





Players Aid #1

Baron Metuo,

In accardance Wilk your instructions I Rave accepled into my care the distinguished
D Rudolf van Richten. He i a mast remarkable man, full of isdom and courage. Under
normal cireumstances, I should Rave Welcomed the chance Lo reduce him to ulter catatonia.
Such an experiment Qauld doubtlessly prodide me With a wealth of Rnowledge indaluable in my
search for a Way o eliminate mental lness. Sadly, I shall not have this chance. J take
comforl in the Rnowledge that tRere aze others oul there who share many of Oan Richten's
qualitics, sederal of whom Rave been recently deflivered into my Rands.

Please adtise me as Lo your further needs in this matter. Van Richlen is ready to be
welutned Lo yowso that yowe wevenge against Rim can be concluded. 9 look forard to daing
business With youw in the future.

Daclaud Heinfroth
PS. Pass alang my beat wishes to MR,

Player’s Aid #2

D Rehner,

9 am sa glad that you Rate accepled my offer Lo join the staff of my humble sanitorium. I
Wl call for you within a fortnight to complote the transformation I described in my earlier
lettens. Solloning that, I would appreciate it if youw would tradel to Mastiza Bay and stay at
the residence of Baran Metus. He makes his Rome and tends a small clinic on Uptraume
Stacet. I am apprising gourof his dsise s that gou may make prepasations o the oy
for once I have visited you, I do not plan to retuwin to the mainland for some time, yeb 9 need

Daclusd Heinfroth
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Player’s Aid #3

/ have mandﬁea/ ty socure two Leys. This one, which will open your cell dovr, and one that |
have retained which will vpen my oun. It is my intention to af/e;ﬂ/af an escape.

 ask jor yous help because | am but an old wan. | am josced to trust you. The wolves of the
Wme/ would gpickly oveswhelm me were | by myself. With the #elp of such as you, howerver, | believe
we can reach the docks, seige our master's caravel, and sef & course jor freedom.

I you are with we, | 7 f/m/g#, Two hours ajfer we are (veted in jor the n/ﬁ#,

Player’s Bid #4

My Decr Basan,

Itis with a heay Reast that I must sepast my failuse to you The shipanecl sundivors that

Cyo/wu obedient seant,

Deelaid Heinfroth
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saw the lips of the
black-robed judges. They
appeared to me to be
white—whiter than the
sheet upon which 1 trace
these words—and thin even to the
grofesqueness; thin with the
intensity of their expression of
firmness. ] saw that the decrees of
what was to me Fate, were still
issuing from those lips. I saw them
writhe with a deadly locution. 1 saw
them fashion the syllables of my
name; and ] shuddered because no
sound succeeded.

—Edgar Allan Poe
“The Pit and the Pendulum”

Ruthor’s Introduction

his adventure allows player
characters a chance to
experience the events

surrounding the demise of Rudolph van
Richten in the year 750 of the Barovian
calendar.

It is important for DMs to understand
that the first adventure in this book,
“Whom Fortune Would Destroy, ” may
prove to be one of the most challenging
they have ever run. By this, | do not mean
challenging to the players, although it will
certainly be that, but to the DM.

The nature of this adventure requires
that the heroes be kept prisoner by a
mad doctor running a sadistic asylum.
During this captivity, their every move is
watched, and they are frequently
subjected to mental treatments that
might easily be considered torture. As a
rule, players rebel against situations in
which their characters are confined and
battered like this.

It is impossible to lay down
guidelines that satisfy the desires of
every gaming group in a situation like
this. Instead, the DM will be forced to
use a little more initiative in

running this adventure than
might normally be the case with
a purchased scenario.
William W. Connors

Adventure Background

he chief villains of the Bleak
(m House campaign are Madame

Radanavich, leader of the
Vistani tribe that kidnapped Van
Richten’s son Erasmus; Baron Metus,
the vampire to whom the youth was
sold; and Daclaud Heinfroth, a vampire
who combines his taste for cerebral fluid
with experiments in madness and
insanity. The first two of these fiends
were defeated long ago by
Dr. Van Richten, but both have now
returned to exact vengeance. Heinfroth,
who has never met the good doctor, was
featured in the adventure Feast of
Goblyns and may be known to the
heroes as Dr. Dominiani. They may or
may not know that he is now the lord of
Dominia.

When Van Richten battled Radanavich,
she cursed him. Although Van Richten
has since broken the Vistani’s curse, her
spirit still plots against him. Indeed,
Radanavich has been preparing her
revenge since she died. First, she used
her powers to draw Van Richten’s family
estate into the Mists. Then, she gathered
the spirits of all who died as a resulit of
her curse and anchored them to that
manor house. Her ultimate plan is to
bring Van Richten there and destroy him,
body and spirit.

Recognizing that she needed the aid of
a powerful corporeal ally if her plans
were to see fruition, Radanavich
arranged for the ashes of Baron Metus to
be recovered and reanimated. Like the
gypsy, Metus burns with the desire
for vengeance against Van Richten.

Using the talents of an imprisoned
Vistani psionicist, Baron Metus has
been filling Van Richten’s




nights with terrifying
nightmares.
As a result of these
nightmares, Van Richten’s mental state
has degenerated into extreme paranoia,
verging on madness. Physically and mentally
exhausted, he was committed to the care of
Daclaud Heinfroth, a respected doctor and the
master of an asylum on the island of Dominia.
The adventures in this book have been
designed to work best with a group of 4 to 6
characters representing a fair diversity of
classes and races. The average level of these
characters should be between 5th and 8th. A
little care on the part of the Dungeon Master,
however, can compensate for larger or smaller
groups and higher or lower level characters.
Although these adventures can follow many
courses to their ultimate conclusion, the
following is the most probable sequence of
events. Minor deviations are to be expected, but
these should pose little problem for an
experienced Dungeon Master.

HAdventure One:
Whom Forfune Would Destroy

his is the first of the three adventures
mthat comprise the Bleak House

campaign. It brings the heroes into
Ravenloft (if they aren’t there already),
introduces them to Rudolph van Richten, and
starts them on the long trail that eventually
brings them to the door of the manor known as
Bleak House.

Shipwrecked

For the heroes, the adventure begins when they
arrive in the land of Dominia. Whether they
begin in the Demiplane of Dread itself or in
some other world, their journey to this accursed
domain begins with them aboard a ship. For the
purposes of this adventure, this ship is known
as the Blue Dolphin. Of course, individual
Dungeon Masters are free to give the vessel
another name if this will help to link it to their
existing campaign.
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The exact reason for their journey is
manufactured by the Dungeon Master to mesh
with his campaign. In any case, a terrible storm
whips up, and the ship on which the heroes are
traveling breaks up and sinks. Most of the crew
and passengers are lost, but the heroes and a
handful of others survive and cling to floating
fragments of the Blue Dolphin.

Mercy

The characters are rescued from the sea by the
crew of the caravel named Mercy. This vessel is
owned by Daclaud Heinfroth, the lord of
Dominia and keeper of a private asylum on that
island. Its crew is composed of cerebral
vampires (see the Heroes, Monsters, and
Settings book included in this boxed set).

If the heroes explore the ship, they may
discover the true nature of the crew. In addition,
they may also learn that there is a secret hold
in the bowels of the ship which is being used to
transport patients to an asylum owned by
Heinfroth. These poor souls are not fated to
receive treatment, however, but to be the
subjects of terrible scientific experiments
designed to test the limits of human suffering.

The Sanitarium

Once the Mercy reaches the docks of Dominia,
the heroes are led to a carriage and driven to
the asylum at the heart of the island. There they
are shown to comfortable rooms and told to
relax until their host can be notified of their
arrival.

Shortly thereafter, the meet Daclaud
Heinfroth and his staff. After a pleasant meal
during which they learn a great deal (not all of
it true) about the realm in which they find
themselves, Heinfroth sends them off to bed.

For their own safety, the heroes are locked
into their rooms. Whether this will keep them
there or not depends upon the actions of the
heroes. If they decide to stay in their rooms, the
night passes uneventfully. If they try to get out
of their rooms and explore the grounds, they
may run into trouble. In either case, wolves
howl ravenously in the woods beyond the
asylum’s walls until the sun peeks above the
horizon.
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Sleepless MNights

Before long, the heroes find that they are not
guests but prisoners. Each night, they are
subjected to a magical sleep aura and dragged
away to be subjected to terrible tortures
designed to push them to the brink of madness
. .. and beyond.

After attempting to escape, they join forces
with another prisoner, who they discover is
Dr. Van Richten. With his help, or perhaps he
with there, they plan an escape.

The Sinister Truth

Eventually, the heroes discover the truth about
Dr. Heinfroth. In short, he is a vampire who
sustains himself not on the blood of the living,
nor their life energy, but on spinal and cerebral
fluids. The vast majority of his patients, Van
Richten included, have satisfied his thirst either
for twisted experiments or cerebral fluid.

The heroes also learn, however, that Van
Richten came to this island following a nervous
breakdown caused by horrible nightmares. He
is now being kept at the asylum against his will
at the orders of a man identified only as the
Baron. Among the stipulations of Van Richten’s
imprisonment is the condition that he may not
be killed or otherwise “permanently harmed.”

Escape

One way or another, the heroes free Van
Richten and escape from Dominia. The final
result of any escape attempt is, of course, up to
the Dungeon Master.

It may be that the heroes will fail in their
escape attempt and be brought back to the
asylum. If this happens, they may be called
upon to satisfy Heinfroth’s obscene thirst. If this
happens, a second or subsequent escape
attempt becomes even more difficult. However
and whenever the heroes manage their escape,
the first adventure of the campaign ends with
the heroes leaving behind Daclaud Heinfroth
and his isle of madness.

Adventure Two:
The Baron

aving escaped from the
ﬁclutches of Heinfroth and his

cerebral vampires, the heroes find
themselves in the domain of Darkon. Here, they
attempt to nurse the good doctor back to both
mental and physical health.

Over the course of this adventure, the heroes
discover that Baron Metus has been revived and
that he is the source of Van Richten’s
nightmares. If these are to be halted, the heroes
must seek out the Baron and destroy him. The
heroes discover the vampire’s lair and attack
him.

In the process of battling Metus, the
characters learn that he is not acting alone.

Out of the Mists

At the conclusion of the first adventure, the
heroes escape from the island of Dominia and
vanish into the mists. Following this daring
flight, they arrive near Martira Bay on the coast
of Darkon. The information on this city in the
Heroes, Monsters, and Settings book is intended
to supplement “Adventure Two: The Baron.”
They soon learn that Baron Metus, one of Van
Richten’s oldest enemies, is in town. A little
investigation leads them to his door.

Tower of Darkness

The majority of this adventure is spent by the
heroes exploring the Black Tower in which
Baron Metus dwells. If they are not careful, they
run the risk of being captured by Metus and
shipped back to Dominia.

The Thinker

While exploring the tower, the heroes may
befriend a psionicist who is being held prisoner
by Baron Metus. The vampire has amputated
the poor fellows arms and legs to maximize the
development of his mental powers. Thankful to
be freed, Bleak House and the Thinker set the
heroes on the trail to their destiny.
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hom Fortune
wishes to
destroy
she first makes
mad.

—M oral Sayings, Publilius Syrus
1st Century B.C.

This is the first adventure in the Bleak
House mini-campaign. It brings
characters who are not already in
Ravenloft into the Demiplane of Dread,
introduces them to Dr. Van Richten, and
starts the ball rolling toward the
culmination of the adventure where the
character’s explore the ancestral estate
of the Van Richten family.

“Whom Fortune Would to Destroy”
takes place on Dominia, an island of ter-
ror that formed in the wake of the Grand
Conjunction. A detailed description of
that domain can be found in the 32-page
Heroes, Monsters, and Settings book in-
cluded in this boxed set. Complete infor-
mation on Dr. Daclaud Heinfroth, the lord
of this domain, his orderlies, and Rudolph
van Richten will also be found in that text.

Running This Adventure

This adventure may be one of the most
challenging that the Dungeon Master has
ever run. At the same time, however, it
may also be one of the most rewarding
and, if properly executed, one of the
most terrifying. Here are a few tips to
help the Dungeon Master (DM) maximize
this adventure.

First and foremost, the DM should be
aware that much of the terror in this
adventure is generated not by the
vampires featured in it, but by the
sinister experiments that they are
conducting on their human prisoners. In

order to drive this point home, the
heroes may even be subjected to one

(or possibly more) of the unusual

therapies available at the asylum of
Dr. Daclaud Heinfroth.

In order to understand the
mood that is meant to be
established during this adventure,
the DM is advised to do a little reading/
viewing before the game. Among the
best reference books for this purpose are
George Orwell’s 1984, Ray Bradbury’s
Fahrenheit 451, and Huxley’s Brave New
World. All of these books provide good
examples of ways in which
dehumanizing treatment can be used to
subjugate the free will of the individual, a
key factor in this adventure. An excellent
film version of 1984 is available at most
video tape rental stores. It can’t replace
the reading of the book but augments it
wonderfully. Another excellent piece of
reference film is The Prisoner television
series. In particular, the episodes Arrival
and The Chimes of Big Ben capture the
feelings of paranoia so vital to this
portion of the Bleak House campaign.

DMs will find that refereeing this
adventure is something of a balancing
act. On one hand, some really bad things
may happen to the heroes. Heinfroth’s
experiments will most likely leave their
mark on the characters’ minds. This
effect can be very upsetting to the
players. After all, they've put a lot of
work into the creation of their characters,
and these newly induced defects are not
easily corrected.

