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Castle Ravenloft,
Dungeons

g -
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Synopsis

For the last time, the walls of Castle Ravenloft loomed before us,
menacing and gray. In our hearts we knew this meeting with Lord Strahd
would not take place in his magnificent dining hall. Oh no, the vampire
lord would be waiting for us in a much darker place.

Vampires, it is said, sleep in coffins, and these coffins lay in burial
chambers or vaults. Knowing this, we sought for passageways into the
bowels of the castle.

No one need have told us into what danger we stepped. Death hung on
the air, a rich and cloying scent. Silence walked close behind us, and
the still air had eyes. He was here. Somewhere close by, Strahd waited.
He had no more fear of us than an ordinary man has of a spider crossing
his floor.

Castle Ravenloft, Dungeons
Beware zombie golems, vampires, and zombies.

We entered Castle Ravenloft at position P on the Main Floor, then headed
south to a place I have marked on the map of the Main Floor as ST. This
double set of stairs goes up and down within the castle. We took the stairs
to the south and moved up one level to the Court of the Count and
position SS in Strahd’s Study.

« SS In the south of this room lie stairs taking us up yet another level to
the Rooms of Weeping and position R.

« R Going to room R in the Rooms of Weeping, we then proceeded to
Strahd’s Library, marked leon the map on page 78.

« B Hitting this hidden button in the library (in the Rooms of Weeping)
opened a way to a staircase, revealing a keyhole. Here we used the Blood
Bat Key. A wall disappeared, revealing a Vistani Tarokka card and a set of
stairs leading into the bowels of the castle, to Strahd’s Dungeons!
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A great shout escaped my lips.
With much enthusiasm I
explained the significance of the
find, and my logic proved
unassailable.

First, the Tarokka Card now gave
us the fourth of the five items
necessary to activate Trimia’s
Catalogue and escape.

My second insight would stand
unproved until the end of our
quest, but that in itself lay close at
hand. “My friends,” I said, “I
believe the last item necessary to
call upon the powers of the
Catalogue is Lord Dhelt’s Holy
Symbol! Strahd has toyed with us
since the moment we arrived in
this, his unholy land.”

Gypsy Tarokka Card: The Mists

e P At last we entered Castle Ravenloft, Dungeons, and on the map of this
level the point where we entered is shown as P.

From P we moved north, then east to D1.

e D1 The door at position D1 is opened by the use of a skull lever.
Beyond this door lay Strahd’s Mausoleum. Lightning bolts within the
mausoleum caused us trouble, but to the north we found stairs taking us
to position B1.

e B1 This button proved difficult to find, but hitting the button at B1
activated a second hidden button at position B2. We made our way to B2.

e B2 This hidden button, as difficult to find as the first, was on the east
wall of a crypt in the mausoleum. Entering the small crypts proved easy,
but most contained deadly foes.
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Pressing the button at B2 opened a door at D2.

» D2 Entering the open door at this position teleported us into
Strahd’s crypt.

Note: The entrance to Strahd's crypt has teleporters positioned
directly before it. Because of them, access to the first door is
impossible, and only by entering the teleporter at D2 could the
party have entered Strahd’s secret lair.

Though we were hot on the trail of our nemesis, a few other items of
interest awaited us within the Dungeons:

e 11 Mage Scrolls of Wizard Eye and Stoneskin

e 12 Ring of Wizardry

e 13 Cleric Scrolls of Negative Plane Protection and Heal
e 14 Cleric Scroll of Raise Dead

e I5 Battle Axe +2

e 16 Battle Axe and a Shield +1

A warning, we found it impossible to REST once within Strahd’s lair. A
series of doors opened before us, and we followed their path toward our
final battle. With the doors closed behind us, there could be no retreat. In
the final chamber, a sole granite coffin lay amid many pillars.

Strahd emerged from this cold resting place in a mist and assumed his
human form.

e N19 The position of Strahd Von Zarovich.
“And now I shall crush you,” he assured us, “simply crush you!”

What choice had any of us now? Strahd fought with great strength and
cunning. Vanishing in a cloud of mist, he reappeared at our backs. We
too used every weapon and deadly magic left to us.

At last, when Strahd seemed weakened by our mortal blows, we brought
forth the Holy Symbol of Ravenkind.

