
the papers believe were shanghaied by the 
shipping comaanies. 

I 

,. .. ,. 

nawing at every fiber of your 
push through the chilly waterr 

Somewhere just below the dark surface lurks 
a pack of creatims 80 terrible that lust one 
could kiM you en 
push onward, kn 
the horrors’s existence, that is exactly what 
they will do. 

A Woated, desiccated corpse blocks yc 
contorted into a rictus of 

ed eyes stare at you as if ii 

I 



It is indead a casket. The flrst coffin 
encountered is the one Dracula used on the 
voyage. It b RUed only with soloil. This could be 
particularly unsettling if a character reaches 
insl& and feels the oozhg mud, but it is not 
dangerous in any way. 

Nearby are the other six coffins. The DM 
should allow the heroes time to stake one or two 
of the creatures inside them kfm the others 
are aroused and begin to emerge from their 
violated sanctuaries. when they awaken, the 
vampires will be in a strange sort of frenzy. 
Though they remain underwater and attempt to 
attack with surprise, they attack with such fury 
that anyone seeing them must make an 
immcdistc fearcheck. 

NCi=dthebroodhWeMIWdthah 
facuitbs yet, and 80 will not snsmpt to escapf$, 
qardbs  of how much &magethay suffer. 

Yarag WlnIpirm (5): Int very (12); AL e 
AC 4; MV I5 (Sw 3); HD S; HP 53,48,47,43, 
36; THAW 13: #AT 1; Dmg l&l; SA Energy 
drain; SD #e bdow; MR 
XP 975 each. 

ML Ulte (14); 

more, the vampire cbn immcdiate~y pull the 
character back under water. Af&r that, the vam- 
pire can quickly dispeitch the drowming mortal 
while his hiends struggle to help from above. 

Fiyhtiny in tha Water 

The waters ofSon Francisco Bay arc mld enough 
this time of year to stun charactm, who fail a s#s 
tern shock d l  the f*st round in the water. Alter 
that, all attack and damage d b  are ma& with a 
-2 malty. RRW~IIIS with me(sl-js~kated 
still function when fired at a creshrn mdawatcr. 
but only at a range of 2 feet or less. Of course, 
any firearm immersed in water is useless. 
The rules on page 1U-123 of the Plager’s 

Handbook address drowning and mvlmmlng. 

Ths Prince OF D a h s  Urn&! 
After the terrible battle with Teepes’s brood, the 
player characters will have a few moments to 
rmtbaf0re.n 
fsce-Dmc& 
deathofhhchUdren.Atfirst,hsdllact&uly.b 
discover Jrnp why these mortals have w o d d  so 
hard to foil phns they didn’t even understand. 

The oadronration begins shortly aftar the 
team ntumcl to the pier and moors the boat. As 
the ffntdmracters scale the pier’s ladder, the 

r should read the f p l l ~ :  
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Chapter 111: 
THE NET IS C6ST 

Teepes wants to toy with the investigators for 
a few moments before tearing them limb h m  
limb. He'll ask questions about the shlp fht, 
then use the answers to ask more questions 
about the group's involvement with Toombs and 
the misidentified stowaway. The vampire is 
amazed at the chain of events that has led these 
mortals to set back his plans, and wants to 
avoid a repeat performance after he tears their 
beating hearts from their chests. 

At some point, the characters will reallre that 
this man is the real Bradley Teepea. When the 
r !nt of truth arrives, read the following 
s h to the group. 

feeds off the fear of others? Bah. You are like 
the rest of your countrymen. Every night i 8e 

._____-.__ 1 

As won as the players' eyes widen at this 
revelation, the DM should announce Dracula's 
attack. The Prince of Darkness's goal is to day 
the party as quickly as possible so he can get on 
with his scheme and get his new recruits out of 



the city. He will concentrate hla attack on the 
mart powerful characters first ard then chase 
down any who seem less likely to cause him 
-le. 

W i c  €arth in the Villains Appendk. 
The Count’s statistics are Listed in A Guide to 

waiting to be ioedcd onto verscls for 
rt. Most of the crates are Rued with 
and other drygocds. Scvcrsl kegs of 
ade gunpowder are s taked neatly in 

are several larger casks d turn to be 
into ships’ stores. At the far end of the 

er and covered with a tarpaulin. 

I 

1 

r two cranes used for hoisting 
nd several large boxes of imported 
faint aroma of garlic hangs over 

xes, blocks and tackles, etc. A pair of 
. Also nearby are severd coils of rope, 

ns hanging from posts at the bey end 

ne DM should carefully track characters’ 
during the battle. Dracula can be 
by several possible means, but only if 

aracters employ guile and subtlety. Be 
allow the characters some leeway. 

le should be fierce, and all involved 
take heavy damage; but the 

:.f+ontation should be ultimately survivable. 

point during the battle, a fire breaks 
dock becomes engulfed in flames. 

. T#b could happen in a number of ways. If the 
#z are using fireem, a stray shot may ignite 
.&gunpowder. The lanterns hanging from the 

loose. And the DM 
urns nicely. 

PCs should be allowed to break open the 
rlic to hold Dracula at bay If they 

Just as the vampire lord is defeated, 
tremendous exploslon destroys the pier and 

should feel as  if they’ve defeated the Count, but 
his death should never be certain. In this way, 
Dracula can continue to be an active foe in the 
campaign world. 

sends everyone Into the bay. The chataaters . .  
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Chapter 111: 
THE NET IS CffST 

gth-level M s ~ M ~  
Lawful EvU 

STRenm 17 
lmeuraence 16 
D e x ~ e ~ n v  16 
WISDOM 16 

cliARlaM4 
.ARnoR CLASS 10 (8 )  
HOVERUfI9 
HIT Dice 9 
HIT Poprm 52 
W C O  11 

D m a e  pw AITACK: per weapon 
M ~ a c  REMTANCX: Nil 
Wwm PRORawaee: Dagger, navy pistol, 

NO~WEAPON pRosaplaas: Chemistry, 

C O N B T I T M  19 

40. OP ATTACKS: 1 

derringer, sword cane 

Clockwork, Criminology, Demolition, 
Detect Noise, Forbiddm Lore, Geology, 
Hlde in Shadow, History, Mesmerism, 
Modern Language (Rumanian), Move Silently, 

.. Read Ups, Si Sense 

BACK~ROU~O: No one knows much of M o m ’  
background. Though Dracula dkoverad him ir 
London, his accent seems to change from time 
to time, as  if he had lived In many places for 
bng periods of time. Most often his slow, 
gravelly voice smacks of lower class England, 
though occasionally Scottish trills or Slavic 
undertones seem to creep from some dark place 
within his swarthy frame. 

L‘ 
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ut eull things, in robes of 
sorrow, 
Assalled the monarch's 
hlgh estate. 

never morrow 
Shall dawn upon him 
desolate!) 

And round about his home 
the glory 
That blushed and 
bloomed, 

story 
Of the old time entombed. 

(Ah, let us mourn!-@ 

Is but a dim-remembered 

-Edgar-&, 
'The Haunted Palace" 

Red Death is the third adventure in this boxed set 
designed for characters on oothlc Earth. The 
action is baaed on w a r  Altan Poe's dsrrk tak 
"The Masque of the Red Death"; inany 

reread thc M e  to gat a frehfalfor *theam#am 
M d m o o d p E S f & & d h t h e h e u f d b W %  
(For DMs who don't have a- to he's tala, a 
syncpsis is pnwnted at the end of this W.) 
Qsared toward four to dx player charsctsn (PCs) 
of 7th to 9th lavd, this adventure can be modukd 
for fewer charactera by reducing the n u m k  d 
monsters encountered. 

Poe's story is setclk m PUticJrr COUQY a d  b 
given no timeframe. C-, W aetths Ibd. 
European.lhesltedhoamlatheaaiond(hb 
adventure lies nartneat uf&dwcst of the 
various local4ties described in A Gulde to Oothlc 
Earth, this ancient d t y  seema to best flt tlrs 
mood. (Refer t o w  WI: An Atlas d(30thlc 
Ee~krtheRdabodcfabarlfL.rfonnetlononthe 
CityofBuCharsd) 

pot's story feci. 
much&rth#+he l ~ ' s ~ ~ + h e  
oowlc Eaml sewn@ (4l &#e, L W O I  wrr#tcnin 
thssarlyhdfd*rds(h-).As&ht 
sdaptsuon W o u l d  Ukdy anchor zhe tak in UK 

RAvEriLoFP galnepkyela wsdyrh.*a read the 
s t o r y . T h e D t m g t K K - M s r t a ( O M ) i S ~ t o  

Time is a diehrart 

eane of reference. Full desalpiaw -'be ?$I 
2 



in the above products or In various MONSTROUS 
COMFENDKIM~ appendices. 