On the other hand, the DM must make
certain that the players feel that their
characters are not just being abused.
They must be given some chance to
affect the destiny of their characters. At
first, these can be little triumphs, but
eventually they must grow into a
successful escape from the island of
Dominia.

If this is handled well, the players will
feel that they have triumphed against
impossible odds. Indeed, given the power
of Daclaud Heinfroth, the absolute
knowledge he has of almost every
event that transpires in his domain,
and the loyalty of his followers, this
isn’t too far from the truth.




‘The Shipwreck

he sea—this truth
must be
confessed—has no
generosity. No display
of manly qualities—courage,
hardihood, endurance, faithfulness—
has ever been known to touch its
irresponsible consciousness of power.

—Joseph Conrad,
The Mirror of the Sea

It is assumed that this adventure will
begin with the heroes undertaking some
sort of ocean voyage. The nature of this
voyage, as well as the type of craft they
are on, isn’t very important. As long as
the DM has managed to get the heroes
onto some manner of ocean-going
vessel, the game can get underway. The
name of the ship, as well as those of any
crewmen that the characters might be
interacting with at this point, ought to be
selected by the DM in accordance with
the campaign background. (We refer to
the ship as Blue Dolphin in the text.)

Getting Started

Several days into the heroes’ voyage,
the wind fails. The sails hang drably
from the masts, and the crew makes
preparations to begin rowing. Of course,
if the ship they're on isn’t equipped with
sails, then the only effect of this sudden
calm is to spook the crew. The following
text should be read aloud:

The sea spreads out around

your ship like a sheet of azure glass
beneath an equally featureless
sapphire sky. The wind, which has
been brisk since you left port, seems
to have suddenly fallen away to a
faint whisper. The deck tilts sluggishly
to and fro as the impotent waves
break weakly against the hull. The
sea air, so recently invigorating and
bracing, seems heavy and oppressive
now. To a man, the crew seems
nervous and upset by this sudden
calm.

Passing the Time

t this point, the DM should allow

the players to get acquainted with

any new characters in the group.
Beyond that, he can recap the events
that brought them to their current
situation.

If any of the heroes are skilled
mariners, the DM might want to give
them some task that will allow them to
make use of their nautical proficiencies
at this point. These can be as brief or as
detailed as the DM wishes, depending
upon the general style of adventure
preferred by the players.

The Dungeon Master can increase the
effectiveness of this portion of the
adventure with a sound effects recording
of either crashing surf or a creaking boat.
Both are generally available in music
stores and serve as excellent background




noise for any naval
adventure. Of course, the
former sound effect isn't really
correct for a ship far out at sea, but
most players won't object to the taking of
such liberties in the creating of the mood.

The Crew

The crew of the ship is upset for a number of
reasons. First and foremost, of course, is the
fact that a calm of any duration makes the
voyage longer and puts a strain on the
provisions carried by the ship. Beyond that,
however, is the feeling that something is simply
wrong. No one can put his finger on it, but there
is something in the air. At the risk of being
cliché, one might say that it’s too quiet. Still,
these sailors have their work to do and they
manage to keep busy.

In the event that they are needed, the
statistics for a typical crewmember are as
follows:

Typical Sailor (?): Int Average; AL LG;
AC 10; MV 12; F1; hp 6; THACO 20;
#AT 1; Dmg 1d4 (dagger); SZ M (6' tall);
ML Steady; XP 15.

The Storm Hits

fter the heroes have made some
gheadway on their assigned tasks or

otherwise killed a little time, the pace of
the adventure suddenly picks up. Without
warning, a great storm erupts. The following

text can be read aloud to the players in order to
start this part of the adventure:

The calm that hangs over the ship snaps
with sudden violence. Sheets of charcoal
gray clouds boil into the sky, and actinic
forks of lighting rip the sky. The wind, lost
for so long, slams into the ship, almost
capsizing it. Sailors scramble to and fro,
attempting to regain control of the ship,
which pitches and rolls like a child’s toy.
Wave after mighty wave hammers the hull,
washing the deck with bitter, gray water,
which is instantly swept away by
pounding, stinging rain.

AVhom Fortune Aould Destron

Depending upon the type of ship that the
heroes are on, the DM should present them
with some sort of crisis at this time. This could
be anything from an important henchman or a
hero being washed overboard to poorly secured
cargo being rattled loose by the churning
waters. The exact nature of the crisis is
unimportant, its primary purpose is to drive
home the severity of the storm and get things
started with a bang.

This storm is not a natural one. Instead, it is
the by-product of the dimensional rift that
draws them into the waters around Dominia.
Because of this, magical attempts by the heroes
to dissipate or control the weather fail to have
any effect. The DM can emphasize the failure of
such attempts by having the storm appear to
grow worse in their wake.

After the heroes have dealt with the
immediate crisis thrust upon them by the
Dungeon Master, things get even worse.

Shipwrecked

nce the crisis in the last scene has been
@ dealt with, the pace of the adventure

quickens. The following text presents
the situation to the players:

With an ear-splitting crash, your ship
pitches hard to port as a stroke of lightning
impales the starboard hull. Crimson flames
spring to life, engulfing fully half the length
of the vessel. Ropes snap, masts splinter,
and the screams of the dying challenge the
cacophony of the storm for supremacy. A
great wave crashes upon the burning hulk,
shattering it and sending you tumbling into
the churning sea.

The heroes will certainly want to cling to the
debris of the ship, perhaps even improvising a
raft of some sort. This task is difficult during the
storm, requiring ability checks at the least and
proficiency checks at the DM’s discretion.

Characters with the Swimming and
Seamanship proficiencies have an advantage
over others and should probably assume a
leadership role here, but of course, that is up to
players. Dungeon Masters might also want to
give bonuses to characters who grew up in
coastal communities or otherwise have a
nautical background.
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: For his part, the
Dungeon Master can
contribute to the drama and
sense of urgency that should be
associated with the ship wreck by moving
¥ things along fast and furiously. The players
shouldn’t be given a lot of time to consider their
options or plan strategies. Time is of the
essence, and the DM should transfer that sense
of exigency to his players.

Riding out the Storm

One way or another, the heroes must ride out
the rest of the storm clinging to debris or
perched upon a lifeboat of some sort. While this
is a miserable and wretched way to pass the
hours, it’s better than vanishing beneath the
waves. The following text describes the torture
of the next few hours:

10
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As the storm drags on, your ears grow
numb from the endless hammering of
thunder and the frozen spray of the sea.
Your eyes are seared by the repeating
flashes of lightning, reducing your vision
to little more than a collection of light and
dark patches. It has been some time since
you lost the feeling in your fingers and
toes, a painful condition that is gradually
spreading up your arms and legs.

Other Survivors

Ten members of the Blue Dolphin’s crew have
also survived the wreck and now join the party.
These characters are of little importance to the
resolution of the adventure, but can be valuable
to the DM for establishing mood during play.
Whenever the heroes are about to enter a
dangerous situation, the nature of the threat can
be driven home to them simply by having one of
these sailors experience it first.

Once there are no crew members left, the DM
is free to inflict these mishaps on any other
retainers, followers, or henchmen who might be
traveling with the party. It is possible for the DM
to target the heroes for these mishaps, but care
must be taken not to snuff out the life of so
important a character.

Provisions

It is likely that the heroes are without provisions
or fresh water. As miserable as things might be
right now, they’ll be much worse if the
characters are forced to pass several days
without food or drink.

Drinking water can be gathered simply by
setting out bowls, buckets, or other containers
during the storm. Once the rain ends, another
source of water will have to be found. Efforts to
catch fish, recover rations from the wreckage of
the ship, and so forth must be dealt with based
on a case-by-case basis by the Dungeon
Master. Regardless of success or failure, players
who think this far ahead ought to be rewarded
with a bonus of 200 experience points.
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h Fortune, what god is
more cruel to us than
thou! How thou

delightest ever to make

sport of human lifel

Satires, Horace

The Rescue

his part of the adventure brings
Ethe heroes into contact with a

ship full of Heinfroth’s cerebral
vampires. They’ll spend a brief time with
them aboard the Mercy, a two-masted

caravel making its way to Dominia.
Read the following text to the players:

As might be expected, the storm is
unable to maintain its intensity for
long. Some three hours after the
destruction of your ship, the char-
coal sky lightens to an oppressive
slate gray, the pounding rain slack-
ens to a steady downpour, and the
hurricane winds weaken to no more
than a gale. At last, sea and sky
merge in a featureless black void
as night falls. At some point, the
rain stops, and the howling of the
wind falls away. Some time during
the night the rain ends, leaving
your party floating in an endless,
black void.

An eternity later, as the cloud-
strewn sky brightens with the
dawn, you see a two-masted, gull-
prowed caravel making its way
across the sparkling waves.

If the heroes don’t attempt to attract the

attention of the caravel for some reason,

the other survivors of the Blue Dolphin
do. In either case, the ship spots

them and turns toward them. The
following text describes this
encounter:

A cry of recognition rings out from
the lookouts aboard the caravel.
Clearly, your plight has been
noticed. Gradually, the ship turns
toward you. Then, with a sharp
snap, the sails fill with wind and the
ship surges forward.

Some fifteen minutes later, when
the vessel finally reaches you, the
dozen or so sailors on the deck
begin to wave and shout greetings.
Their language is guttural and
throaty, both familiar and
unfamiliar at the same time. The
name on the gull-shaped prow
speaks well of your luck, for you
have been rescued by none other
than the Mercy.

The crewmen of the caravel are actually
cerebral vampires in the service of
Dr. Heinfroth. A complete MONSTROUS
CompPENDIUM® Appendix entry for these
creatures, as well as deck plans for the
Mercy, can be found in the Heroes,
Monsters, and Settings book. Because of
the complexity of the cerebral vampires,
no shorthand entry is presented here.
The caravel pulls up to the heroes and
tosses them a line. If the characters
wave them off or attempt to resist being
taken aboard the ship, the vampires
become forceful. They won'’t reveal their
powers or true nature, but they are more
than strong enough to handle a group of
weary castaways. The surviving
members of the Blue Dolphin will not
willingly pass up this chance to be
rescued. If the heroes seem to be
leaning that way, they will join the
vampires in subduing the heroes.




Life Aboard Mercy

he Mercy serves many roles. First
mand foremost, it is Heinfroth’s link

with the outside world. Mercy brings
patients and supplies (usually from Darkon),
serves as a fishing vessels to catch food for the
inmates, and undertakes any other nautical
missions that Heinfroth deems important.

The crew of the caravel are as friendly and
helpful as can be. They’ll offer food and fresh
water to the survivors, as well as promising to
bring them to a safe port. The DM should go
out of his way to make this seem like an
innocent encounter.

The Crew

here are three important people that
mthe heroes meet as soon as they are

brought aboard ship. These are Captain
Baykur, Dr. Rehner, and Young Colin. All are
cerebral vampires who serve Heinfroth.

These are the only crewmen who speak a
language that is known to the heroes. When
any of them is speaking, the DM should affect a
husky accent, use ragged grammar, and
stumble over obscure or difficult words. These
NPCs are described in detail in Heroes,
Monsters, and Settings.

The Truth

There are a number of things that the
characters will not know when they are brought
aboard Mercy. First among these, of course, is
the fact that their hosts are not living creatures,
but cerebral vampires. Beyond that, however, is
the sinister nature of Mercy’s cargo.

While it is true that the hold (area 11 on the
map) is full of the various supplies and provi-
sions one might expect to find aboard a ship
like this, that is only half the story. Beneath the
main hold is a smaller, secret compartment in

which stacks of coffins are stored. Within
each of these pine boxes is a living person,
sealed in by the merciless crew of vampires.
These poor wretches have been
committed to the

.. care of Daclaud
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Heinfroth by loved ones who didn’t realize the
truth about the sadistic lord of Dominia.

As each patient is brought to the ship, he is
taken aboard and treated with the greatest of
kindness by the crew. After his friends and
family have said their farewells, however, things
change drastically. Without exception, each
poor soul is dragged down to the secret hold.
There he is thrust into a coffin and the lid nailed
into place. As the victim's muffled screams
echo off the wooden walls of the secret hold,
the coffin is lashed to the deck and all but
forgotten.

For the duration of the voyage, the patients
are left to suffer in the thick darkness of the
hold. Once each day, a vampire visits the area
with food and water. The food, a bitter piece of
hardtack, is dropped through a one inch by six
inch slot on the lid of the coffin. Afterwards, a
ladleful of water is poured through the slot. If
the person within the box isn’t able to catch the
liquid in his mouth, he must do without for the
day. All told, most of the patient’s survive to
reach the island, but they often lose what
fragments of sanity they had left along the way.

The Voyage

t takes about three days for the ship to
sail from the point where the heroes were

rescued to the docks. Although the actual
distance to be traveled isn’t that far, the ship
must use extreme caution to avoid the reefs
and shoals that surround Dominia.

During this time, the vampires treat their new
shipmates with care. They know that Heinfroth
will be delighted to receive these new subjects
for his experiments, and they don’t want to
incur his wrath by harming them in any way.

If, at any point, the heroes start to snoop
around the ship, the adventure continues with
the section titled “Exploring the Mercy.”

Day One

When the heroes are first brought aboard, Cap-
tain Baykur will call for Dr. Rehner to examine
and treat their wounds. Aware that Baykur
wishes Mercy and her crew to appear innocent,
Rehner does a good job at this task, despite
being something of a sadist. The heroes may
notice that Rehner has only the crudest of med-
ical equipment aboard ship. After all, with a
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ship full of vampires he
doesn’t need to worry
about disease or minor injuries.
All of the crewmen are immune to the
former and quickly regenerate the latter.
Splints, bandages, and amputations are about
the limit of Rehner’s care.

Neither Baykur nor Rehner answer any
questions during the examination. They assure
the survivors that there’ll be plenty of time for
that later, after everyone has rested and started
to recover from their ordeal.

After their encounter with Rehner, the heroes
are led to the forward storage area (area 5).
This place, which holds spare sailcloth and
rigging, is where they and other survivors will
be housed for the duration of the voyage. No
beds or other comforts are available for them,
but it’s better than nothing.

As soon as the characters are settled in,
Baykur and young Colin visit them. The cabin
boy will be told to make himself useful by
seeing to it that the survivors are made as
comfortable as possible. From that point on, he
is at the heroes’ side more or less constantly,
eager to do whatever they ask (within reason).
In addition, he’ll be quick to keep the captain
informed of any unusual activity on their part.

Shortly after the heroes are taken aboard,
one of the vampires transforms himself into
seagull and fly away from the ship. He carries
news of the crew’s discovery back to the
Heinfroth, who begins to make plans for
receiving guests. Only if the characters make a
point of counting heads will they discover that
the crew of Mercy has dropped by one.

For his part, Baykur will answer a few
questions and tell the heroes what’s expected of
them. He explains that they're about three days
from their home port on the island of Dominia.
They're sailing from the city of Martira Bay in
Darkon. His cargo is of little value, being
comprised mainly of various medical supplies
and provisions for Daclaud Heinfroth’s private
sanitarium. He makes no secret of the fact that
he’s employed by Heinfroth and that the ship
belongs to the doctor as well.

Baykur insists that the heroes stay out of
everyone’s way for the duration of their time
aboard Mercy. He invites them to spend time
on deck, but instructs them to stay out of the
hold or the crew’s accommodations
in the stern. They
have no business
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in either place, and he’s
not above tossing
trespassers back into the sea.
Once he’s said his piece, Captain
Baykur bids the party a goodnight (for it
will be dusk by then) and leaves. Colin stays
behind to help them in whatever way he can.
He is full of questions about how they came to
be shipwrecked and listens wide-eyed to any
story they care to tell him.

Day Two

The routine of shipboard life is fairly dull for the
survivors of the Blue Dolphin. Unlike the crew,
they have no work to do and tend to be in the
way just about anywhere they go.

Baykur and Rehner both check in on the
heroes shortly after sunrise. Baykur is polite in
his conversation, asking them how they slept
and such. Anyone who pays attention to him at
all notices that he doesn’t seem to be
particularly interested in their answers. He’s
eager to get back to his work and doesn'’t really
care if his new passengers are comfortable or
not. After all, he knows what’s in store for them
when they arrive in Dominia.

Rehner takes the time to check all of the
wounded again. Again, his lack of medical
supplies may prove to be suspicious, but he’ll
attempt to cover it up by pretending not to
understand the conversation. After his
examination is concluded, Rehner will leave the
heroes and head off to other business.

Most of the nonplayer character crewman
who were rescued with the heroes spend the
day on deck. If the heroes strike up
conversations with them, they marvel at the
skills shown by the crew of Mercy. None of
them have ever seen sailors as agile as these.
Of course, they have no idea that the prowess
they are admiring is simply the supernatural
vitality of the undead.

If the heroes ask for something to do, Captain
Rehner assigns them work of some sort. As was
the case before they were shipwrecked, these
tasks should reflect the nature of their
proficiencies.

If the heroes opt to sniff around, they'll
have to be careful about it. Details about their
adventures follow under the title “Exploring
the Mercy.”
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Day Three

Shortly after dawn, the ship comes into sight of
Heinfroth’s island domain. As long as the heroes
haven’t managed to get themselves sealed into
coffins, they are allowed to stay on deck during
the docking process. Of course, if they get in the
way, they are sent back to their so-called
quarters in the storage chamber (area 5).

It will be well past noon before Mercy is
secured to the docks on Dominia’s eastern
shore (area 2 on the map of Dominia). As soon
as this happens, Baykur and Rehner will lead
them along the road to Heinfroth’s sanitarium.
Behind them, the crew begins to unload the
cargo from Mercy’s holds onto the wagons that
will carry it to the asylum.

Fighting the Vampires

t is possible that the heroes will end up in
a fight with one or more of Baykur’s

crewmen. In most cases, the first attack
employed by the vampires is their confusion
gaze. After this, the creatures resort to more
traditional tactics, like crushing the air out of a
victim's lungs or beating him into unconscious-
ness. In no case will the vampires attempt to
kill or feed upon the heroes. Those privileges
are reserved for Daclaud Heinfroth himself.

Of course, a fight in any part of the ship is
likely to draw attention from those in the
surrounding area. Unless the characters act
quickly and with a great deal of stealth, they
end up facing an overwhelming number of
attackers.

Crime and Punishment

If the heroes surrender or are defeated in
combat, they end up as prisoners of the
vampires. What happens then depends upon
the current state of affairs.

Option One

If the truth about Mercy, her crew, or her cargo
has not been discovered, Baykur does nothing
to give away his secrets. Instead, he decides
which of the castaways was responsible for the
brawl (it is never the fault of a crewman) and
make an example of that person. If he feels that
more than one person (like a hero and a
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member of Blue Dolphin’s crew) is at fault, he
blames them all.

Once he has done this, Baykur calls the
ship’s company (including the passengers) to
the deck and personally administers 20 lashes
to each culprit. Every blow inflicts 1d3 points of
damage to the victim. After every five lashes,
the victim must make a saving throw vs.
paralysis or pass out from the pain. A
cumulative -2 penalty is applied to each saving
throw after the first. If someone passes out,

Dr. Rehner is called to revive him. After this, the
beating resumes.

If a victim dies from the lashing, Baykur
orders his body tossed over the side. Only this
rugged sea dog can actually get away with
killing one of the heroes before they are
presented to Heinfroth.

Opfion Two

If the heroes have managed to learn any of
Mercy’s secrets, they're in for a much worse
fate. One by one, they are taken below deck
and are sealed into coffins like the unfortunate
patients bound for the asylum (see area 12).
Unless they manage to escape somehow, they
must ride out the rest of the voyage in the hold.
If this happens, the adventure continues in the
next chapter, “Arrival.”

It is possible that being trapped in these
coffins, with other victims screaming and
weeping all around, may cause a hero to lose
his mind. Shortly before arriving at Dominia,
the DM should call for a madness check with a
+4 bonus. Once a madness check has been
failed, the character is filled with a strength
born from that insanity. He must attempt to
break free from the coffin with a bend bars/lift
gates roll as if he possesses an 18/99. Once
out, the madness table should be checked to
see what form of insanity the hero now suffers
from.

Exploring The Mercy

ooner or later, the heroes will probably

get bored or curious and want to sniff

around. The following descriptions and
information can be used with the deck plans of
the Mercy presented in the Heroes, Monsters,
and Settings book. Of course, the actions of the
player characters may change some of these
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entries slightly, and the
DM may want to jot notes
in the margins if this happens.

If the heroes don'’t investigate the
ship, the DM can continue with the
adventure by skipping ahead to the section
titled “Arrival,” the point where Mercy reaches
the dock in Dominia.

1. Forecastle

As the bow of the Mercy dips and rises
with each wave, a fine spray of salt air
rises about the forecastle. High above, the
foremast creaks, and the square sail pulls
hard at the rigging as a brisk wind fills it.
Gulls circle about the ship, seeming to
dance in the blue sky.

The center of the deck here is taken up
by the great wheel of the capstan with the
two great chains running forward to the
anchors. The fishing nets and mooring
lines, neither of which is in use at the
moment, lie folded, coiled, and secured
along the railing.

While Mercy is at sea, this is an area of some
activity. Whenever sails are raised, lowered, or
otherwise adjusted, members of the crew dart
back and forth here. If the ship’s mission is
fishing, the crew are busy casting the nets into
the water, keeping them from fouling, and then
drawing them back.

Unless they are obviously up to something,
the heroes are left alone while they are standing
on forecastle. Indeed, it is expected by the crew
that the heroes will spend most of their time
aboard ship here.

2. Deck

From this position, midway between the
bow and stern, you can see the waves
buffeting the hull below and the two great
masts rising above you. Two great cargo
doors are set into the deck here, and a
pair of narrow companionways offers
access to the hold below. Rigging for the
masts is secured to the railing here,
stretching above you like a great spider’s
web against the clear sky.



This area of the ship is
fairly busy most of the
time. Crew members will be
constantly moving about to check the
rigging, make minor repairs, and otherwise
keep the ship in trim. The heroes are left
alone here, provided they are not obviously
engaged in an act of sabotage or other
unsuitable chore.

3. Sterncastle

From here, the caravel stretches out
before you, and the wake of the speeding
ship trails behind. The wheel, a rugged
and worn-looking circle of oak, is
mounted near the base of a mast that rises
like a spear from the deck below. Between
the stiff breeze that fills the sails and the
tang of the sea air, it is difficult no to feel
invigorated as you stand here.

Unless something terrible has happened to the
crew, the wheel is constantly manned by the
ship’s helmsman. Captain Baykur spends much
of his time here, overseeing the operation of
Mercy. If he isn’t here, the captain is almost
certainly in his cabin, undertaking some
administrative task.

The heroes are free to come and go from this
section of the ship, provided they don’t cause
any trouble. If they get in the way, however,
Baykur quickly loses his patience and chases
them off.

L. Crow’s Nests

From the crow’s nest, you can see the
whole of the caravel spread out beneath
you. Sailors dart to and fro, eager to finish
their work, as a stiff wind fairly roars in
your ears. The sea stretches out in every
direction, a vast blue sheet that seems
ever so slightly rounded on the distant
horizon.

There are two crow’s nests, one atop each
mast. Unless the characters have taken over
the ship or proven themselves very
resourceful, they won'’t be in this part of the
ship. As far as the captain and crew are
concerned, they have no business
being here. If they do
_ climb the masts
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to these perches, they’ll find that each has a
small telescope and a megaphone hanging on a
hook within it.

5. Storage Hrea

The walls of this low-ceilinged room creak
melodically with the gradual rolling of the
ship. Bolts of sailcloth, coils of rope, and
stacks of wooden planks are secured to
the walls. Several crates and barrels dot
the center of the room, all labeled in a
language unfamiliar to you. A single oil
lamp hangs from a hook near the center of
the room, spreading a sickly yellow light
and heavy odor throughout the area.

A careful examination of the room reveals all
manner of tools and supplies needed for the
upkeep and repair of the ship. Just about any
such item that the heroes might ask about,
within reason, can be found in one or another of
the boxes. Of course, Captain Baykur isn’t
going to take too kindly to his guests opening
all the crates and searching the place like
thieves.

0. Crew Cabins

Note: The doors to these areas are sealed with
special wizard lock spells. They open only for
the ranks of the living dead. Characters may
gain entrance only by forcing open the door or
through the use of a spell like feign undead.

This is a squarish room some ten feet on a
side. A lantern hangs from a hook on the
ceiling and a porthole some six inches in
diameter is set into the hull. Although this
room is not unlike the cabins you have
seen on other ships, there is something
most peculiar about it. Instead of bunks, a
pair of coffins are secured to the wall.

Each of these cabins serves as home for two of
the ship’s vampire crew. If the characters have
taken care to enter a cabin that is empty, they
may search it freely. Although they can find
many of the things one might expect in such a
place, there is no food, drink, or other such
mortal belongings here.

If the characters have simply entered a cabin
at random, there is a chance that it is occupied.
The DM should roll 1d10 as soon as the door is
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opened. On a roll of 1 through 3, there is one
vampire in the room. A 4 through 6 indicates
that both of the room’s occupants are here. A 7
or higher means that the room is empty.

Of course, once the heroes see the coffins
they know that Mercy is truly a ship of the
damned. The crewmembers won’t even attempt
to talk their way out of this situation. Instead,
they will attack at once, attempting to subdue
the intruders and turn them over to the captain.
If this happens, the events described earlier in
“Crime and Punishment” will take place.

Should the heroes triumph and have a
chance to search one of these cabins in detail,
they’ll find little of value. The Dungeon Master
can determine what treasures might be in here
by rolling once for treasure types P and Q on
the tables in the DunGEON MASTER Guide.

7. Captain Baykur’s Cabin

Note: The doors to these areas are sealed with
special wizard lock spells. They will open only
for the ranks of the living dead. Heroes may
gain entrance only by forcing open the door or
through the use of a spell like feign undead.

This room is an L-shaped cabin with a
large window set in the aft wall. Beyond
the window, Mercy’s wake stretches out
like a great serpent slithering through the
waves. The decor here is sparse,
consisting of a roll-top desk with its
accompanying chair, a large steel-bound
chest, and, where one would expect to find
the bed, an ornate, black-lacquered coffin.
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Unless the heroes have
taken care to enter the
room at a time when Captain
Baykur is elsewhere, there is a chance
that he is here. In order to determine this,
the DM should roll 1d10.

On a roll of 1 or 2, Baykur is seated at the
desk doing various paperwork or recording an
entry in the ship’s log. He will attempt to feign
nonchalance at the interruption, something that
is distinctly out of character for him. As soon as
the opportunity arises, however, he will attack
the intruders.