Pdventrrre Overview 

he setup for this adventure is quite 
straightforward The PCs are invited to T attend a masked ball. Nearly all the action 

of this story takes place within Prospero Hall, the 
host's manor house. DMs are free to embellish 
this rather linear plotline as they see fit. 

that they are among the few 'live" guests; Pros- 
per0 is surrounded by ghosts, all of whom are 
engaged In the masquerade ball. As the night 
wears on and the PCs witness the terror that 
builds with each chiming of the ebony clock (the 
true source of evil at Prospero Hall; see page 9), 
the PCs discover they must stop the clock before 
the final chime of midnight. If they do not suc- 
ceed, the disease referred to as the red death will 
descend upon the revelers . . . Including the PCs. 

The DM should carefully track the passage of 
time and warn the players to do the same. If the 
PCs do not discover how to stop the ebony clock, 
they should vacate the premises by midnight. 

The PCs must discover that the clack is the 
heart of the evil Inside this manor house. The PCs 
are unlikely to recognize the clock as the key 
until after they have observed the courtler8' 
responses upon an hour being struck. Mer ail, 
then is nothing strange about a grandfather 
clock In a manor house. Should the PCs tarry in 
finding the clock. however, they might not have 
enough time to destroy it. Stopping the ebony 
clock from chiming would seem to be a simple 
challenge for the PCs, but It Is well guarded by 
automatons created by the clock to service and 
protect It. 

Prospero's curse and prevent the arrival of the 
red death. If the PCs are successful, the prince's 
few 'live" guests who manage to avoid being 
scared witless continue their revelry until they 
collapse, unaware of the fate they might have 
faced. The ghostly courtkra disappear. finally 
laid to rest. Prospen, and his devoted servant 

The characters attend the ball, only to discover 

By stopping the clock, the PCs break 

live out the rest of the1 
But what If things do 

P a  story, the PCs will 
the red death begin to ma 
prevent the eboryl clock from 
stroke of midnight. The adven 
cliffhanger and a race against ti 
must dismantle, destroy, or slle 
flee before midnight finishes ch 
outcome incurs cicath. NO saving 
allowed against the disease the Red Death 
bestows when the bells at last fall sllant. 

Ir 

Notes to tb PM 
comment should be made regarding 
Roswro Hall. the manor house det.ikd -. 

4 \ithemap on p&es 20-21.  hi. tm~m is 
typical of large estate houses built In the I W s ,  
and can be sdeprcd by DMsfor Gothic Emh 
adventures of their own. Although Red Death 
uses only a porUon of the ground b r ,  the 
second and third b r a  am mapped for the Win 
the event that the PCs stray from the ploaand 
the ball! 

Furthermore, with extra research Into the late 
19th century, the DM can expand on this KttLg 
to capture the mood of the time. Any good 
encyclopedia or history text can deliver an 

added realism, an aulhentlc late 1800's volume 
would be ideel. Victorian photo@rapha and tlisays 
written in the vernacular of the tbna capture ths 
true flavor of Gothic Earth far more r e d l y  than a 
modern version or recreation. And the Dungeon 
Master who wants to go all out might -h tor 
old newspapera, playbills, and the tikc (or 
facsimiles thenof) to give to players 08 a final 
touch. 

The DM and players should also notc th&.che 
red death encountered in this edrentwr Is merely 
a disease sent by the larger evil knoan, 6s the 
R e d  Death. The PCs wU1 not be facing the great 
evil described h A Gufde to OOtMc €3- 
however, If the PCs succeed In their misrkn, no 
doubt exists that they will attract the attcntlon of 
the Red Death itself. 

aCCUIah npnSemi0n of the 1890'8, but for 

! :  . .  
, '  

.. 
. .  

3 



dwelt alone 
In a warfd ofmoan, 
And my soul was a 

stagnant tfde, 
77lf the fair and gentle 

EufaUe became my 
bUhiWb&k- 

Tiff the yellocu-haw uoung 
Eulalle k a m e  my 
smlflng brfde. 

-Edgar Allan Poe, 
'Eulaile" 

The year is 1899, the 
advent of a new century. 

Prince Prospero, the host of the masquerade b-" 
in this adventure, is a man haunted by his pad 
literally. For more than 400 years, he has lived 
his life surrounded by ghosts: the spirits of 
victims of a plague known as the red death. 
Although he cannot physically transmit diseas 
Prince Prospero is cursed to be a conduit by 
which the Red Death may cause physical 
manifestations on Gothic Earth. 

Along with a handful of scrvants, Prince 
Prospero lives In a manor house that he built 25 
years ago on the site of Ms ancelrtral home. His 
retalners are fiercely devoted to their master, so 
much so that they remained with him even aRer 
the nature of Ms curse became apparent. 
Perhaps such loyalty aroused sympathy In the 
powers of good. Whatever the reason. Prospero's 
servants, like the prince, are vlrtuaily immune to 
the red plague. I 

as the twilight between life and death. They are 

I 

< 

I 

I 
I 

, 

I 

I 

The inhabitants of Prospero Hall live in a 
strange netherworld that can best be described 

physically alive, though they have not aged In 
the 400 years of their cursed existence. They 
need no food or drink, though they have learned 
to eat and drink so as not to arouse suspkion In 
visitors from the outside world. The servants do 
not mingle with the helpfrom other estates. and 
every so often, Prince Prosper0 "dles" and a 
'distant relative" comes to take over the 
ancestral home and title. I 

I 

I 

I 

I 

Abough the mano 
wyidecote, the house 
Hall by the locals. 
Prospero Hall is used in this adv 

Prince Prospen, (IOth-lcvcl Soldier) 
STRenOm: 12 
-. 
C O N ~ l l O N :  
1nreuroutn: 
WISDOM: 12 
ClURlearr: 

fwscm cLA88: 
M O V F M E ~  12 
HIT DICE 
HIT Pomrs: 
THACO: 
Yo. op A~ACM: 1 

c-) 
DARAWATMK: 1-2 or ey w e n p l ~  
S m w  AITACKS: NU 
SPECMI. DEFENSES: Nil. 
b a r  RESISTANCE: NH 
gae: 

me prince ha$ the 10dc of a 
who was once ha1 
height, though he dfghtly. His *am 
ruddy wl(h health, .ha# bscam pek 4 pasly 
DVW time. His hslr, once thlck and Msdr, b RII* 
thln and gray. Prosper0 sports a sryush k d y k e  
beard and moustache shot with gny. His eyeu me 
his most lively feature, for t h y  a qmk& 
interest in lifc--a spark that not even the papin 
centuries have quenched. 

Pmpero Is 'a m n  

clock binds him and 
ahadow life, he is unable to affect the cloek. 
Whenever he or hls ratsinan attempt ta tuuehthe. 
clock, their physical form c h a n g n l l a u b  . .1 
ethereal form. , ,; 

exlstence are turning hlm and h b  servants Into 
ghosts. He cspecidiy fears the next masquered 
for it will be the MAh tlme the clock har c h  

P e r s - . w  

Prosper0 fears thattheue bng yeam*. 

I 



midnight. He has Invited the PCs in hope and 
desperation, knowing this might be his last 
chance to break the curse. If he cannot, he and 
the PCs will become victims of the red death, 
doomed to be ghosts forever. 

Prospero*s Past 
rospero was born In the western foothills of 
Rumania (In the region known as P Trmsylvanla) In the year 1427, a few years 

before the birth of his distant kinsman, Wad Tepes 
(see Appendix II: Villalns of Gothic Earth in A 
Guide to Oothhlc Earth for more on Tepes). The 
two young men met occasionally, and a frlendly 
rivalry grew W e e n  them as the years passed. 
But while Prospero was content to let their 
competitiveness remain on the practice fleld, 
Tepes was not. 

The two first met the summer befqre Tepes 
would start down the path toward becoming a 
creature of the undead. They were practiclng 
sparring with new polearms each had made. 
Prospero’s had the greater length and balance, 
but Tepes’s was short enough that he could UM it 
as a spear If pressed. Cwrr[en of & two nobks, 
family members, and fellow knights g a h d  
around to watch the contestants, for they were 
well matched and the rivalry between them was 
common knowledge. 