If the roll is a 3 or 4, Baykur is here, but
resting in his coffin. He is aware that intruders
are in his room, but only takes action if the
heroes start to go through his things or take
actions that threaten him. If he doesn’t confront
them right away, he’ll have them rounded up by
the crew later.

Should the die come up a 5 or 6, the heroes
have the cabin to themselves. As soon as they
start to poke around, however, Baykur will walk
in on them. As with the previous entry, he fakes
a confused attitude until such time as he can
surprise them. Failing that, he allows them to
leave unmolested and then has the crew round
them up later.

On a 7 or better, Baykur is not in his cabin
when the characters arrive and does not
interrupt their exploration of it. Depending upon
where they look, they can learn something
about the captain.

On the desk, they’ll find the ship’s log. While
this is written in a language that is probably
unknown to them (that of the now destroyed
Gundarak), there are ways in which it might be
deciphered. These include a read languages
spell or successful use of the thief skill of the
same name.

A quick look at the log will reveal that Mercy
is owned by someone named Daclaud Heinfroth
and that she is based out of the island of
Dominia. She is currently on the return leg of a
run between that port and the city of Martira
Bay in Darkon. Her cargo is largely made up of
various supplies, provisions, and scientific
equipment. Curiously, there is also a mention
of 24 patients who are being taken to the
island for treatment. Unless the heroes have
explored the secret hold (area 13) they’ll have
no idea that there is anyone aboard
the ship but them



and the crew. Apart from
the mention of the
patients, there is nothing here
that contradicts the things Baykur told
them after they were brought aboard.

The log also contains a complete account
of the finding and recovery of the refugees. It
includes comments that indicate their fate,
however, for it mentions that Heinfroth is eager
to put his latest theories to the test with such a
robust group of men and women.

In the footlocker, the characters will find an
assortment of clothes and personal effects. This
includes 250 gold pieces and a dozen pieces of
jewelry with a total value of 1,500 gold pieces.
Other than this, there is nothing of importance
here.

8. Doctor Rehner’s Cabin

Note: The door to this area is sealed with a
special wizard lock spell. They will open only
for the ranks of the living dead. Heroes may
gain entrance only by forcing open the door or
through the use of a spell like feign undead.

This room is L-shaped with a large window
set in the aft bulkhead through which you
can see that Mercy’s wake rolls out behind
the ship like a white tail draped upon the
choppy sea. Little effort has been made to
decorate this place, although it is clearly
someone’s cabin. An apparently unused
roll-top desk with a wooden chair dominate
the room, and a large steei-bound chest
has been pushed into the corner. With a
sinking feeling, you realize that, where one
would expect to find the bed, there is only
an elegant, black-lacquered coffin.

As with the other cabins on the ship, there is a
chance that Dr. Rehner is here if the characters
attempt to break in and search it. If the heroes
have taken care to enter the room at a time
when Rehner is known to be elsewhere, the DM
should decide for himself whether or not they
are caught. Otherwise, the DM should roll 1d10
to determine what the characters find when
they enter the room.
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On a roll of 1 or 2, Rehner is seated at the
desk entertaining himself with Patience (a one-
player card game). He turns quickly around to
face the intruders and scowls at them. He
assumes that they have learned too much the
minute that they open the door and attacks at
once. His howls of rage will certainly attract
other vampires.

If the roll is a 3 or 4, Rehner is sleeping in his
coffin. Any noise awakens him, and he will lis-
ten carefully to all that goes on. If someone tries
to open the coffin (or even comes too near it)
he springs out and attacks. If this happens, the
heroes should check for surprise. At the DM’s
option, a fear check might also be in order. Re-
gardless of the results, however, the resulting
battle will draw other vampires to the area. If
the heroes don’t give him the chance to spring
out at them, he reports to Captain Baykur as
soon as they leave and has them rounded up by
the crew.

On a roll of 5 or 6, the characters will appear
to have the cabin to themselves. The moment
that they disturb anything, however, Rehner will
return and walk in on them. As soon as he sees
what is going on, he’ll attack. Again, his shouts
of rage and the sounds of battle will draw the
attention of his shipmates.

On a 7 or better, Rehner is busy elsewhere.
He does not return to the cabin until after the
characters have had a chance to investigate it.
Because Rehner has few personal effects,
however, there is less information to be
gathered here than in Captain Baykur’s cabin.
Still, a little effort will offer the heroes a few
rewards.

If the heroes manage to open the chest,
through some manner of spell or a successful
open locks roll, they find Rehner’s personal
library and study notes. These are written in the
language of Darkon. Even if the heroes can’t
read it, there are ways in which these texts
might be deciphered. These include a
successful read languages spell or the use of
the thief skill of the same name.

All of the books deal with experiments on the
human mind, physical or psychological torture,
and studies of the brain. Without exception,
they are highly technical and will probably
contain little information that is of immediate
value to the heroes.

From the diary, which is also written in the
language of Darkon, they learn the story of
Heinfroth’s arrangement with Dr. Rehner.
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Indeed, that is really the only thing that might
be learned from the book, for it is a new text
which began one month ago when Rehner
began his association with the lord of Dominia
and agreed to become a cerebral vampire. It is
entitled My Life Renewed.

In short, the diary tells the heroes that Rehner
was contacted by a man who expressed great
interest in his work. Exactly what that work
might be is unstated, but the nature of the other
books in the chest offers some indication of its
nature. This unidentified person offered Rehner
the chance to continue his work for all time in
the service of Daclaud Heinfroth on the island
of Dominia. After serious consideration of the
proposal, Rehner agreed and was transformed
into a cerebral vampire. He is currently en route
to assume his new post as Heinfroth’s assistant.
It is clear from the text that Rehner has never
met his new patron, although this is not
something that should be pointed out to the
heroes unless they specifically ask.

The diary also tells of Rehner’s arrival at the
dock and initial meeting with Captain Baykur,
someone he finds crass and offensive. It makes
mention of the loading of cargo and patients,
but goes into no detail on either subject. Still,
the fact that the heroes probably know nothing
about any patients ought to catch their
attention.

On the subject of the heroes, Rehner makes
little mention of them. He writes that he hopes
to test some of his new theories on them, but
doesn’t explain what those might be.

9. Galley

The meals eaten by the heroes and survivors
from the Blue Dolphin are prepared here by a
balding cerebral vampire who appears to have
some kind of skin disease. The food is bland.
After the second day, the heroes may notice
that Mercy’s crew doesn’t eat meals prepared
here. In fact, they may even realize that Mercy’s
crew doesn’t appear to eat at all.
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10. Forward Hold

This hold is roughly five feet
high and triangular in shape. It is
tightly packed with crates of various
shapes and sizes. Two aisles run the
length of this room, angling inward until
they meet just aft of the bow. Above the
sounds of creaking wood and lapping
water you can hear faint chittering and
scraping noises coming from behind the
boxes.

These crates contain various provisions, mostly
consumabiles, that are intended for the patients
on Dominia. Obviously, the cerebral vampires
don’t need food or drink, but the victims of
Heinfroth’s sick experiments are not so sturdy.
The quality of the foodstuffs stored here is very
low, something that may well indicate to the
characters that the patients being treated by
Heinfroth are not receiving the best of care.
Anyone who pokes around behind the crates
will encounter a rat or two. These are common
on all manner of seafaring vessels, and Mercy is
no exception. They pose no threat, however,
and will retreat from anyone who spots them.

11, Main Hold

The center of the ship is occupied by a
large hold with two great doors set into the
ceiling. Companionways port and starboard
lead up to the deck, and hatches set in the
fore and aft bulkheads lead further into the
ship. Barrels and crates of all sizes fill this
area, as does a bitter, chemical scent that
burns your eyes and claws your throat.

The crates here are filled with all sorts of
medical, scientific, and alchemical supplies.
Those with the appropriate proficiencies
(namely Herbalism or Healing) might be able to
identify some of the substances, while others
will remain a mystery.

Should the characters attempt to undertake
some kitchen chemistry here, the DM should
consider that there is a great assortment of
resources here. Provided that they are careful
and thorough, they ought to be allowed to try
just about anything they can think of.

Because of the value of these
substances and the
fact that they can



be very dangerous in
certain combinations,
Captain Baykur keeps a pair of
guards posted here. The characters are
permitted to look around in here if they
want, but not to open any crates or otherwise
disturb the cargo.

12. Hit Hold

Note: The doors to the aft hold are locked.
They can be opened with a knock spell or by
successful use of a theif’s open locks skill.
Other techniques may work, at the DM’s option.
The key to this lock is on a ring carried by
Captain Baykur at all times.

This dark chamber is filled with unusually
large barrels, all of which are lashed into
place against the bulkheads. A trapdoor is
set in the center of the deck, although it is
secured with a heavy lock. The air is
sharply tainted with an odor that catches in
your throat and threatens to make you gag.

The smell in this room comes from the fluid in
the barrels. It is an unusual preservative
designed to retard the decay of soft bodily
tissues. Each of the barrels also holds a human
body, stored in a fetal position, which is being
transported to the island for examination by
Heinfroth. These are example of Rehner’s past
work all are still tied from various tortures.
There are a dozen such containers in the hold.

Anyone who opens one of these barrels must
make two rolls. The first is a saving throw vs.
paralysis to avoid vomiting because of the
chemical stench. The second is a fear check (or
a horror check if the saving throw was failed) to
account for the unexpected shock of the
discovery.

The trap door is secured with a lock that can
be opened with a knock spell or through a
successful open locks roll. Other attempts to
open the lock, including breaking it, must be
adjudicated by the DM. The key to this lock is
on a ring carried by Captain Baykur.

In addition to this lock, however, the door is
y sealed with a wizard lock spell. Complete
details on opening this door are presented in
the description of Area 13.
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13. Secret Hold

Note: The door to this area (which is actually a
trapdoor set in the deck of Area 12) is sealed
with a wizard lock spell. It will open only for the
ranks of the living dead. Characters may gain
entrance only by forcing open the door or
through the use of a spell like feign undead.

This unlit chamber is scarcely five feet
from floor to ceiling and runs the length of
the ship. It is filled thick, choking air and
the fetid smell of decay. Perhaps three
dozen crates, all unnervingly like coffins,
are stacked to port and starboard, leaving
a narrow aisle along the keel. Six inches of
murky, frigid water cover the deck.

After a second, you see that dark
shapes move about in the water. At first,
they appear to be fish, but then you notice
that they also crawl on and around the
crates. With disgust, you realize that this
area is alive with rats.

Within each of these caskets is a “patient” en
route to Dominia for “treatment.” Freeing them
from their prisons is difficult, for the lids of the
coffins have been nailed into place. Unless the
heroes make use of a crowbar or similar tool, a
bend bars/lift gates roll is required to pry open
any given box. With such a tool, the character
need only make an ability check against Strength.

It is important for the DM to keep in mind that
the people in these coffins are either utterly
mad or on the verge of a complete mental col-
lapse. Whenever an attempt is made to con-
verse with one of the patients, the DM should
roll as if prisoner had failed a madness check to
determine his mental state. In every case, how-
ever, the patient’s reaction will be extreme.

It is almost certain that an attempt to free one
or more of the patients will result in the
discovery of the heroes by the crew of Mercy.
The crew expects a few terrified shrieks or wild
howls from the secret hold, but an unusual
commotion will draw attention.

Only the most extreme magical or psionic
cures can restore sanity to the people being
transported in the hold. Some examples of
possible remedies include heal or restoration
spells as well as psychic surgery. Guidelines for
the curing of madness can be found in the
Realms of Terror book from the RAVENLOFT®
Campaign Setting.



PicRing Up the Pieces

f the heroes have learned any of Mercy’s
I‘ secrets, they place the Dungeon Master in

a tricky spot. After all, if the characters
know the truth about the ship and its crew,
they’ll likely see it their duty to destroy as many
vampires as possible, take the ship, and then
make for another port.

Luckily, there are a number of things the DM
can do to prevent such unfortunate discoveries
on the part of his player from derailing the
adventure. The players should be given every
chance to think of these things for themselves.
If they don’t, however, the nonplayer character
sailors who are with them will point them out.

First, the idea of turning and running isn’t the
most heroic thing in the world. If the player
characters are at all valiant, they owe it to
themselves to go along with the Mercy and find
out what is going on here. Simply eliminating
the crew of this forlorn vessel does nothing to
strike at the heart of the problem.

Secondly, the heroes have no idea where they
are. Apart from turning 180 degrees and
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retracing the vessel’s path, they aren’t sure
which way to sail if they wish to reach a safe
port. If they do return to the port from which
Mercy set sail, they’ll be looked upon as
mutineers or pirates. (See the second adventure
in this book, and the entry on Martira Bay in the
Heroes, Monsters, and Settings book for what
might happen when they dock.) This is
something that the crewmen who are traveling
with the heroes won’t want to do.

If neither of these arguments works, the DM
can simply manipulate things so that the tide of
battle turns against the heroes. This is a bit
severe, but it is worth it if it keeps the game
from going to pieces.
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Arriogl

ittle islands are all
2 large prisons: One
p7 cannot look at the
sea without wishing for

the wings of a swallow.

—Sir Richard Burton,
Wanderings in West Africa

In this part of the adventure, the heroes
come into contact with Daclaud
Heinfroth, who they may know as

Dr. Dominiani. It also leads to the events
that introduce them to Rudolph van
Richten. Exactly how the characters are
greeted and what they do when they
arrive in Dominia depends on what has
happened on Mercy. The odds are,
however, that this chapter will begin with
one of two situations.

Guests of the Dark Lord

f the heroes did not discover any of
][Captain Baykur’s secrets during

their time aboard the Mercy, they’ll
arrive on the island without too much
fuss and be escorted into the company
of Daclaud Heinfroth. Events will
continue from there.

This will also be the case if the heroes
have learned some or all of the truth
about Mercy, but arrive on the island
without letting any members of the crew
know what they have discovered. In this
instance, of course, they’ll be on their
guard and Heinfroth may notice that
something is amiss.

In either of these cases, the following
boxed text describes their first sighting
of Dominia:

As the sun passes through its
zenith and begins to slide toward
the western horizon, Mercy glides
slowly toward a small, gray
outcropping in the midst of the
broad white-capped sea. As the
ship draws nearer to this island, you
can see that it is small and roughly
circular in shape. The most obvious
feature of the place is a great cliff
that rises from the rocky coast to
the forest covered plateau above.
Apart from the shrieking, gray gulls
that whirl about, you see no sign of
animal life on the island.

From this point, the ship will reach the
island in only an hour or two. During
that time the crew is very busy, for the
waters around Dominia are peppered
with dangerous shoals and jagged reefs.
When Mercy reaches the island, it will
pull up to a sturdy dock as described in
the following text:

Masterfully, the crew of Mercy
guides her past dozens of buoys that
stand like sentries amid the choppy
sea and carefully up to a sturdy
wooden dock that juts out from the
broken shore of the island. This is
perhaps the most unprotected
harborage you have ever seen, but
the island doesn’t appear to offer
any better place to drop anchor.

A handful of workers on the dock
receive the lines tossed to them by
the crew and Mercy is soon
secured. A gangplank is swung into
place, and Captain Baykur appears
at your side with Dr. Rehner and
young Colin. “Home at last,” he
says. “Shall we go ashore?”
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Baykur assures the heroes that their belongings
(if they have any) will be brought to the
sanitarium along with the rest of the cargo.
Transportation for the characters themselves,
including any henchmen, retainers, or the
survivors of the Blue Dolphin, will be provided
by large, open wagons. These will prove none
too comfortable, as they are intended to carry
cargo instead of passengers. The following text
describes the journey from the docks to the
asylum:

After disembarking the ship, your party is
led to the base of the cliff. Captain Baykur
leads you to a large, wooden platform
which is anchored by slender chains to a
pair of crane-like arms atop the precipice.
Once everyone is in place, he lifts a tin
whistle from the wooden peg on which it
hangs and fills the air with a piercing, shrill
note. Even before the almost painful
sound has left your ears, there is a jerk,
and the platform begins to rise.

The ascent may be unsettling to heroes who
have a fear of heights. Although the elevator is
very well constructed, it does sway a great deal
when in transit. For his part, Baykur seems not
to notice this. On the other hand, Rehner looks
a bit nervous about the whole affair and young
Colin is looking about with wide-eyed wonder.

After two minutes or so, the platform
reaches the top of the cliff. Levers are
thrown into place by two burly men,
locking the elevator into place, and
Baykur hops off without so much as a
glance as the distant beach below.

Without a word of thanks to the men
who appear to have operated the winches
that powered your ascent, Baykur leads
your party to a large, open wagon. You
climb aboard and the captain himself
takes the reigns. As soon as everyone is in
place, he cracks a whip above the team
and you're under way.

For a short stretch, the wagon follows
the edge of the cliff. Then, it suddenly
turns into the forest and thick foliage
blocks out the afternoon sky. Indeed, so
heavy are these woods that one might
even believe it had suddenly become
night.
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As the wagon rolls along
the remarkably smooth
road, the Dungeon Master should
have every hero make an ability check
on Wisdom. Those who succeed will notice
dark shapes darting through the forest.
Although it’s impossible to tell how many there
are, it seems clear that they are pacing the
wagon in much the same way that dolphins will
race alongside a ship.

A successful ability check on Intelligence (or
a simple question to Baykur) will allow the
characters to identify the shapes as unusually
large wolves. Baykur will admit with an off-
hand manner that “the woods 'round here are
chock full of 'em.”

After about twenty minutes, the wagon will
come to the asylum. The following text
describes the arrival at the sanitarium:

As suddenly as they had engulfed you, the
woods seem to part and then fall away
behind the wagon. On the other side of a
100 foot wide clearing stands a dark stone
wall crowned with a row of vertical iron
spikes. A heavy gate, also presumably
iron from the traces of rust that mar it,
blocks the archway through which the
road passes this barrier.

Beyond the gate you can see a squat
house. Somewhat octagonal in shape, it
looks unnaturally dark in the light of the
late afternoon sun. Between the spiked
walls and the bars on the windows, this
place reminds you more of a prison than a
hospital.

“Welcome to Dr. Heinfroth’s Home for
the Mentally Ill,” says Baykur. “I'm sure
you'll find your stay a pleasant one.”

More complete descriptions of the gate and the
area within the walls can be found in the next
chapter of this book. A map of the asylum
grounds is found in the Heroes, Monsters, and
Settings book. Depending upon the questions
and actions of the player characters, the DM
may or may not need to refer to those sections.



Captain Baykur guides
the wagon through the
gate, which swings open as he
draws near it. If asked about this, he’ll
tell the characters that this trick is
mechanical in nature. Actually, the doors
have been sealed with a wizard lock spell
similar to the one employed on Mercy. Thus,
they will not open for anyone but the undead
but will automatically give way to any such
creature that wishes to pass through them.

Inside the gate, the wagon rolls to a stop in a
broad gravel lot. The following text describes
this area:

Within the great stone walls that surround
the sanitarium a broad, green lawn
spreads out around a thickset manor. As
the wagon pulls into the carriage yard, you
have a good chance to look around.

Rows of gardens, some dedicated to
flowers and others to vegetables, can be
seen in the distance. Hooded figures work
these gardens, dressed in featureless gray
frocks that bring to mind monks in their
vineyards. They go about their tasks
slowly and purposefully, but without any
obvious enthusiasm. One might even
describe their movements as zombielike.

If the characters think to look for them, they will
see no sign of anyone who appears to be an
orderly or guard. Should they ask Captain
Baykur or Dr. Rehner about this, they’ll be told
that the staff of the asylum dresses in the same
robes that the patients wear. This is done, he
explains, because Heinfroth feels that it is
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harmful for the patients to perceive the staff of
the hospital as superior to them in any way.
Following their wagon ride to the sanitarium,
the heroes will be taken inside and shown to
their rooms (areas 5 and 11 on the map of the
asylum). From here, the Dungeon Master can
continue the adventure by turning to the section
entitled “Dinner with a Dark Lord,” following the
descriptions of the asylum’s encounter areas.

Prisoners of the Dark Lord

f the heroes have been careless in their
I affairs aboard Mercy, they are be in the

custody of the vampires. In this case, they
have been nailed into coffins and are unloaded
from the ship just as if they were cargo.

If this has happened, they are transported
away from the harbor and taken directly to the
cells that will become their homes for the near
future. The following text describes their rather
uncomfortable journey:

After what seems like an eternity of
confinement inside your coffins, you
notice a change in the motion of the ship.
Before long, scraping and bumping
sounds tell you that the cargo is being
unloaded.

Another eternity passes, with the sounds
of labor drawing ever closer. At last, the
coffins in which your party has been
imprisoned are hoisted out of the hold
and, presumably, dropped on the deck. A
sharp-pitched whistle is blown nearby, and
then a swaying, jerking motion follows.
This continues for well over a minute and
is followed by more handling, another
impact, and then the swaying and
rumbling of a wagon.

For better or worse, and you can only
assume the latter, you seem to have
arrived on the island of Dominia.

At this point, the adventure can continue with
the section entitled “The Vampire’s Grip.



In the Asplum

he world is so full
of simpletons and
madmen that one
need not seek them in
a madhouse.

—Goethe

During their stay with Dr. Heinfroth, the
characters will almost certainly want to
explore the confines of the sanitarium.
This is especially true if they discovered
the secrets of the caravel Mercy during
their journey to the island. In addition,
the Dungeon Master can use this part of
the book to adjudicate attempts by the
character’s to escape from the cells
beneath Heinfroth's estate.

General RemarRs

ungeon Masters should keep in
mind the nature of Dominia and

its lord. Wherever possible, they
should insert unusual twists and mind
games. These needn’t be dangerous or
even particularly obtrusive; their only
purpose is to make the heroes
uncomfortable and edgy. In short, the
heroes should always have the feeling
that something isn’t right here.

Life in the asylum should be
reminiscent of novels like Orwell’s 1984,
Huxley’s Brave New World, or television
shows like The Prisoner. This can be a
challenge for the Dungeon Master to
referee but will ultimately prove to be
well worth the effort. If done well, the
mood and background of Dominia will
frighten or unnerve not only the
characters but the players as well.

The Staif

n addition to the many orderlies
Iwho patrol the island of Dominia,

there are two major Nonplayer
characters with whom the characters will
have to interact. One of these is the lord
of the domain, Daclaud Heinfroth, while
the other is Piotr Rehner, the physician
that the characters met aboard Mercy.

Daclaud Heinfroth

The most important member of the
asylum staff is, of course, Daclaud
Heinfroth. Complete information on this
foul individual has been included in the
Heroes, Monsters, and Settings book.

As a host, Heinfroth can be most
congenial. His true motives, however,
are anything but hospitable. After
winning the trust of the heroes, he
begins to subject them to the
experiments described in the section
entitled “Sleepless Nights” in the next
chapter, and in areas 41-46. As soon as
he begins to experiment on the heroes,
his horrific self becomes apparent.

Dr. Piotr Rehner

Like the heroes, Rehner is a newcomer
to the island. His recent arrival aboard
the Mercy has marked the start of a new
era of horror for the inmates of the
asylum. Like Heinfroth, Rehner is
described in the appendix at the end of
this book.

During the course of this adventure,
Rehner is still new to Dominia. In
addition, his recently acquired vampiric
powers remain something of a mystery




to him. While he isn’t a bumbling idiot, he may
make mistakes and leave himself vulnerable to
attacks that the other vampires would avoid
without a second thought.

In addition to his research work, Rehner is
responsible for the physical well-being of the
patients. He has a pair of orderlies assigned to
him who are also skilled physicians. When
addressing these assistants, Rehner never calls
them by name. Instead, they are Doctor Black
and Doctor White. As he is little interested in
this phase of his job, Rehner leaves all but the
most pressing of medical concerns to Black
and White. Indeed, this lack of interest in the
physical well-being of his patients will quickly
drive a wedge between Rehner and Heinfroth,
something that the players might be able to
exploit during the course of the adventure.
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The Patients

Il of the patients here are victims of

severe mental abuse by their captors.

Heinfroth is determined to discover the
cause of their various mental weaknesses. In
order to do this, he routinely subjects them to
mental tortures and exposes them to conditions
that will push them to the brink of complete
mental collapse.

Curiously, Heinfroth’s desire to learn the
secrets of the human mind makes it important
that each and every patient be kept alive for as
long as possible. Because of this, physical
abuse is almost unheard of in Dominia. The
food that Heinfroth feeds his patients is
nourishing, if somewhat bland, and prompt
medical care is given for even the slightest
injuries.

One of the first treatments that Heinfroth
subjects his patients to involves the destruction
of their personal identities. Indeed, this theme is
dominant in all phases of life on the island. It is
most obvious, however, in the dress that all
patients are required to wear. The only clothes
provided to the inmates of the asylum are
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coarse, hooded robes. These are a neutral gray
in color and cover the wearer’s entire body,
save for his hands and face. A pair of thin, gray
gloves make up for the former shortcoming.

Beyond the robes and gloves, all inmates of
the asylum are required to wear clay masks.
They completely obscure the features of the
wearer and are permanently fastened into place
with thick leather straps. Removing one’s own
mask is next to impossible, requiring a bend
bars/lift gates roll. Removing another’s mask is
much easier, requiring only an ability check on
Strength.

The front of each mask is painted with a
smiling face. While this might seem innocent
enough, the image is subtly wrong, making
what might at first appear to be a happy
countenance seem sinister and mocking. This
is, of course, exactly the effect that Heinfroth
wanted when he designed the masks.

The Orderlies

Il of the orderlies are cerebral vampires
g (as described in the Heroes, Monsters,

and Settings book). Like the patients of
the asylum, they are constantly robed and
masked as they go about their affairs. This
makes it impossible to tell if a given person is a
patient or an orderly, which is exactly what
Heinfroth intends. Unlike the masks worn by the
patients, those donned by the orderlies can be
removed. The trick to releasing such a mask is
not easy to master, however, and it requires a
careful examination (as well as an ability check
against Dexterity) to spot or master.

The orderlies tend to avoid taking prompt
action when they observe a problem, for this
would reveal their true nature. As a rule, they’ll
allow any antisocial behavior to continue while
finding a way to counter it later on. For
example, if an orderly learns that one of the
patients is planning an escape, he may go
along with it, even helping the prisoner toward
his goal, only to arrange for the escape to be
thwarted when it seems to be on the verge of
success. Such morale-crushing defeats are the
most common results of any such plans.

Dungeon Masters should keep in mind the
fact that almost any group of patients will have
an orderly hidden among its number. Doing
anything without letting one of these spies know
about it is an incredibly difficult undertaking.

2

The Asylum Grounds

This key is used in conjunction with the maps
in the Heroes, Monsters, and Settings book.