Now, It w happened that Prospem had fallen in 
love wlth u Saxon rndd named Frytha, a ghl who 
had becn captured and haded to the Rumanians a 
year or two earlier. She was a comely thlng, wlth 
flaxen hair that fell to her knees when unbound, 
and eyes the color of cornflowers. She served in 
the household of Vlad Tepes, and her charms had 
not gone unnotked by that young prince. Thus far 
Frytha had manegad to avoid Tepes’s attentions, 
but her luck dld not hold. 

kinsman, though only just. The onbokers gently 
heckled him, for they loved both young prince& 
but Tepes’s prlde turned black wlth blttemess. He 
heard no gentl-, only derision. Mled wlth 
wrath, he sought out Frytha and cornered her in a 
dark corrldor between the kltchena end ths 

Tepes lost the eporring match against his 

stables. In his rage at the Incessant jeers and 
catcalls he seemed to hear, he eswultcd FryUa 
savagely. 

Prospero came upon Tepes as Ma cousin 
fln4hed wlth thegld. Pmpero’s angerwas 
terrible, and he clkd aloud a s  he swung his 
polearm at Tepes. But the other prince was quick 
to reeEt; he lesp adde to avold Ptospcro’s Maw 
and fled Into the dark. 

driven by hls love, hla anguish, hls rage. Too late 
did he realize his cownily cousin’s nbesl 
Prosper0 cwid not hait hla swing once bagun, 
and the blede bit Into Frytha’s alrrdy-brukd 
face. A scream I d  Born the girl, but It was a 
short, truncated sound-a sound that wadd bunt 
Prospero all of his llfe. 

Frytha did not dk hwn her gnmsome injury. 
Prosper0 had m a n m  to check the full force of 
his wing. In the days and months that followed, 
however. the prince came to r e a b  that 6 tnre 
blow, bringing true death, would have been far 
kinder to his love. Though the girl’s Injury healed, 

All of Prospew’s might was in that stm*c, 

was crumpled from 

h.d Frylha remained 

SUII, Rocpaolltfandhakardplly. Huw#sdeherMs 
bride, oThi9-84 
rtaur W.horra.pl$lof 
nco(prilkn. Fry(h*Boon*cr. temamd hthe 
swttcudcfor3 
U-tO 
-anta, roitly,* Wkra he-. 



confront Vlad Tepa in his home in Tmnaylvanla. 
The yeera had been long ones, too, for Tejxs. 

H e  brooded upon how he had been bested by hh 
kinsman, and about how. in hia fear and 
cowardice, he had run from Proapelo. The seeds 
of bitterness and envy found fertile ground in 
Taps's spirit. SUI, he did not move to confront 
the prince, for while Tepes was yet human, he 
feared Prospero. 

coldrontstion, sadly, was inevitable. While 
Prospero was now an aging knight, his combat 
skills long unused, hls klnsman had become 
'Vlad the Impakr," and ultimately "bacula." The 
years of self-imposed humiliation had featemd in 
Tepa. He refuaed to kill Prosper0 outright. &ttsr 
to prolong his enemy's misery and pain1 

kinsman's feeble M o w s  and laughed. With a 
single swipe of his hand, he knocked the prlnce to 
the granite tloor, Dmcula's bellow echoed through 
the drafty castle, as he crkd aoud: 

The outcome of their long-delayed 

Inside his ancient hall, bacula Mocked his 

"Twetvcarethehouncfmldnlght, 
And twelve shd bAf t h ~  doom- 
Ague shall shake ihee, spitib break thee, 

Proapero was struck down 
Blood shall SmBlV thg tomb!" 

wrhhlng h 
pain. His body shook with convulrlons and he 
sweated blood. His retainers w e  rightly 
frightened, and some of them Rcd Dracula's 
castla. But loyal Edgertm and a few o(hen 
carried their fallen prince away, &urning hlr 
rackdbcdy to the -19 hlsoumhme. 

T q m  had intendad that Rospwo ruliah 
horrible phyakal and mm&l agony bakrr 
died-namely, until mbhi&t. Wtheenaity 
known w the Red Death waa dared by Dracula's 
h a t e d  saw a way bow h b ~ ~ .  It 

energy toward the confirm d a giant deck in 
Prospero's ancestral home. 

very different. . . . 

deflected the curse, guldlng tha n.mbdmt 

Prospero did not dk. But Ms nfe becamaMly, 

G 



he most salient aspect of Prospem’s curse is 
that he exists in a sort of stasis. for he is T neither dead nor undead. In all respeas, he 

seems to be a man in his fiftles; but he has been 
so for more than 400 years1 He can move about 
by day or night, see and speak with strangers, 
and conduct his daily affairs as an ordinary 
human. 

His existence has only one condition: He 
cannot leave his grounds for more than half a 
day. If the prince leaves Prospero Hall for a 
longer time, his retdners begin to suffer the 
effects of the red death plague. As soon as he 
returns to the grounds, their suffering ends. 

Prospero’s servants are free to come and go. 
At Rrst, they stayed with Prospero out of loyalty. 
Now, 400 years later. they have seen the deaths 
of all their relatives and frknds. In their unnatural 
state between life and death, they have no real 
place in the outside world. The manor is now the 
only home they know. 

Prospero’s curse is tied to the erratic chlmlng 
of his ebony clock. When the Red Death 
corrupted Dracula’s curse upon Prospero and 
sheltered its vile energy within the casing of the 
ebony clock, the timepiece took on a life of its 
own. Further, the evil generated by the clock is a 
magnet for things strange and macabre In the 
netherworld-and Prospero Hall has become the 
site of some unusual paranormal activity. 

Prospem can deal with the odd vampire or 
werewolf or two, but the Increasing number of 
ghosts around the manor wears at his spirit. 
These are ghosts for whom he f n t s  responsibk. 
In a way, he is. 

In the past 400 years, the clock has struck 
midnight eleven times. At those times, Prospero 
and his retainers suffered the horrible physical 
effects of the red death plague for a full hour, 
though they did not die. Other humans inside the 
manor contracted the disease and perished. 

The first time the clock tolkd midnight, 
Prospero had been throwing a gala party to 
celebrate his escape from Dracula. One hundred 
of his closest friends and family were struck 

down that night. The villagers who were not at 
the party panicked at the wldance of pbgw, 
and Prospro’s principality w a s  virtually 
abandoned. The area was never fully nattkd, 
though evenUally, those wUling to brave the bad 
luck, unaware of if or escaplng something worse 
occupied some of the vacant propertks. 
Prospero and his w a n t s  were destlncd for M 

even mater shock At a celebration hosted by 
the prince years later. the ghosts of the guests at 
his first party appeared as the dock began to 
chime. Again, the dock stnrck the houm up to 
and including M g h t .  The Red Death sent its 
vile disease 8nd the uving guests dkd. 
Recovering from hls agonies to flnd his house 
once again littered with corpses, Prospro 
recognized the true nature of his curse. He trkd‘ 
to destroy the ebony clcck-but neither he nor 
his servants could touch It. 

In the wake of the second plague outbreak, 
Prosper0 determined to live in absolute seclusion. 
This would not seem difficult, a s  once agaln. 
tales of a plague outbreak made o u t s k  shun 
the region-for a time. But the clock had other 
plans. Through the centuries, at odd intervals, it 
chose to begln tolling . . . and Pmspero knew the 
red death would strike. whenever the c k k  
began to chime, shortly thereafter, guests would 
gather at his door. They would enter hb home, 
die, and subsequently become ghosts to haunt 
him. 

The prince Med to prevent the d o o d  
strangers from crossing the threshold, but the 
clock constructed automatcum (nonllving, 
mechanical servants) to carry out its bidding. 
Prospero urged gmts to kave early, but 
whatever he did was thwarted by the machines. 
The prlnce also attempted to warn hi8 unwary 

guests about the ebony clock, in the hope that 
they could destroy U. However, this aflort was 
doomed as welCapesking explicrtly about the 
clock triggered the red death’s arrival; guests 
died before they could even reach the gallery 
where the clock stood. 

Prospero’s secretive ways have naturally drawn 
gossip from townspeople, but over the centurles, 
memories lapse and horrors fade. The locals now 
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I accept the oddities of Prospero. 

chimed midnight eleven times. The pdnce 
believes (rightly so) that the next occasion will be 
the end of hlm. Twenty yems ago, he dellbarately 
held a party and tried to give clues to some of 
the guests. None realized what he was intimating. 
and all died as a result. Prosper0 fears for his 
guests tonlght, but he is driven by the dread that 
this is hls last chance. 

The prince has found what he believes to be an 
ideal situation: the !5Oth anniversary of the death 
of one of his favorite authors, Edgar AIlan Poe. 
Astonished by the uncanny dmllarity between his 
life and a tale wrltten by an American he never 
met. Prospem Is hoping for salvation. By inviting 
literate, Intelligent guests ( m e  of whoae 
explolts he has heard of-that Is, the PCs), he 
intends to discuss Poe’s works and somehow 
intimate what must be done about the clock. We 
preys that discussing a literary work (as opposed 
to his real life) will not invoke the wrath of the 
ebony clock. 

At the time of this adventure, the clock has 

The cumnt manor is only 25 years old. built on 
the slte of Prospero’s ancestral home. The p h c e  
once tried to bum the clock in an attempt to 
destroy It. The clock survived, but the previous 
manor house did not. 

gaslights, which tend to produce bad odors and 
be fickle. The manor is equipped with running 
water. Dcspite the newness of the bulldlng, an alr 
of emptiness end neglect hangs about It. 
Prospero Hall s h d d  be flied with servants 
bustling to keep such a massive structure clean 
and in order. Instead. Prospero’s few retainers 
have done their best to clean and furnish the 
rooms allotted to the masquerade. If the PCs 
wander elsewhere, they find the manor dktv and 
seemingly forgotten. 

The house contains no electrical nxtures-oniy 

., r, 

Some sepulchre, remote, alone, ,. 

Against whose portal she hath thmwi 
In chtldhood, many an ldle stone- 
Some tomb hvm out whase sounding W. a m :  
She ne’er shall brce an echo more, 
mrllllng to think, poor chtld ofsin! 
It was the dead who groaned within. 

1 

of appadtlons, or g 
dead more than25 

those kitkd only 20 ,yam ago, during the I.n. : 
ball, are merely strangely transparent 

visible to Prospem and htr servants., WMk 
incorporeat ghosts are Invisible untess the 
is a mystk, has the SMb Sense or Psyc 

of true seetng, the smdmnporeai ,- are 
barely discernible to any PC If he or she W v  
looks for them. At the chbnbg of eaeh b, 
however, all the revelers bccana vblbk,for* 
exact interval that the dock MK(ndA At &ght ., 

o’clock, for emmpk, for the inhrwl of eight 
chimes, visitors can seethe h\qlasof makn 
from the past 400 yeem. 

opportunities, however brief, to con& wlW-the 
apparitions. The ghosta grow progmrrlvaiy 
agitated as midnlght r h w s  near. Rogsm, 
feellng remora and guilt at hlr part b aU thQss 
deaths, Is atricken dumbupon esch CMmtng 
the how. He can, however, am! wd.conwnt 
the ghosts at other tlmea. If the PCs’ party 
contains a mystic, that perm may attanpt to do 
the same. ?+ 

(Incorporeal, in game terms). 
Regardless of form, these ghosts me d a y s  K? 

proflchcy, or is othnwrisc Qlffcd *a 

A. the night wears on, PCs wlll ham 

I 8 



The Ebony Clot& 
And the p e o p l w h ,  the people- 
They that dwell up in the steeple, 

All alone, 
And who, tolling, tolling, tolling, 

in that muffled monotone, 
Feel a glory ln so rolllng 

On the human heart a stone- 
They are neither man nor wman- 
They are neither brute nor human- 

They are Ghouls. 

-Edgar Allan Poe. 
"rn Bells" 

The heart of evil in Frospero Hall is the &nu 
clock, a monstruus construction of ancient 
origins. Resting In Room Y15 (the plcture gallery) 
in an alcove along the west wall, the clock is 
shaped much like a glant grandfather clock, save 
that it is some 13 feet high and 10 feet wide. 
Elaborate panels of impervious ironwood Rank its 
sides, concealing the assortment of bells it uses 
to toll the hour. 

Between these panels stands the clock's inner 
mechanim. Behind a leaded-glass door (which 
is impervlous to breakage as If enchanted with a 
g k t e e l  spell), the multiple gears. pulleys, and 
pendulums are clearly vlslbk. The case that 
houses the mechanism Is large enough for two 
full-grown men to stand side by side within. The 
door provides access for maintenance by the 
clock's automatons. 

the Open Locks proficiency have a chance to 
open It. A penalty modifier of -5 should be 
applied to the PC's chance. Further, the lock is 
trapped with a needle bearing poison (Type D). 
This poison is a leas potent version of the red 
death and Is not necessarily fatal. If a character 
detects the poison trap without triggering it, he or 
she can avoid it. Failure, however, resulta in 
contractlon of a mild, noncontagious form of the 
red death plague. 

A PC so infected begins complainlng of 
dizziness and sharp palns within 10 minutes. 

The glass door is locked, but characters with 

Shortly thereafter, he or she begins to sweat 
blood. Obviously, this is c a m  for great alarm 
among the other PCs, Prospero, and his servant& 
Prosper0 will confirm that the PC has the red 
death, then ignore the character, as wiii the 
servants. They are, after all, h u n c  to the 
plague. Fellow PCs, however, should believe that 
they have been exposed to the highly contaglous 
disease. They m y  attempt whatever curative 
measures are at the& disposal. R-rdba of MY 
actions taken, the PC recovers at the end of half 
an hour. The player characters may beWv@ that 
their efforts cured the character. If so, they may 
further believe they have nothlng to fear once 
midnight strlkes and the plague arrlves In MI 
force. 
Nothing could be further from the buth. 

The crux of this adventure hinges upon 
destmying the clock or somehow ham- L 
from striking midnight. A PC mlght try to enter 
via the leaded door of the clock case; however, if 
he or she is successful in picking the lock and 
avoiding the trap, another surprise awaits: 
electrfclty. All metal components (whkh is to say. 
all components) inside the clock case aem 
rigged to an interior e1wMc.l s o u r c h g h  the 
manor is not wlnd for ebat&@. 

minions as if L were a lord devi l  (a& the 
rulebook, Villaks of QoWc Earth Appendix). 
One defense Is the mqkal dectrfcltg (similar in 
effect to a shocklng grssrp spell, but more 
powerful) that coursua tbmugh the clock 
mechanism. The PC rrho 

building will likely lull 
the PCs Into not looking fm such a trap. 

Once "burned," the r characters might 
start looking fc+ 6 phy 
e l e c t r i c i t y d .  outlots, generators, and the 
iikcbefore they suspect the magical nature of 

urce for the 

I 
i 

1 

! 
1 

i 

j 

j 

! 

~ 

i 

! 

i 
i 

i 1 

I 

I 



the shock. Mer dl, ekctricity Is sccknca; and it Is 
known to wdst Magk La, at best, a myth based 
on ignorance. . . . 
In the clock. PCs should be allowed to de-play 
their constemation when they cannot supply 
scientific answers to thls puzzle. 

Hscklng at the internal mechanism results 
in more electrical damage, as noted above. 
Furthermore, the clock then produces 
automatons as a second line of defense. The 
PCs are likely to be overwhelmed by the 
automatons, for the clock can create two 
every mlnute. (For detells on automatons, see 
Rooms 17 and Y15.) 

Were thls a standard RAVEN LO^ adventure, the 
PCs woutd likely use magic against these maglc- 
wielding foes. But thls Is Gothic Earth. It is here 
that the PCs have a chance of uslng their most 
Ingenious, modern-day devices, such as 
dynamite. If the PCs can somehow overcome or 
distract the automatons and detonate ten or more 

No logical explanation exists fa the electricity 

I 

sticks of dynamite (or equivalent other explorlve) 
inside the clock's casing, the clock loses some of 
its function: It can no longer produce 
automatons. The mechanism connected to the 
bells has a 50% chance of surviving such an 
attack. DMs who opt for a kinder ending CM tdl 
players they have destroyed the c b d q  DMs who 
want to test their players can tell them (hy hew 
silence . . . then an UmnlstSksMe 'tick, to&" as 
the hands move toward mldnlght. 

The slmplest (though not the most ObVIws) 
method of opposing the ebony cloek Is to 
physically prevent Its chimes from sounding. 
Although the i m w d  panels concealing the 
bells am Impervious to destruction (including 
dynamite), they are the clock's weak point. The 
panels are decwaUve and ornately cwv.d; thsy 
screen but donot eaptrrly enclose the bulb. And 
these pan& have no ekctricd dakrr~.  

BY studyina the PrlW w- thst 
the bells, the PCs may flgure a way to eirtHl 
disconnect the pulkys or disable the beits. A 
serks of rods mlght prevemt the pdkeys fiom 
moving; muffling thc bek with feb& or paper 
could sllence the clappers. Of course, all thls 
takes Ume--a mhknum of one hour for a 90% 
chance of success. Each 3O-mlnute reduabn d 
time dmMses that chars by 10%. For 
attempts of less than 10 minutes, the DM rkouul 
assign a percentage chance based on the PCs' 
efforts. 

If the PCs run short of time, they may opt to 
take the butler's &ce and &c. The clock uses 
Its minions to prevent guests fium kwhg the 
manor house preinaturely-that Is, before 
mlddght-so aa to keep the victim count high. 
The PCs may be able to defeat these mbrions, but 
if they attempt to leave too early, the DM c m  
deley them by planthg m e  tantRcd Uve grrb 
(see Rooms *6 and #9) tobe rescued, Ivmsumd, 
and escorted around the manor. 