1. The Gate

Before you stands a dark stone wall
crowned with a row of vertical iron spikes.
A heavy gate, also fashioned from iron,
fills the archway. A cobblestone road leads
through the gate, vanishing into the thick
forests of Dominia to the east. Here and
there, strands of flowering ivy ascend the
wall, helping to give it a less severe
appearance and adorning the breeze with
a hint of perfume.

The gate, like the many of the doors aboard
Mercy and within the asylum itself, has been
enchanted with a special wizard lock spell.
Only the ranks of the living dead may
command it to open. Heroes using a feign
undead spell or with some other ability to
mimic the legions of the dead may be able to
pass through it.

Attempts to force the gates open require a
bend bars/lift gates roll or some massive
assault. In the latter case, the siege rules
presented in the DUNGEON MASTER Guide should
be consulted.

During the day, a single orderly stands watch
at the gate. He’ll be friendly and chatty if the
heroes approach him, but won’t say anything
that might compromise the security of the
asylum or give away any of its secrets. His
stock of topics includes the weather, how nice
the gardens look, and what a clever fellow Dr.
Heinfroth is.

At night, or if Heinfroth has reason to suspect
that the heroes are going to attempt to flee from
his domain, this guard will be doubled. At these
times, the orderlies will not be communicative
at all.



2. The Carriage Yard

A cobblestone yard spreads
out between the iron gate and the
stocky shape of the sanitarium. Hitching
posts run along the north and south sides
of the area, obviously well worn but in
good shape.

If the characters visit this area shortly after the
arrival of Mercy, there are no wagons here other
than the one that brought them to the asylum.
At that time, all of these conveyances are at the
dock being loaded with supplies.

After Mercy is unloaded, there will generally
be three or four wagons here. All told, Heinfroth
keeps a livery of five wagons, but one or two of
them are usually in use. I[n most cases, one is at
the docks (area 2 on the Island of Dominia
map) while the other is at the garbage dump
(area 3 on that map).

3. The @reen

Picnic tables, each shielded from the rays
of the sun by a brightly colored parasol,
mark the perimeter of the green, which is
as neatly manicured and tended as one
could wish.

Depending upon the treatment schedule set up
by Dr. Heinfroth, there may or may not be
patients here at any given time. If there are,
they will often be engaged in the playing games
like boccie ball, croquette, or badminton. In
every case, they will undertake their sport with
an indifferent and methodical manner
hauntingly reminiscent of zombies or other
mindless automata. If asked about this,
Heinfroth, Rehner, or any of the orderlies will
attempt to change the subject. Failing that,
they’ll explain it as an unfortunate side effect of
their therapy.

%, The Gardens

This section of the estate has been set
aside for gardening. Neatly tended plots of
flowers, vegetables, and herbs run side by
side here, all carefully tended and in
excellent health.
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During the day, there will almost always be a
dozen or so patients working in the gardens.
One or two orderlies are included in this
number, although there is nothing about their
dress or behavior that sets them apart from the
inmates. As might be expected, all work in the
gardens takes place at a slow and deliberate
pace. As with those playing on the green, the
similarity between the gardeners and mindless
automata is unnerving.

At night, this area is deserted. Only a loud
noise, bright light, or other unusually
noteworthy event will bring orderlies to this
region after dark.

5. The Clearing

Beyond the walls of the asylum spreads a
wide clearing. Although well sprinkled with
thistles, brambles, and crabgrass, it is
clearly mowed regularly and kept under
control. Pollen hangs so thickly in the air
that you feel like sneezing, even if you are
not allergic to such things.

Anyone who wishes to take a more than casual
look at these plants may notice something
unusual. If the inquisitive character has the
herbalism proficiency or is otherwise familiar
with the flora of the world, he’ll spot healthy
patches of wolfsbane growing among the
weeds. Those without these skills will notice
nothing unusual.

6. The Hsylum

Before you stands a squat manor house.
Somewhat octagonal in shape, it has a
look of carefully maintained elegance
about it. Clearly, this is not a new place,
but the care with which it has been kept
up speaks well of its owner. Although the
estate is ringed by spiked walls and the
windows of the house are set with iron
bars, the grounds surrounding it are
planted with emerald grass and liberally
spotted with gardens of vibrant flowers.

Descriptions of the interior of the asylum, as

well as those of the front and side entrances,
can be found in the next section.
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7. The Walls

The estate is ringed by a dark stone wall
set with iron spikes. Light sparkles on bits
of glass set into the mortar. Here and
there, tendrils of flowering ivy cling to the
stones.

Attempts to scale the walls of the asylum can
be both difficult and dangerous. Because of the
fine craftsmanship of the barrier and the jagged
glass protrusions that cover it, a -25% penalty
is imposed on any climb walls roll made to
scale it. In addition, anyone attempting such an
ascent must make a saving throw vs. breath
weapon. Failure indicates that the climber
suffers 1d6 points of damage from laceration
inflicted by the glass shards. A successful
saving throw results in taking only 1d4 points of
damage.

The spikes set into the top of the wall are
more threatening in appearance than function.
Anyone who takes care will not be harmed by
them unless he falls victim to some unfortunate
accident. Should such a fate befall a character,
the DM will have to assess the amount of
damage inflicted. As a rule, this should lose no
more than 2d8 hit points, with a saving throw
being allowed for half damage in any case.

- @round and First Floor

his key is for use with the maps in the
Heroes, Monsters, and Settings book.

1. The Main €nfrance

Note: The doors to this area are locked. They
can be opened with a knock spell or by
successful use of thief’s open locks skill. Other
techniques may work, at the DM’s option.

You stand upon a wooden porch with the
squat bulk of the asylum rising above you.
A stout door set with a large brass knocker
offers admittance, but the foreboding lock
promises that only the invited will pass
this portal.

Indeed, entering the asylum through this
massive portal is not an easy feat. Like many of
the other doors in this adventure, it has been
set with a special wizard lock spell that

prevents anyone living
from opening it. Only the
undead may pass freely through
this portal.

In addition to this magical ward, the door
is protected by an exceilent lock. While this is
not normally employed, it latches automatically
if a dispel magic or similar spell is used to strip
the door of its enchantment. Anyone attempting
to pick the lock suffers a —25% penalty to his
open locks roll because of the excellent quality
of the mechanism.

2. Southwest Stairwell

This dimly lit stairwell is utterly devoid of
decoration. Apart from the stairs that rise
from ground level to the first floor, the only
thing that gives this place any character at
all are the cobwebs that cling to every
corner.

Under normal circumstances, this place can be
entered and passed through without any
difficulty. When Heinfroth wishes, however, he
can will the cobwebs to grow rapidly until they
stretch from wall to wall and make any
movement in this room a risky proposition.
When he does this, the entire place is treated as
if it were filled with a web spell. In addition to
the normal attributes of such magic, however,
Heinfroth’s version is swarming with large
spiders. Anyone who becomes entangled in the
web is attacked by 2d6 of these loathsome
creatures.

Spider, Large (2-12): AC 8; MV 6, Wb 15;
HD 1+1; hp 7 each; THACO 19; #AT 1;
Dmg 1 point (bite); SA Type A poison;
SD nil; SW nil; MR nil; SZ S (2' dia);

ML Unsteady; Int Non- (0); AL N; XP 175.

3. Entrance Hall

The entrance to the asylum is a large but
spartan area. Jet-black tiles cover the
floor of this half-octagon, while the walls
and ceiling are painted a pristine white.
With every step, your footfalls seem to
echo endlessly, for there is nothing to
absorb the sound. The stark emptiness of
this chamber seems to give new
meaning to word
“featureless.”



In truth, this room is
under the effects of two
magical spells, both designed to
make it unsettling to visitors.

The first of these, endless echoes, is a
variation on the silence 15’ radius spell and is
responsible for the seemingly interminable
echoes here. Anyone attempting to cast a spell
with a verbal component while in the entrance
hall must make an ability check against
Wisdom. If the check fails, the confusing and
distracting effects of the echoes cause the spell
caster to lose concentration. If this happens, the
spell fails to take effect. Its energies have been
spent, however, and the spell must be relearned
before it can be cast again.

The second spell effect that covers this room
is monochrome, a special variation on the
vacancy spell. While in this room, all colors are
reduced to shades of gray. In modern terms,
this makes the entire area appear as if it were
being seen on a black and white television set.
Apart from being very unnerving, this effect has
no harmful effects on those in the entrance hall.
It does, however, make the casting of spells like
color spray or prismatic sphere impossible.
While the DM is free to rule on the effectiveness
that any given spell will have in the room, the_
following enchantments will most certainly fail if
cast in an area that has been draped with a
monochrome spell: color spray, hypnotic
pattern, prismatic spray, prismatic sphere,
prismatic wall, or rainbow.

%, Southeast Stairwell

This windowless stairwell is gloomy and
dark. The single oil lamp that hangs from
the center of the ceiling provides so little
illumination that it can scarcely be called a
light. What it fails to provide in radiance,
however, it makes up for in odor. So thick
is the smell of oil in this place that
breathing is almost a chore.

As a rule, there is nothing of interest in this
area. However, Heinfroth can cause great
clouds of smoke to billow out of the oil lamp
whenever he wishes. These vapors have the
same effect as a stinking cloud and require
only two rounds to fill the entire area. When
Heinfroth wishes the effect to cease,
it takes a like
_amount of time
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for the clouds to retreat back into the lamps.
None of Dominia’s vampires are affected by
these vapors, but orderlies who are exposed to
them may well feign illness in order to pass
themselves off as common patients.

If the lamps are extinguished, they cannot
manifest the stinking cloud spell.

5, Guest’s Room

It would appear that this chamber is what
passes for a guest’s room on the island of
Dominia. It isn’t especially comfortable,
being only about 10 feet wide and 20 or so
long. Ten bunks have been secured to the
wall, but it looks as if the floor might be
more comfortable to sleep on.

A pair of oil lamps hang from hooks on
the ceiling, spilling a ruddy light into the
room. In addition to giving the air a bitter
taste, they cause unnerving shadows to
jump and weave across the walls. It
wouldn’t take too active an imagination to
decide that those shapes were somehow
alive.

This room, as well as its twin (area 11) has
been hastily converted from a storage area to a
guest room. The effort put into this change was
minimal, consisting only of a cursory cleaning
and the installation of a few bunks and lamps.

In order to ensure that the “guests” of Dr.
Heinfroth cause him no trouble, a magical spell
was placed upon the area. Whenever he wishes,
Heinfroth can fill this room with a magical aura
that mimics the effects of a sleep spell. At the
start of each round that someone remains in the
room when the aura is activated, he must make
a saving throw vs. paralysis. Failure indicates
that the magic has overcome the victim and he
has drifted into an enchanted slumber. Once
asleep, a victim of the aura cannot be revived
until he is removed from the room or the spell is
discontinued.

Heinfroth, Baykur, and the other vampires of
Dominia are not affected by this spell.

Heinfroth’s Opportunity: Whenever the he-
roes have been sent to this room for the
evening, Heinfroth activates the sleep aura.
Once all of the heroes have succumbed to it, he
sends in a few orderlies to search them and re-
move any personal effects or dangerous items
that the heroes have managed to get hold of.
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Once that is done, the lord of Dominia stops
concentrating on the effect and counts on
nature to keep the heroes asleep for the
duration of the night. Thus, it is possible for a
character to awaken after the sleep spell has
been turned off. The unnerving tendency to fall
asleep in this room is just one of the many ways
that Heinfroth toys with the character’s minds.

6. Parfor

As soon as you enter this place, an
uncomfortable heat engulfs you and sweat
instantly soaks your clothes. This source
of both this heat and the rippling orange
light that fills this area is a large fireplace
set in the center of the room. The roaring,
snapping, and hissing of the inferno that
fills it seems unnaturally like the spectral
whispers one hears in a dream.

Apart from the fire, there is little of
special interest in this parlor. Six clusters
of chairs, each centered around a small
table, are spaced evenly about the room,
possibly intended to allow a large
assembly to break up into smaller groups.
Paintings are evenly space along the walls,
each depicting tranquil land- and
seascapes.

The parlor is a little used area of the asylum.
The normal sorts of things that such a sitting
room is used for, like relaxing pleasant
conversation, are seldom pursued in Dominia.
At any given time, there is a 25% chance that
there are 1-4 patients and/or orderlies milling
about in here. They are sitting in the chairs and
staring into space or undertaking simple tasks
like dusting or sweeping the floor.

While there is no physical danger hidden in
this room, Heinfroth’s influence is not unfelt
here. At his command, the fire that blazes in the
hearth can affect any single person in the room
as if it were a confusion spell. This power can
be triggered only once per hour.

7. kibrary

This oddly-shaped chamber is lined with
bookshelves and furnished with a long,
rectangular table surrounded by eight
chairs. The shelves are lined with all
manner of written texts, including ornate,
illuminated manuscripts. Neatly placed

3]

upon the table are a
large stack of blank
paper and several quill pens,
each with a bottle of black ink. The
musty odor of old paper is heavy here.

Heroes who search this place find that it
contains as complete a collection of writings on
the subject of mental illness as they could ever
hope to find. Many of the volumes are written in
languages they have never seen before. If they
have some means of reading these books and
assimilating their contents, the heroes gain a +4
on any proficiency checks involving mental
illness or its treatment. This bonus assumes
that the characters have free access to the
library.

In addition to his collection of mundane
books, Heinfroth keeps several magical tomes
here as well. These include a book of vile
darkness, a libram of ineffable damnation, a
tome of clear thought, and a tome of
understanding. Depending upon the wishes of
the Dungeon Master, other books (such as a
vacuous grimoire) might also be found here.