DM'a M e :  The clock has the ability to 
advance ttmc In 20-mbrute Lncnanentr. The DM 
may use thls abUlty as ORen aa nscarury to 
maintain a sense of suspense and urgency 
around the adventure. 



I 
ould God I could 

awaken! 
For I dream I know 

not how! 
And my soul Is 

sorely shaken 
Lest an evil step be 

taken,- 
Lest the dead who is 

May not be happy 
forsaken 

now. 

-Edgar  Allan P a ,  
'Bridal Ballad" 

Although the PCs can enter this adventure In a 
nwnber of ways, the text below assumes they 
accept Prlnce Prospero's Invitation (see the 
following page). Since Prosper0 lives in the 
foothills near Bucharest, he sends invitations 
only to that clty. However, if all the PCs a n  
based elsewhere, the DM must devise a plan for 
them to visit southeastern Europe. Perhaps they 
must call on a noble, and the Invitation is 
extended to that indlvldual's guests. The 
invitation method also works to introduce new 
PCs into a party, or to gather a group of new 
players together. 

Ideally, the DM should photocopy (or, 
depending on his or her calligraphic skills, 
hand-letter) an invitation for each player 
character. (If the DM chooses, a calligraphy 
book might be found at the library; the script 
called "Copperplate" provides a truly Victorian 
style.) Rolling the invitations and tying them 
with colored ribbon will make an elegant 
handout. Or, if the DM has candle wax and 
something that can form a 'P" as a signet or 
another type of seal, folding the invitations and 
sealing them with wax will give an authentic 
feel. 
To add to the festive nature (and ultimately to 

the macabre mood) of this adventure, players 
might attend the gaming session wearing masks 
or even costumes. The DM should assume 6- 
guise of Prlnce Rarpero. 

the door slowly swings open 
the buijer. You look at him in 

II I . . * ?  L.. 

The DM should pass out invitations to the 
players, with the explanation that winter etormr 
have kept most travel and festivities at bay In the 
city of Bucharest. and that nsidentr M all 
suffering hwn cabin fever. However, the MOW h. 
stopped for a tlmc. Let the playen re&ithelr 
invitations, then take up the role of Balnes again. 

L The masquerade probably seems an ideal way 

to celebrate the pause in winter. The F'Cs should 
be exclted at  the opportunity. if they question 
Baines' comment, read the following. 

c 
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I I  
i 1  

If asked about Prosper0 Hall, Baines corrects 
his utterance to Wyldecote, apologizing for the 
use of the local nickname. Of course, the PCs 
should be clamoring to learn what Baines is 
alluding to. Read or paraphrase the following. 

h e  PCs should realize that Baines' concern is 
purely one of social standing. After all, a butler's 
position in the hierarchy of servants' lives Is a 
reflection of the status of his master. By suege%t- 
@the ffis na( attando ball that mightbe 
bsnecltk their socisl stoth, he b ordy iooking to 
pmBewe his own. 
of coune, this ttltroductlon to the advcn(luc 

OEWll8BtheFCS the W b. If the PCs 
are middle c b-cba- 
modify ffsk.' role to omof  support and 
encousgamcnt. After @I, it would be 4 wcbl 
coup for a butler's mder to be Invited to a 
prince's masked ball. 

If the PCs all know each other, they may opt to 
~ e y t o F ' r o s p c r o H a l l i n a s i n g l e c ~ . I f t h e  
PCs are strangers. the DM can faee them 
together by stating that only o m  rentd cdege is 
available (everyone else In town has seized the 
oppomnlty to go out as well). 

Is held on the even@ of a full m n ,  to albw 
easy travel Into the coun(ryslde after dark. 

, 

As is customary In the 19th century, the event 

After the PCs step from the cllrfisge, the 
coachman whips up the horses, obvbudy ecyp 
bo be away. If the PCs stop him snd queaUon 
him, he only shrugs end muttcn In RuAmfsft. 
Any PC who has that l m g u ~ p d k h c y h e s n  
the words ghmt and g h t d  slip from th men's 
tongue. 

The PCS +hould be rightly puakdthstthe 
prlnce hasbutanttmbnansttaDdingtothe 
arrlvlng coaches. A manor of thb size and a 
masquerade of this magnitude should have many 
servants about. If the PCs fail to notlce this, the 
DM may point it out, perhaps after a successful 
proflclency or Intelligence check. 

name as Anhxdo. However, they soon dioEaa 
that Antonio is a UghtUpped young man. Dei&& 
their best attempts, he weah lltrts WaRlatkn. 
Read or paphrase the following. 

If the K S  qW&n the fOotAlM, he *w 

It 
IS 

._ 
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If the PCs questlon the apparent lack of other 
I, read the following. 

arty indoors. 

.. ,, . .._ K s  get nothing more from Antonio..~ 
" 

.>& 

.-. ,..,. ' , +!; 

. .  

e Note to the DM 
The PCs could pctentielly choom t o e  the 
house by chdestb nmane, should they 
prefer not to announce thcrmrdres at the 
front door. Four other entrances are possibk: 
the kltchenor 1ugg.g~ entmnce (unthkdde 
of the bullding, in thc ICIVM~.' vh?p) br o m  

buitdlng (one b for tmdemmn, an&#n&er 
leads in fnm thegm4r.m). plaec tbtthPcI 
could break a wkdow w d s r m r d  
darkness and enter ttwt way. Hewewr, thay 
a n  likely to be nxlcad 
other than the d n  one. 

TheDMrhoulddron&ethgtthaPC. 
arrlve at the manor hwne at 730, kmhg 
them half an hour to investfgate before the 
cbxk chimes. 

of two doon on the oppol#sWdths 

Qor 



tt see, amid the 
mimic rout 

\ crawling shape 
intrude! 

\ blwd-red thing that 
writhes from out 
the scenfc solltude! 

rurithes!-with 
! writhed-it 
.. .. 

mortal pangs 
the mimes become 
It5 M. 

And seraphs sob at 
wrmln fangs 
in human gore 
imbued. 

- w = A H M P W ,  
"The Conqueror Worm" 

Thb wftbn dctsib the rooms Inskie h p e m  
Hall thmt MC pcptimnt to the adventure. A map 

20-21, and an luucrtreuon dthe house is found on 
pages 1617. 

'Ihe DM should show the players the ikmlmth 
of Rospem Hall to glve Unm a hsl forthe 
structure. Further, the Dungcon Master Is 

archlte&tm to show the pbyen intcrkn of old 
manor houses. Such dctsils of authentlcky, 
accompanied by the descriptions bdow, wlll add 
to the feel and excitement of actually belng at 
h p e m  Hall for the gala masquerade. 

Rooms are described in the order that the PCs 
are llkely to encounter them, assuming they enter 
thehousevia themah doors. 

brfomrsuon prarantcd in boxedtextshouldbe 
read or paraphrased to the playus. Some are- 
are given descriptltms only, and the Dlrl may 
excerpt that information as  necessary for smooth 
game play. 

The even  rooma RLnce Rospero has outfitted 
according to Poe's tale and the atyk in which * 
have been decomted are as follow% 

aDwhs- Hal's fioor pbn rpwr psger 

encoursgcd to locate books on pdod 

J 
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1. W m e  CwrVCanlqp Porch 6 
2. Porch . .  

r -  

mssqUerade. 
The msnsuvant turns toward 

~ f o n v d ~ c B d *  
Antonio steps aside and gestures the player 

characters through the wide doom. If the PCs go 
in, as expected, he quietly disappears. If the Pcs 
pause to discuss their next move, he urges them 
to enter, repeating that the prince awaits his 
we& eagcriy. 

Antonio is not at his station. and the massive 
marbk doors are tightly closed. They do not 
seem to be locked. but disengaged h m  thek 
silent hhges and resting on the full weight d the 
stone. They cannot be opened by physkal mean 
unless the PCs defeat the clock. The PCs are not 
prevented from exiting the manor through another 
door M urlndow. however. 

rigid pnilc b fixed on Ids face. 
E@&on, andhels k e  Proqmu's 

Edgerton (buth): AL LN; lnt Very: AC IO; 
If the PCs later decide to leave Prospero Hall, srthrttir): HD 1; hp 4; THACO 20; 

I d 3  {rn&ssMt weapon); SA nil: 
(14): SD nll; MR rill: Si! M (5S"td): ML 

XP 15. 

Edgerbn b absdukly devoted tothe prince, 
b U t h e b s l s o M ~ s a d ~ m n .  
At thls point in the .dvartura, he reveats nothins 
tothe ch.ractera sbouldthey seek hlm wt later, 
he dght decide that they can be trusted with 
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some of the many secrets he possesses. For this 
encounter, read or paraphrase the following. 

I 

In the distance, the PCs can hear faint strains of 
music and the murmur of people talking. They 
can move on to Room W5. the entrance hall; 
follow Edgerton into Room #4, the cloak mom; or 
try the door leading south Into the picture gallery. 
This door is locked, however. Should the PCs 
attempt to break the door down now, Edgerton 
sternly chastises them and plays upon the PCs' 
(most likely) proper manners. 

Edgerton, unlike his master, has lost all hope. 
He believes that at midnight, the clock will chime 
a twelfth time and he will die. He wants to pass on 
with dignity and with the knowledge that he 
served his master well. He considers himself to 
have done his duty in warning the K= tn Iamva 

before midnight. 

4. Cloak RoomNater Closet 

Edgerton remains in the cloak room, ostensibly to 
await more guests. In reality, he merely loiters 
here, waiting until the PCs have begun to move 
about the rooms. When they are beyond the 
entrance hail, he follows and observes them, in 
preparation for giving advice and ald, should the 
time seem appropriate. 

1 
The man is Arold van Fer$idt& node& &o 

died at Prospero's very Rrst masqucrede and wt~o 
is now a ghost. He Is dressed in the Rnsry of a 
medieval lord, wkh gold and pearla ~cntsttng hls 
ermine-lined sleeves and collar. Once a "fair- 
weather" friend of hospero, he has come to hate 
the pdnce with boundless passion. He is 
thorwghly evn and eagerly awaits midnight, for 
then Prosper0 will belong to hls world. 

Arold VU) Feryld (W-magnitude ghost): 
AL C E  Int Very; AC -214; MV 12; HD 8; hp 58; 
THACO 13; #AT I ;  Dmg IdB; SA cause 
revulsion; SD hit only by +2 or better weapons 
when etherealbit only by +1 or better weapons 
whensorporeakMR3W <7M(5'6"tail): 
ML elia (14); X P  6,000. 
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Thlrd Pbor Kay 
5. Tower s&ircaw 

20. Back r(.ircaw 
91. Bedrwm 
92. Dressing mom 
93. Dmsslng mom 
94. Bedroom 
95. corrldor 
96. Water closet 
97. Bedmom 
98. Bedroom 
99. Young lady‘s bedroom 

101. Bathroom 
102. Bedroom 
103. Bedroom 
104. L&bynbm clOr*18ch.M Itff.r 
103. opm cowt 

loo. h t a r d o u n g  IadW r(.iIease 

i 

106. Young M y ’ s  bedmom 
107. Eiathmom 

109. Corrkbr 
110. Buhehw’sbedmom 
111. Buhelor’s bedroom 
112. Bachelor’s bedmom 
133. Man’s bedroormVakt’s mom 
114. Bedroom 
1 15. Water doset 
116. Bedroom 

lca. Young kdy‘s bedmom 



*e of the mies used in this adventwe are 
drawn from Van Rlchten's GuIde @ Ghosts (9355) 
and are llsted only &fly here. DM.Y who have 
that accessory m y  wish to refer to R; otherwise, 
DMs can use the ghost outlimd in the MDnstrous 
Manual If Informatbn is needed. 

The Rrta numbar given for van Feryld's Armor 
Class is his AC when he h aharsal mdhunder 
attack by nonethereal foa; the second number Is 
his AC when he is corporasl (which he is in this 
encounter) or when ethereal and attacked by an 
ethereal creature. 

If van Feryld successfully touches a vlctim, he 
can cause revulsion in that person for one day. 
Those so affected make all attack rdis, sevlng 
throws, and proRckncy checks with a -4 
though the diaas CM be canceled wNh any 

Ardd van Feryld's goal Is to scare any of 
Prospem's human guests who might pose a threat 
to the- clock chlming mldnlght. Accordingly, he 
hen already fdghtmd the most recant ga~up of 
guests; they are hlding in Room 16, the tower 
stalrway. He attacks immediately if the PCs c m e  
within 5 W of the entryway leading lnto the 
gallery. Although 110 door Mocks acceaa to that 
room, the dcawcry is sealed off with nd gbs.~. 
Blue curtahrs conceal the enby from vhw unless 
someone spedRcally searches for It. 

badger them Into hysterics, and he Is nulldoucl 
?nough to attack at the slightest provocation. He 
attacks In his corporeal form, though If hard- 
pressed, he turns ethereal and leaves. 

h l l n g  spdl. 

The ghost approaches the PCs with the Intent to 

c 

This Is a gwdoeprx0vl#yfor rok-playha, 
for VM Feryld ha8 ck@y W e n  the rbM 
pmpdetks ofthe 18B(YI, Truly proper FCs 
mieMa O k d q d t M t h a Y  ahPIymw1. 
twn ammd, and leave w i h u t  q b g  6 d. 
Tha PCs a r a H k e l y t o b a v e a n a l t e r c ~ ~  
hlm. however. md van Fsryld will c a a b u  (b 

insultthcm. 'Ih.Ks,lf**yhg pops 
Viaorbm,~ovalook. tblsguert ' s~  
IIIO and henti t h ro~ph  &e 
to dlher Room%, the tower 
17. an antechambar. (kpbld van 
not tdiow, w he is m n c m  to 

tap the glmat's a m  0 

More than llkely, 

'rhsn's attention or to empb4ta th 
otlqmtte they are 'disnuJng." Thb 
point at which the PCs dlcFovar van 
ghostly state. for any towh 

encounter at Room 10. for t h e  WIN haw8 p.uad 
to &e polnt at whlch the &VI# cbckbc@ia\a 
c h h e  the hour. 

him. should a battle ocM, 



with the whole; no curving lines alleviate its stark 
regularity. 

apparent when the PCs gaze upward past the 
angled flights. The ceiling of the tower, 80-some 
feet above, is somehow lit with a dlm golden light, 
and is painted dark blue and sprinkled with gold 
stars. It Is an example of brilliant craftsmanship, 
complete with a coved gallery and a gilded cast- 
iron balustrade. 

The three people taking refuge here are human 
guests of Prince Prospero. The women were badly 
frightened by Arold van Feryid. who, in an 
ethereal state, caressed them. If the PCs mec 

The most striking feature of the stair is 

v dressed as (XI 

If the PCs comply with Lord Ellesley’s request, 
w n  arrives three rounds later and escorts 
the Ulesleys to the cloakroom, where they 
remain the rest of the evening. If the PCs 
converse with these guests, they learn nothing 
from the girls. However, Wlesley responds as 
follows, after which Edgerton arrives and escorts 
the trio away. 

7. Mechmbu 

Thls cnnsll mom serves merely as a comwdon 
between the entrance hall, the tower staimcue, 
and the t r m v e n e  corridor. mC alcovo ttrst k k a  
the picture gallery houses a pecuk statue. It 
I& rather like a mannequin of a smant. It is an 
automaton. one of the clock’s mechankai 
creatlons. The PCs wlll likely thhdc lwue of It end 
pass on to the next m. Should they at&npt to 
move the statue or otherwise tinker WWI it, 
however, the automaton attacks. 

Autonuton (1): MCE; lnt Avg: AC -2; MV 1 8  

SA first attack, never surprlssd; SDnH; MR n(l; 
S Z M ( 5 ’ t a l l ) ; M L ~ r ~ ( 1 9 ) ; X P 6 5 0 .  

HD 5+5: hp 35; mAco 15; #AT 312; ome i d w :  

8. Transverse Corridor 

The PCs will encounter aome of the $mats 
ofthe manor. unkrsotherwise i n d l c d ,  
individuals who died at F‘rospem’s I& party 20 
years ago am first-rnagnltude ghosts and are 
incorponsl; Uvy are Invisible unless a character 
has an aMllty akin to true &ng or can llc4 
invisible obJecta. 

Ghosts that are more than 20 years old are 
second- or third-magnltuda ghosts and are 
semicorporeal; they are fdntly vidblc to any 
character who actlvely concentrates on looldng 
for them. 
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From somewhere in t L  ... mor house - 
bell begins to toll the hour in deep, 
penetrating tones. It is an amlent souw, 
and menacing. Its reverberating timbre fiIla 
Prospero Hall, echoing throughout A- 
mansion. 

Unless the PCs become embmlled In a fight 
with the ghost Arold van Feryld, they will most 
likely be in this room by the time the ebony 
clock begins to chime 800. The scene 
described below takes place every time the 
clock chimes the hour (the DM should stage tt 
subsequent scenarios). This is an opportunity ._. 
true horror, and it should be role-played 
appropriately, adding fear and horror checks if 
needed. 