A dedicated search reveals that one of the
larger books in the library is actually a book-
safe. Opening it requires a successful use of a
thief’s open locks ability or a knock spell, but
reveals a most unusual prize within. In order to
understand the nature of his prize patient
(Rudolph van Richten), Heinfroth sought out
several of his writings. Three of those pieces
were the original manuscripts of Van Richten’s
Guide to Vampires, Van Richten’s Guide to
Fiends, and Van Richten’s Guide to the Lich.
Recognizing the value of the information con-
tained in these works, Heinfroth hid them away.

Dungeon Masters who own these products
can simply allow players to reference them
freely if they take the manuscripts for their own.
Those who do not own these accessories can
simply give player characters who have access
to them a +4 bonus on any proficiency checks
involving either vampires or liches. An added
benefit to these three works is that they contain
information about people Van Richten cared
about, information which may help the heroes
once they confront Madame Radanavich in
the third adventure.

At any given time, there is a 25% chance
that Heinfroth or Rehner is in this
room researching a
particularly



interesting case. In
addition, there is a 50%
= chance that 1-4 orderlies
(masked and hooded, of course) are in
here looking over various books. Although
the heroes won't know this, patients are never
encountered in this room. Of course, the
orderlies here never reveal the fact that they
aren’t patients.

Y 8. €astern €nfrance

Note: The doors to this area are locked. They
can be opened with a knock spell or by
successful use of thief’s open locks skill. Other
techniques may work, at the DM’s option.

This side entrance to the asylum is clearly
little used. The hinges are spotted with
rust, and the latch is so badly corroded
that it looks as if a great effort would be
required to turn it.

This is exactly what it appears to be, a disused
door. Not only is it locked, but the settling of the
house and condition of the hinges has made it
so that an open doors roll is required to force it.

If this door is opened, a customized alarm
spell is triggered. While there is no obvious
effect in this area, the orderlies in the
Observation Room (area 36) are instantly made
aware of the event.

9, Western Entrance

Note: The doors to this area are locked. They
can be opened with a knock spell or by
successful use of thief’s open locks skill. Other
techniques may work, at the DM’s option.

This narrow doorway is shaped
uncomfortably like the lid of a coffin. Set
at eye level is a round window some 12
inches in diameter. The inside of this glass
is so covered with grime, however, that is
impossible to see what lies beyond the
door.

This door has been sealed with a special
wizard lock spell that prevents any living
being from opening it. Obviously, the undead
who rule Dominia can move freely
through it, as can

_ those who have
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cloaked their true nature with a feign undead or
similar spell.

10. Kitchen

This room is clearly a kitchen, although it
was designed and outfitted along the most
utilitarian of lines. Iron pans hang from
hooks on the walls, a large black stove
dominates the center of the room, and a
pump stands beside a large basin filled
with wall. Rags, towels, and aprons, all
obviously well used, are draped from pegs
near the doors. A flight of stairs leads
down to a darkened doorway.

This kitchen is well equipped with basic
cooking equipment. There is nothing of
exceptional value or quality here. Clearly, this
place was never meant to create haute cuisine.

At most times, there are 1-4 hooded and
masked patients (or are they orderlies?)
working in here. They are slowly creating the
next meal, which usually consists of oatmeal or
similarly bland foods.

The staircase in this room ends in a sturdy
looking door. In addition to being wizard locked
so that only the undead may open it, a solid
lock is set into the door. Picking this mecha-
nism requires an open locks roll. Beyond the
door is area 25 on the Basement map.

11, Guest’s Room

This chamber has clearly been pressed
into service as a makeshift guest’s room.
It's very cramped, being only about 10’
wide and 20' long. Ten uncomfortable
looking bunks have been secured to the
wall.

A pair of oil lamps hang from hooks on
the ceiling, filling the room with both a
ruddy light and a bitter taste. The shifting
shadows thrown by these lamps bounce
about in an almost hypnotic fashion.

This is the area where Heinfroth quarters the
rest of the survivors from the Blue Dolphin. Like
the other Guest’'s Room (area 5), this chamber
has been enchanted with an unusual sleep spell
that is used liberally on those forced to take up
residence in this room.
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12. Northwest Stairwell

This room is painted with a flat gray wash
that the years have laced with cracks and
gouges. Dust seems to hang perpetually in
the air, tickling your nose and sticking in
your throat. Something else teases your
sense here—an odor of mildew or age that
seems familiar, but which you are unable
to give a name to.

For the most part, this area presents no threat
to those who enter it. When Heinfroth wishes,
however, he can cause the dust to thicken until
it impairs vision and threatens to suffocate
those trapped in the stairwell. When this hap-
pens, everyone here must make saving throws
vs. breath weapon or become unable to
breathe. When this happens, the normal rules
for drowning presented in the “Time and Move-
ment” section of the Player’s Handbook can be
used to adjudicate the situation. A suffocating
person must be removed from the room before
any attempt at resuscitation can be made.

13. Dining Room

Before you stretches a simple table set with
a gray cloth that seems to be made from
the same bland fabric as your robes. Simple
dishes and cups, all made from the ashen
clay that was used to fashion your masks,
are set before each of a dozen chairs. Four
large clay serving bowls, all empty, are set
on the table, as are a half-dozen depleted
pitchers.

A massive chandelier set with thick,
brightly burning candles hangs from a
length of heavy chain. By design or chance,
the composition of the chandelier makes it
look like a great mechanical spider. Indeed,
once your eye registers that resemblance,
you notice that the placement of the
candles throws long, crisscrossing shadows
that look uncomfortably like the strands of
an ensnaring web on the walls and ceiling.

This is where the heroes meet Heinfroth when
they first come to the island. Following their
initial encounter with the lord of Dominia, they
are invited to join the doctor every evening for
dinner. Of course, as soon as they pass over the
line from guests to patients, all that ends.
Unless the heroes are dining with Daclaud
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Heinfroth in this room, it
is empty.

1%. Northeast Stairwell

This stairwell lacks one of the most impor-
tant features normally associated with such
rooms: a flight of stairs. It seems a safe bet,
however, that the pile of dried and broken
lumber heaped against the walls of the
room once made up such a structure. If this
is the case, however, the stairs collapsed
long ago and were never replaced.

For those who enter this room on the ground
floor, there is little of any importance here.
Searching the pile of wood will reveal nothing
valuable, but could certainly provide a large
number of wooden stakes for use in destroying
Heinfroth’s minions.

People who rush carelessly through the door
on the first floor will find themselves falling a con-
siderable distance (about 20') onto the jagged
pile of wood. In addition to the normal falling
damage involved (2d6 points) this requires the
character to make a saving throw vs. breath
weapon or suffer an additional 1d6 points of
damage from landing on the jagged and unyield-
ing material.

15. Heiniroth’s Bedroom

Note: The doors to this area are locked. They
can be opened with a knock spell or by
successful use of thief’s open locks skill. Other
techniques may work, at the DM’s option.

This is a well-appointed and tastefully
adorned bedroom. The far wall is a great
window fashioned from small panes of per-
fect crystal through which the rays of the
sun (or moon) stream to form a crisp,
checkerboard pattern on the hardwood floor.
Although there are a number of dressers,
a desk, a free-standing wardrobe, and sev-
eral other bits of furniture here, the object
that clearly dominates this room is the
great, canopied bed that stands near its
center. Heavy, dark cloth hangs on all sides
of the bed, ensuring that whoever sleeps
within is able to sleep in absolute darkness
on even the brightest day.



Anyone who looks past
the curtains on the bed

: will discover that it is an unusual
bit of furniture. While it might look like
an ordinary bed, it has no mattress or
pillow. Instead, the canopy shrouds a great,
black coffin.

If the heroes have taken care to visit this
room between the hours of 10 p.m. and 6 a.m.,
then they will almost certainly see Heinfroth
¥ resting peacefully in his coffin. If this happens
and the heroes wish to try their luck at
destroying the vampire, the adventure
continues in the chapter titled “Confronting
Heinfroth.”

If the heroes have managed to enter this area
when Heinfroth is not here, they are free to
search it. There are three levels of detail that
such a search can take. The DM should assign
one of these levels to the search depending
upon the actions declared by the players.
Attempts to search for secret doors and the like
are not included in the following descriptions
and should be resolved individually by the
Dungeon Master.

Casual Search: A casual search of the room
takes only a few minutes. During this time, the
heroes are assumed to be “just looking
around.” They aren’t going through dresser
drawers or things like that.

A casual search takes one turn (10 minutes),
less one round (one minute) per hero
searching, during which there is a 10% chance
that they are discovered by Heinfroth. If this
happens, the adventure continues with the
chapter called “Confronting Heinfroth.”

If Heinfroth doesn’t interrupt, a casual search
of the room uncovers a small leather pouch
with 10 platinum pieces in it. These coins were
minted in the domain of Gundarak.

In addition, the heroes discover Heinfroth’s
personal journal sitting on the desk. If they have
some means of reading the language of
Gundarak, they can learn something of
Heinfroth’s plans. The last few entries describe
the experiments that he has been conducting on
the characters and notes that they will soon be
imprisoned (if this has not already
¥ happened). The graphic descriptions of his
experiments in earlier entries will make clear
the enormity of Heinfroth’s evil.

The final entry in the journal reads
as follows:

b
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The experiments on Dr. Van Richten
proceed well, if slowly. His resistance to
both mental and physical treatments is
incredible, but he nears the breaking
point. | have composed a letter for M. in
which | have detailed the effects of his
attacks through Van Richten’s dreams.
Captain Baykur will carry it to him when
Mercy returns to Martira Bay.

Standard Search: A more complete search of
Heinfroth’s bedroom requires two turns (20
minutes). During this time, the characters are
assumed to be looking into drawers, opening
cabinets, and otherwise looking for things
hidden from plain sight. While the characters
are conducting a search of this type, there is a
20% that they are interrupted by Heinfroth.
Failing that, there is a 25% chance that they
attract the attention of the hospital staff,
resulting in the arrival of 1-4 masked and
hooded orderlies. If any of the latter are allowed
to leave, they alert Heinfroth to the events
transpiring in his private chambers. The lord of
Dominia arrives in 2-8 minutes and takes
matters into his own hands. At that point, the
adventure continues with “Confronting
Heinfroth.”

A successful search of Heinfroth’s room will
reveal the items listed under Casual Search, as
well as the following curiosity.

In the top drawer of the desk is a parchment
envelope. There is no name or address written
on it. The envelope is sealed, but can be
opened and the letter within read (if the heroes
can read the language of Gundarak). The text
of the letter is printed on the inside front cover
of this book as “Player’s Aid #1.” You may want
to photocopy it for your players.

The Dungeon Master should also consider
adding one or two other items to the objects to
the contents of the desk. These should be
things taken from the characters over the
course of the adventure, making it clear to
those who haven’t caught on yet that every
thing they have done so far was watched and
recorded.

Thorough Search: Characters wishing to
conduct a detailed search of the room will
spend a full hour (6 turns) checking for false
bottoms in drawers, feeling for concealed
pockets in clothes, and otherwise turning the
room inside out. There is a 60% chance that
Heinfroth will walk in on the party while they
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are doing this. If that happens, the adventure
continues with “Confronting Heinfroth.” If
Heinfroth doesn’t catch the party, there is a 75%
chance that a group of 1-6 orderlies will hear
the commotion in the room and come to
investigate. If even a single one of these folk is
permitted to leave, an alarm is raised and
Heinfroth is summoned. He arrives in 2-8
minutes to deal with the intruders. Again, when
that happens, the adventure continues with the
“Confronting Heinfroth” section.

Assuming that the heroes make it through
this period, they discover that there is a false
back to the wardrobe. Unless someone
successfully finds and removes traps before
opening this hidden compartment up, a pair of
vials are broken. As soon as this happened, a
potent paralysis gas floods the room. Everyone
who doesn’t leave at once must make a saving
throw vs. paralysis or be unable to move for
8 + 1d4 hours. A new saving throw must be
made each round that the character remains in
the room until the gas dissipates in 1d3 x 10
minutes. After the gas has taken effect,
orderlies pour into the room to subdue any
characters who might still be active and carry
the group back to their cells.

If all goes well, however, the heroes will find a
minor treasure trove behind the panel. In
addition to any magical items that may have
been removed from them while they slept, they
find potions of extra-healing and super-heroism,
as well as an elixir of madness. Heinfroth has
also placed an amulet of inescapable location
here in the hopes that any thief will claim it too
and make himself easy to track.

In addition to the hidden panel in the
wardrobe, there is another well-concealed
treasure in the room, although a detect magic
spell will reveal it. On top of Heinfroth’s desk is
an cigar box bearing the brand name Neblina
de Mar. This is, in truth, a folding boat (see the
magical item descriptions in the DUNGEON
MASTER Guide). The command words for the
item are “neblina,” “de,” and “mar.” If the
characters haven't hit on the idea of stealing the
good ship Mercy or constructing their own
vessel for an escape, this might be a valuable
discovery.

16. Orderly Bedroom

Note: The doors to this area are locked. They
can be opened with a knock spell or by

3

successful use of thief’s
open locks skill. Other
techniques may work, at the
DM’s option.

Although this is not a small room, the air
here is thick and oppressive. A bitter-
sweet odor invades your lungs with each
breath and the smell of rotting meat
threatens to gag you. What appears at first
to be nothing more than a collection of
crates quickly resolves itself into an array
of simple, pine coffins. A quick count
indicates that a dozen or so of the boxes
fill this room, roughly half of which have
their lids hanging open.

At any given time, there are 2-8 orderlies in the
room. Half of these are resting in their coffins,
while the others are lounging about passing a
pair of limp bodies, one male and one female,
back and forth. In turn, each sinks its fangs into
the back of the victims’ necks and draws in a
mouthful of cerebral fluid to satisfy its obscene
thirst. The victims have been reduced to states
of helpless, whimpering catatonia by the
feeding of the vampires and are so far gone that
nothing short of a wish or heal will save them
from madness and death. The sight of this
nightmarish feast is enough to force most
characters to make a horror check.

The vampires attack anyone who enters their
lair, certain that they cannot explain away what
has been seen. Unlike the other orderlies that
the players have encountered, these creatures
are in something of a feeding frenzy and do not
attack to subdue. To them, the characters are
nothing more than a chance to feast on the
fresh, vibrant fluids of those who have not yet
been destroyed by Heinfroth’s experiments.

If the characters are able to destroy the
vampires in this room, they must still attend to
the ones sleeping in their coffins. If those are
not dealt with quickly, they soon awaken and
attack the party as well.

If all of the vampires are annihilated, the
heroes find that each coffin holds a small
safebox in it. These can be broken open or
jimmied with an open locks roll. To
determine the contents of each box, the DM
should consult the tables in the DuNGEON
MASTER Guide for treasure types J, K,
L, and M.



17. Rehner’s Bedroom

Note: The doors to this area are
locked. They can be opened with a
knock spell or by successful use of thief’s
open locks skill. Other techniques may work,
at the DM’s option.

This chamber has the odor of disuse about
it, although a number of crates have been
stacked here. These are marked “Dr. Piotr
Rehner” and presumably contain the
doctor’s personal effects. A pair of
wardrobe’s stand along the wall, one with
its door hanging open to expose a rack of
fine clothing. In addition to all these
common furnishings, a black-lacquered
coffin rests in one corner of the room,
beside a large desk and its accompanying
chair. The lid of this great casket is closed,
but does not appear to have been nailed
down as it would be for burial.

Because he has been busy learning the routine
of the asylum and mastering his newly
bestowed vampiric powers, Rehner has not yet
had time to unpack, although the lids to all the
crates have been unsecured so that they can be
easily lifted off and the contents examined.

As with Heinfroth’s bedroom, the heroes have
the option to conduct a casual, routine, or
thorough search of the room.

Casual Search: If the heroes opt to take only
a quick look around before moving on, they
must devote one turn (10 minutes), less one
round (1 minute) per search character to the
effort. During this time, there is a 10% chance
that Rehner returns and confronts them. If this
happens, Rehner immediately tries to flee and
get help. Unless the heroes are able to stop him
and somehow silence his screams, 2d4
orderlies show up in 1d6 minutes to help him.

At the end of a casual search, if they are not
discovered, the heroes will find some 1,000 gps
worth of jewelry.

Standard Search: A more exhaustive search
of Dr. Rehner’s chambers requires two turns (20
minutes), less 1 round (1 minute) per
% searching character to complete. There is a

20% chance that Dr. Rehner happens upon the
intruders.
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Assuming that the search is completed without
interruption, the heroes discover Rehner’s
journal in one of the desk’s drawers. Although it
doesn’t contain too much of interest, a letter
has been folded over and slipped inside the
front cover. If the one of the heroes can read the
language of Gundarak, allow them to see
Player's Aid #2 from inside the front cover of
this booklet. This document provides the
characters with all the information they will
need to locate Baron Metus in Martira Bay (see
Adventure Two: The Baron).

Thorough Search: A more thorough search of
the room requires three turns (30 minutes), less
two rounds (2 minutes) for each hero searching
and has a 30% chance of the characters being
discovered by Dr. Rehner. Should the heroes
complete such a search, they don’t find
anything they wouldn’t have found with a
standard search. Rehner, unlike Heinfroth, is not
a man who hordes wealth or secret treasures.
His work is his wealth, and he desires nothing
more.

18-19. Orderly Bedroom

This is the same as area 16.

20. Bathroom

This bathroom appears to be all but
unused by the keepers of the asylum. Cob
webs hang from the ceiling like ethereal
drapes, thick dust covers the floor, and a
rusted iron pump offers little hope of
drawing forth drinkable water to fill the
wooden basin that rests beneath it.

In fact, the pump here does work. However, it is
a trap for those who, like the heroes, have
escaped their cells. Even a single stroke of the
pump’s handle draws forth a great gush of rusty
water that cannot be stopped short of crushing
the mouth of the pump flat. Any attempt to
stopper the pump will prove no match for the
force with which the orange water is gushing
forth.

The pump is the vessel of a unique animator,
and the creature will cause the water will rise up
and attack the heroes as a water elemental.
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Common Animator (1): Int 16; AC 2;

MV 6, Sw 18; HD 12; hp 75; THACO 9;
#AT 1; Dmg 5d6 (slam); SA nil; SD +2 or
better to hit; SW nil; MR nil; SZ L (12" tall);
ML Champion; Int Low; AL N; XP 6000.

The animator attacks for 4 rounds and then
stops. Should the heroes attempt to use the
pump a second (or third, and so on) time, the
same thing will happen.

21, Bathroom

This is a seldom used bathroom with a
basin of dirty water resting before an iron
pump. A few combs and other personal
effects rest on a small shelf here, but there
is no mirror. With the exception of an
ornate ivory straight razor that hangs on a
hook beside the basin, there appears to be
nothing of any value here.

As neither Heinfroth nor any of his cerebral
vampire minions has any need to shave, the
straight razor may seem to be a bit out of place.
Indeed, it is a trap for the unwary. The razor
may be taken freely and appears to be worth
somewhere in the neighborhood of 150 gold
pieces. If a detect magic spell is used on it, the
razor radiates a faint aura of magic. The
moment the razor is used to shave someone’s
face, it instantly slips and slash open the throat
of the person being shaved. If the victim fails to
make a saving throw vs. spell, he will lose one
third of his hit points until he dies on the third
round. During that time, any manner of magical
healing can be used to stop the torrent of blood
that flows from the victim'’s throat.

22. Orderly Bedroom

This is the same as area 16.

23, Sitting Room

This is a spartan, but comfortable looking
parlor with many tables and soft chairs
scattered around. An assortment of potted
plants mixes with the broad windows on
the southern wall to make the place feel
open and alive.

A series of unusual tapestries hang on
the walls here. Each is white with an
irregular black splash on it, as if someone
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with a giant inkwell
had been clumsy when
walking through a linen closet.
As you watch these tapestries,
however, you see something most
curious about them. The black spots seem
to flow and change from moment to
moment, as if they were alive.

Heinfroth is, if nothing else, a man ahead of his
time. The creation of these tapestries was an
attempt to examine the subconscious via the
use of meaningless patterns. In essence, he has
created something similar to the Rorschach
test. Unlike those on their more mundane
counterparts, Heinfroth’s ink blots are
animated, living creatures. There are eight
tapestries hanging on the walls and at
Heinfroth’s command, the ink blots on them
can leap off of them and attack intruders. In
many ways, these creatures are similar to the
shadows described in the MoNSTROUS MANUAL™
tome. Unlike those creatures, however,
Heinfroth’s shadows drain Intelligence and
Wisdom from their victim’s instead of Strength.

Heinfroth’s Shadows (8): AC 7; MV 12;
HD 3+3; hp 20; THACO 17; #AT 1;

Dmg 1d4+1 (touch); SA drain 1 point of
Intelligence and Wisdom with each hit
(returns after 2d4 turns); SD immune to
sleep, charm, hold, and cold-based
attacks; SW can be turned by clerics;

MR nil; SZ M (6' tall); ML Steady; Int Low;
AL CE; XP 420.

Those who are reduced to O Intelligence or
Wisdom points by these creatures are slain, but
they will not rise again as shadows. For some
reason, Heinfroth’s creations are unable to
make more of their kind. It is reasonable to
assume that Heinfroth knows how to do so,
though, and could replace these creatures if he
needed to.

24. BAttic Stairway

This steep flight of stairs is narrow but well
built with solid-looking railings on both
sides. Despite this, the age of the wood is
clear as it creaks loudly with every step
you take.



This stairwell is kept
under constant surveil-
lance by the orderlies in the
monitoring room (area 27). Thus, if the
heroes are exploring this area and have
somehow managed to escape detection up to
this point, they are undoubtedly noticed now.

Basement and Bttic

his key can be used in conjunction with
mthe maps on page 25 of the Heroes,

Monsters, and Settings book. It details
the regions of the asylum that Heinfroth wishes

to keep secret from all of the inmates,
especially the heroes.

25. Cellar

You have discovered a dark room stocked
with barrels, jars of various preserved fruits,
and bags of flour and the like. Sides of meat,
salted and dried, hang from hooks in the
ceiling. A rack of wine bottles, covered with
cob webs, runs the length of the north wall.

This room serves as both a storage cellar for
the kitchen above and the entrance to the base-
ment in which Heinfroth’s patient’s are kept.
When either of the two doors here (leading to
area 26 or to the hallway that leads to the cells)
are opened, an alarm sounds in the monitoring
chamber (area 27). When that happens, the
scrying devices there are used to check the
area. Only with the greatest of precautions,
therefore, can the heroes pass through without
attracting the attention of the asylum staff.

20, Infirmary

The metallic smell of chemicals stings
your nose in this brightly lit area. The
walls, floor, and ceiling, which are made of
gleaming metal, reflect the light from the
single great lantern that hangs in the
center of the room with almost painful
intensity. A dozen metal bunks are
anchored to the floor along the walls, each
adjacent to a table with saws, sharp
knives, and other instruments that could
be used for either surgery or
7 torture.
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At any given time there are 2-8 patient
strapped down to these tables. If the heroes
interact with them, the charts presented for
area 29 can be used to quickly determine the
nature of the encounter. In addition to the
patients, however, there are also 1-4 orderlies
here. As soon as they spot intruders, they
assume that they have been sent to the
infirmary for medical treatment. Unless the
heroes manage to bluff their way past these
vampires, the encounter turns violent as the
orderlies attempt to recapture the escaped
inmates.

97. Observation Room

The door to this room is sealed with a special
wizard lock spell and cannot be opened by any
living creature. Only the hosts of the undead, or
those disguised as them through magic like the
feign undead spell, can open it.

This room is dark and cold, lit only by the
glow from ten crystal balls set into a long,
hardwood table. Gaunt men and women
sit before each one, and here and there
stands a figure in the robe and mask that
is typical garb in the asylum.

Each of these crystal balls is a scrying device
that allows the user to view events anywhere on
the island. In order to use one, a person need
only sit before it, look into the orb, and think
about the area that he wants to examine. These
balls must be instructed to inspect a given area,
and cannot be ordered to show the whereabouts
of a given person.

Whenever a living person looks into the orb,
he must make a madness check. These were
designed for use by the undead, and the eyes of
the living were never meant to gaze upon them.
If this check is made, the character may use the
crystal ball freely. If he looks away from the orb
and then tries to use it again, however, a new
check must be made.

it is through his agents in this room that
Heinfroth keeps a careful watch over his
domain. Unlike Heinfroth’s other minions, these
poor wretches are actual living people. They
have been selected from among the patients
who came to the island because of their psychic
gifts. Years of operating the orbs, telepathically
contacting Heinfroth when there is something
that he must be made aware of, and otherwise



living among the ranks of the undead, have left
them nothing more than automatons.

In addition to surveillance, all of the treat-
ment rooms are controlled by the mental efforts
of a person in this room. When the characters
enter this area, 1-6 of the orbs are in use to
oversee the treatment of a patient. The person
operating each of the orbs is being directed by
one of Heinfroth’s vampire orderlies.

The monitors themselves do not take any
action against the heroes. If wrenched away from
the orb into which they are looking, the monitor
goes into convulsions and dies in 1-6 minutes.
The vampires are not so easily defeated,
however, and will leap to attack any intruders.

28. Cell 1

The walls, floor, and ceiling of this room
are hung with white, canvas padding that
reminds you of mattresses. Even the
inside of the door is cushioned in this
unusual fashion. What little light there is in
here trickles in through a slot in the center
of the door some six inches wide by three
inches high.
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This is the cell in which the heroes are kept
after Heinfroth decides that they are no longer
going to be treated as guests. Like all of the
cells in this area, it can be filled with a magical
sleep aura that forces everyone in the room to
make savings throws vs. spell each turn or fall
into a deep sleep. Every night, this aura is
activated for between half an hour and an hour.
When the magic is discontinued, those who
have been made to slumber will continue to
sleep until awakened normally or 3-12 hours
have passed. Heinfroth’s agents, who are
immune to the effects of the sleep aura, enter
the cell during this time to search it, repair
damage to the padding, or carry off the
characters to the treatment rooms in the attic.

29, Cell 2

The player description of this room is identical
to that for area 28.

This cell, as is the case with each of the
ones not occupied by the heroes, is home to 2-
8 patients of various races. The DM should
roll 1d10 on the following chart to
determine the race of
each patient:



Race
1 Elf
2 Dwarf
3 Gnome
4 Halfling or kender
5 Half-elf

6-10 Human

There is an even chance that any given inmate
is male or female. It can be assumed that all of
the other patients in the asylum are quite mad
thanks to the treatment of the good doctor. The
following chart can be used to quickly
determine the personality of any patient that
the heroes come into contact with:

. Orderly in