- -  
woman appears leG ihsn 5 feet from you, an( 
falls to her knees as if wracked with pain. 
&hind her, other guests come nearer. their 
faces wlncino in nnln at each toll bf the 

3 

, 

The girl is one of numerous incorporeal ghosts 
that inhabit Prospero HaU. She, like all the others, 
can materialize only at the chimlng of the ebony 
clock. These ghosts are all fust-magnitude 
ghosts. They are typical spirits, wishing only to 
rest in peace. Their stats follow; Armor Clam and 
Special Defenses are as described under van 
Feryld's entry given earlier. These first-magnitude 
ghosts have no speclal attacks. 

When the clock stilkes, if the PCs a n  stll in 
Room #5 embroiled In combat with A d d  van 
Feryld, he grows rigld with the first chime, his 
face blanching in fear. He disappears at the third 
chime. 

Splrlt guests (flrst-ma@tude ghost.) (250 
throughout manor): AL varks, Int varies; AC 0 / 8  
MV12HD1,2,or3hpvarks,TnACO20,19, 
or 18; #AT 0; Dmg nil: SA none; SD hlt only by 

better weapons when ethereal/hit by 
nundane weapons when corpore&, MR lW, 
;Z M (5 16 ' tell); ML steady (1 2); X P  270,420, or 

the PCs to end her exktence. The other gho& 
behind heraddtheirvoiar t o h .  Buttby h e  
only as much time as thetdlingofdgM balb, 
and the first chime or two are wasted by the act of 
materialization and tha PCa' nhnck. Rend ar , 

paraphrase the fdlowrl 

If any PC can see inv 

magnltude ghosts even aRer the klh fait dknt. 
Such a PC can elso converse with the ghosts. 
This is likely to be the first U r n  the PCs notice 
the crowd of ghosts at Rorpero's ball. espdeUy 
If they brushed past Arold without 
"encounterlng" h h .  However, surpicrour I%& 
alerted by the coachman's muttering. or even by 
natural caution, may have already noticed the 
"invisible" crowd Modify thls en count^ 
needed. 

other ghost She knowrthe clock mustbe 
pmrmtedhwnchimkr&butdoesnot~ 
where the clock is. Like all the ghodr in thb 
adventure, she is anchwed to the loom in wMch 
she appears. If arkad about her 
only being at a gale ball hmed 
Rosperoinl82Ond.uddanly 
dhrinasa and pain. 

i 

Arabena k-s m ~ e  and IX) -1h0,iny 

1 
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The PCs now have several options, including: 

1. They can enter the dhdng loom and talk tothe 
human guests they saw there. 

2. They can go down the butler's corridor (C16) 
or lntothe bl l l id  loom (117). 

3. They can enter Room #IO, the gentlemen's 
room, and see the next colored room. 

4. They can attempt to break through the red 
panes of glass and enter the pMwa gallery. 

If the PCs Investigate Rooms #I6 or #17, they 
Rnd emptiness and neglect (these looms are not 
cleaned or decorated). A servant quickly arrives 
to shoo them back to the ball. 

flnd the fourth option to be the most logical. If 
they choose It, two thlrd-magnitude ghosts 
become corporeal and attack the PCs. 

Selarud (thlrd-mclgnltude ghost): AL C E  
Int Very; AC 214; MV 1 2  HD 8 hp 60; 
TnACO 13; #AT I ; Dmg 1 d 8  SA none: SD hit 
only by +2 or better weapons when etherealhit 
only by +1 or better weapons when corporeal; 
MRM%;SZM(5'10'tall):MLellte (14): 
XP 4,000. 

lhUa (thlrd-ma@tucle ghost): AL C E  Int Very: 

Dmg I d 8  SA cause feor; SD hit only by +2 or 
better weapons when etherealhit only by + 1 or 
better weapons when corporeal: MR 30% Si! M 
(6'talI); ML elite (14); XP 6,000. 

Playem who are acquainted with Poe's tale may 

AC2/4;MV 12; HD 9 hp69; THACO 11; #AT I ;  
* 

Selarud has no special attacks; his Armor Class 
and special defenses are the same as Arold van 
Feryld's. Trella Is similar, though she also has the 
ability to cause Fear in all who see her. Vlctims 
must immediately make a fear check with a -2 
penalty. The two ghosts defend the entries into 
the picture gallery at all costs. 

9. Dlnlng Room 

nplicated convolutions in the wood grain 
ldlng a strange character to the room. Half a 
Zen tables bear sparkllng white Irish linens, 

Because of the clock's fickle nature, regardless 
of when (or if)  the Pcs entathis mom, R is 
shortly after the ebony clock has struck. The 
guests here are be,  and they are trying to 
preserve some semblance of sanity. Each b 
mustering the courage to b e .  If the PCs U, 
they can hear any of the fobwing quips (DM's 
discretion): 

"An Incredible feat, eh? Prospero's really 
outdone hlmself, making ghasts , , ." 
They're utus, redly, or magiclans, aren't 
they? How elm could they pull that sudden 
appearsnce/disappearance act?" 
'some ofthe WtRtS mnlndcd me ofMr. poc's 
story: you know, the one about the 'Red 
Death.' I swear I saw hlm w m .  . . ." 
'1 MY, do y w  suppose all the*-- 
happnlng here are paranormal, and not &at 
magicians' trlcks? Maybe Poe's cwne beck to 
hawtthaphce..  . .* 
"Actually, John, I'd prefer to h. I've a . . . a 
headache. I know it's bad form to leave 
without rpying goodbye to our host, but after 
all, it Isa masked baU who'stoknowwhm we 
left?" 
' G d  Ideal What say we all leave toasrhar;, A 
bit kss Impolite, that." 

If the Pcs taik to them guests, the seven people 
resdutely deny MY aggeswm . thatrealqhont# 
are about. if informed that the front doon we 
fixed m no one can leavetbe manor houra, &qy 

askance, c ~ y  disbei iev~.  -ally. 
asked &out Poe's talc, one o f t h m  relates it to 
the PCs. 
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10. Gentlemen's Room (Purple Room) 

This room is draped in purple. The s l i i  doors 
at the north wall. leading into Room X15, are 
securely bolted. An automaton is present; its 
statistics are listed under Room Y7. 

11. Garden Entrance (Green Room) 

I dWQted I 

I 

L 
The man is Prince Pnmpero. He h 

elegantIy, though in bcttcr Ughhg, o m  wouM 
s a y  shabbtly H e  wcrn a mask encrur(ad 
with rare feathars and jewels. RospFohas 
0- Ws nmsk sins h b  youth, and )t is 
antiquated compared to the PCs' mstks. 
hospero's stats are listed in the scctbn "A 
Pattern of Evil." 

The woman with Rospcro is Frytha. Unlike 
all the other ghosts in the hd, she was not 
formed by the evil synergy between Dracub's 
curse and the R e d  Death. Like the othtr 
ghosts,sheisvkibonlywhenthe&& 
chimes. Reed or psraphrw fk 

Because of her 7 gruesome features, Frytha is 

cause for a fear check. 

Frytha (tkst-@* m): AL LN; Int VWY: 
AC 018 MV 12; HD 3; hp 24; THACO 7; #AT 0; 
Dmg nll; SA none; SD hit only by + I  abcttcr 
weapons when ethereal/hlt by mundane weajxma 
when corporeal: MR 10%. SZ M (53"tall); 
ML elite (14): X P  975. 

If thc FQ Iistemd cksdy te FiMha, they rnigld 
try to go tbnlgb theBba6p.na. Rndock has 
s t 4 o n e d ~ ~ h s a s , a r d ) t t l T # o  

____i 
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an dressed in the latest Fr 
:in unnaturally pale, stands .-.., 
ass. One finger examines a sha 
inlne. A costumed body lies crulrlyls 
m at hls feet. 
Suddenly the clock begins to toll the now. 
rangely, no invlsible "guests" emerge 
om. The man before you smil 
othy grin. Oddly, the clock ch 

mes. Surely it isn't that late. Co 

,he monster Is a &tu -:=-;!=, --zted 
to Prospem Hall by the excessive paranormal 
activity that occurs here. He has m& this room 
his own, destroying the ghosts once anchored to 
it. He has recently fed on a hapless human, but Is 
still hungry. If faced with overwhelming odds. he 
merely speaks to the PCs. telling them that what 
they want is in the galkry. He also points out the 
pane of vlolet glass and says snidely, 'Or perhaps 
what you recillu want is through here?" This door 
leads to Room #4, the cloak room. The moment 
the PCs turn their backs to hlm, the vampire 
attacks them. 

Vampire, Noskratu (1): AL LE; Int Avg; AC 1: 
MV 12, R 18(C); HD 8+3; hp 64; THACO 13/11 
with weapon; #AT 1; Dmg ld8+4 (Strength 
bonus); SA drains Constitution: SD hit only by + 1 
or better weapons; MR nil; SZ M (6'tall); 
ML champion (16); XP 2,000. 

15. Picture Gallsty (Bkk-and-Red Room) 

rrwspero nail 

the panels are backll 
and the scintlllatlng I 

vlnain. Refer to the W a h  of OOtMc Qwth 
Appendixlathe ndrBodc for lair cbkcrr, and turn 
to thesecth c e h d ' A  Pattam of Evti' In this 
booklet for infomath on the ebony dock, Its 
weaknesses, and Its automatoru. 

The dock has an evil rattknce. ltcsrmot 
command Its ghost mlnionr within thb room, tut 
instead, must rely on its outom-. lt CM aecltc 

Into such raptd pmducrh, thdr qudity 
deteriorates, and the machines attack only onn 
per mund. Statlstlcs for automatoru s r a W  
under R o a n  17. 

these a a me of two per round, SithcUQh Iffomd 

TheautomatoruarenotlMng creatures, 
though they are Saaent. They am bask* 
humwold In form, Md seem constructsd of a 
curloru bknd of atone and metal, which axplaInr 
their exceptionally Mgh Armor Class. They are 
singk-minded snd do not speak to the PCs, 
though they understand human speech. 

The &nu clock relies upon its trap. 
(poison end magical) should anyone attampt 
to tlnkar with its central housing. If the PCs are 
smart enough not to tinker wlth the fxiwktg, 
the clock conutmcts no aqomatoru,  eve^ If 

1s opened, the clock issues forth automatons 
to stop the PCs mtll it has created 25 

the PCS sabtage the beb. Ifthc cadng door 

m a c h  OI b somehow incapacltatcd--wch 
as by dynsm#e. EXpl0Slves also work on the 
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ga tomato^; a stkk placed wrwlln 5 fwtdm 

It explodes (remember, expbdvea have area 
efkt+wethemlebodr &the Combat 
chapter for details). 

autometons, they Wrtil ldevbeamcWodd 
p r e v d n g  the MIS horn chiming. Rorppo 
cannot be found to a& his CpMCn; ha b in 
hiding, perhaps UMbk to beor the emkty of 
the next hour. 5he servsnts, too. h.va 
disappeared. Only Frytha hovers nearby. Y (he 
PCs can communicate with her, &e can say 
only that the bells must be stopped. that they 
must not be allowad to drbna. 

This portlon dthe adventure w a l a  beat0 
the DM is able to minlmlre tho t h e  o w U a h  
to stop the clock. lf the Pcs todr thalrthu 
intervlewlng guests, engaglng in mdee. m d  
Inv-ng the rooma. thb may not be a 
problem. On the other hand, If the Pcs mto 

that they have plenty of time to sctomplLh 
thelr goal. However, tbnc Is uhJact o the 
DM's disrmbn: the c k k  Is fkkle and on 
advance the Ume whenever It Hkes. Thh vork. 
best if Pcs are allowed to 8ee the clock'r 
hands suddenly advancing, and If the jumps In 
time are no more than 20 n~h~nes.  

a u t o m a t o n c a u r e r l d 6 p d n t . d ~ h  

Once the Pcs have byprured rhe 

I 

I 
the piaure gallery qukkly. they may LdeW 

I f  the PCI cancat s&p the clock -the 
Arst bell OftnfdnlgN & l m ,  the clock hands 
tick up to two minutes to mWlght. It pauses, 
then the low groan of the puhy  system 
beginning to crank is heard. (A clock this old 
has lost some d Its accumcy, and, of c-, it 
runs fast.) All throughout the manor house. 
the ghosts become virlble. Each beglns 
wailing In pain end honor. Fwthemom, 
somethlng dlsUnctly haavy EM be he& 
movlngaboutfromoncroomtothenext.on 
the fourth chlme. that something enters thr 
picture gallery: It Is tha md d&h In b 
physlcal manifestation. Read or petaphrSM 
the following. 



h e  PCs still have a slim chance of escaplng 
or mpping the clock if they can do w k f a e  
the twelfth chime. They can try to break out of 
Ihc picture gallery; if they shatter the scarkt 
panels into R o o m  #5, #e, #11, or # I 3  or head 
Wo the w a t e r - c W  through Room c4. they 
m try breaking an outside window to escape 
yI1 manor. If they burst Into the transverse 
conidor, they can Rtc through empty rooms to 
119, the tradesman's entrance. In Room #I  1, 
tkcy can escape t h m g h  the garden doors. As 
&uty run, they suffer the growing effects of the 
pkgue (as described above). but if they reach 
(hc frigld outside ah before the last bell tolls, 
they live. 

considered a success. The DM Is encouraged to 
W e  escape as &In-of-the-teeth as possible by 
(kaving any left-ova monsters at the PCs or 
-ring thelr spesd wlth cowering or cststodc 
npCs If their flight is too smooth. 

Of course, fleeing the adventure is not 

continued on page 32 
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had utterly sunk into silence. there were many 
lndlvlduals who became aware of the presence d 
a masked mure which had arrested the attention 
of no slngk individual before. . . . there a m  at 
length from the whole company a buu, or 
murmur, expressive of dlsapprobation and 
surprlse-then, finally. of terror, of horror, and of 
disgust . . . Even wlth the utterly lost, to whom 
llfe and death are equally ksts. there are matters 
of which no jest can be made. . . . The flgure was 
tall and gaunt, and shrouded from head to root In 
the habiliments of the grave. The mask whkh 
concealed the visage was made so nearly to 
resemble the countenance of a stiffened corpse 
that the closest scrutiny must have dlffkuky 
detecting the cheat. . . . the mummer had 9 
so far as to assume the type of the red denti 
vesture was dabbed in Mood-snd hls broac 
brow. with all the features of the face, WM 

besprinkled wlth the scartet horror." 
Prince Roepeco. along with the others. wa 

shuck dumb with terror as the spparNion beg 
to move about the seven chamkrs. But h i  
ngalncd hb courage and called OCR: 

couUers who stood near h b ' w h o  deres k,,, 
us wlth th4 Msrphsmous mockery? SeLa h h  
and uunmk him-thatwe msy know Pman we 
haw to hang at Mnri.c, from the battlemen( 
No cowtier would move, however, and 

Rasp.ro, shamed at hb mcmantary cowdice,, 
~ a l t e r t h e r o r M d v k h :  

'IRospcrolborr akftadmmdaggcr, and had 
approschad. h mpld Impbdty. towiwntluea 
wfourfss( dthe rrbemtlng &we, when the 
btfer. hm&ng attohad theaxtrsm#y ofthe Mlvet 
a p v t m e n t , ~ S u d d m l y . n d ~ h &  

drcppedOkamine upon the sabcerpal upar 
whkh, imtantly sR.81~ardn, feH promate In death 
the pltncs Rorpero.. . .And one by one dropped 
the revelem In the Mood-bedwed halls of thdr 
revet.. . . And the Uk d the ebony clock w 
oul *th.t ofthe lost of the gsy. And the 
flmndthe tripods uplnd. And Derkness and 
Defay and the Red Death held illimHsble 
domlnlon over all: 

Thus enda "The Masque ofthe Red Death. 
grlm. chUUng mdlng partk~hrly appropriate t 
RAVU(LOR. adventures. Whether the PCs go thn 
way of Pods courtiers Is for the DM and the 
players to discover. 

"who dares? he demanded hosnaly of tt 

W . h W M a d N f p n y - - o n d t h e d s g O a r  

with explosives, of c o w ,  this rewit tmppens at 
the moment the dock Is destroyed.) Read or 
paraphrase the following. 

1 
m 

he remaining rooms on thb Roor a n  
barren chambers that are not used in T Prospero's marquarsde. No encomtw 

have been pbnned for these rooms, nor ut tke 
moms detalled. Entenprlsing DMs wlshing to 
expand on this adventure can use m y  good 
reference book on old braes for detells of 
decor and function. The Victorian era was very 
rigidly defined, both by social statlon and by 
sex, which accounts for the stdrwnll~. 
corridors, and rooms being so dlvkled as wdl. 
An enterprising DM can opt to work within 
these confines or disregard them. 

has an attic and various cellam for winc, cod, 
and food storage. Due to space Iimhtbns. 
these areas are left to the DM's imsghstion. 

Like moat IMW manor houses, prOeaer0 Hatl 

1 
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