Erupting from the heart of the Holy Symbol, a blinding lance caught
Strahd by surprise. Again and again, as its powers recharged, th_e Holy
Symbol of Ravenkind lashed out at our command. Finally, this light
banished the Lord of Barovia from our sight. Count Strahd Von Zarovich
was gone!
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SIDE QUESTS

Lying on the floor, where but a moment before Count Strahd had stood in
shocked terror at the sight of Ravenkind’s mighty weapon, was Lord
Dhelt’s amulet. Our quest was complete, for the Lord of Elturel would
once again possess his link to the great god Helm!

e ———— e ————

In arranging the order of the information, | have led the reader
along the most direct path to victory over Strahd. Yet Key de
Effer and Beatrice found other interesting stops along the way

This was the party's last entry, though it is not difficult to
and met several fellow adventurers of which you have not heard.

imagine what happened next. By placing Lord Dhelt's Holy Symbol
with the Jeweler's Ruby, the Wereraven's Feather, the Elven Crown,
and the Vistani Tarokka Card, the party brought the magic of
Trimia's Catalogue to life.

To include these tales in the body of the text would have been to
make it even more roundabout and circuitous than it already
seems. Yet there may be interest in a brief overview of their less

Ferhaps in growing old | have come to long for happy endings. No critical adventures.

matter, when | think of this valiant band, | see them in Elturel,
reunited with Lord Dhelt and enjoying their rich reward.

— Van Richten

— Van Richten

Lord Dhelt Rewards the Adventurers

Lesser Catacombs Beneath Barovia

g
|
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The Old Paladin

Wererats and living walls became the party's foes on this side quest.

In a home on the eastern end of town, the party came across a paladin
who had lost his faith.

® N11 The location of the Old Faladin’s home on the map of the Village
of Barovia.

Turned by the evil of the realm from his path of true devotion, the paladin
long ago hid his holy symbol.

Near death, the paladin convinced the party to help him make amends.
Blind in one eye, he wore on that side an eye patch. On the inner surface of
this patch lay a map to the location of his holy symbol. It could be found in
the Lesser Catacombs Beneath Barovia, the entrance to which lay in an
abandoned home in the poorest section of town, at the southwesternmost
corner of Barovia.

Directly behind the paladin's home, in a shack, the party found a footman's
pick. This they carried to the stump of an old tree described by the paladin.

o TS The tree stump where the Old Faladin buried the key to the Lesser
Catacombs Beneath Barovia.

Digging west of this stump produced a key with which they might continue
their mission for the old man.
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Taking the key from the stump, the party proceeded to the shack in the
southwesternmost corner of Barovia. Here a hidden button revealed a set
of secret stairs, leading down.

The key from the stump allowed them entrance into the Lesser Catacombs,

o P From their starting position on the map of the Lesser Catacombs, the
party moved through one illusionary wall to position K1.

e K1 Here lay the Silver Star Key, a key opening all doors marked D1. After
acquiring the Silver Star Key, the party proceeded to the door marked D1
at the center of the map, then to the door near the position marked K2.

e K2 Opening the door (D1) near K2 with the Silver Star Key allowed the
party to acquire the Silver Moon Key (K2).

e H The Old Faladin’s Holy Symbol. By opening the door at position DZ with
the Silver Moon Key, the party found the Holy Symbol they had promised
to retrieve.

o T Fireball traps on the map of the Lesser Catacombs are marked T.

Returning to position F, they escaped from the Lesser Catacombe.
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When in the Wooded Area West of Barovia, the party ventured into a cave
at the northwest corner of the map. Terrified, they watched as a man
fought to keep from changing into a werewolf!

® N 20 The position of the Werewolf on the map of the Werewolf's Cave.

While in the Burgomaster's Mansion, the party had come across a tome relat-
ing to this curse. It was my own work: Van Richten's Guide to Werebeasts.
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© Along and rigorous examination of the facts leads to but

?” one conclusion: that curing the infected lycanthrope is a

i

\

difficult enterprise. No shortcuts have been found, and it
remaim our leamed opinion that none exist.

| Firsf the pnmary werebeast causing the infection must be
located and destroyed. Often, painstaking research is
required to locate this be,ast (known as the progenitor),
~ especially when a chain of lycanthropic infection is
‘ ,invol‘veﬁig.' Once you are certain the progenitor has been
' deéhuy'ed,* the 'next stage of th‘e cure m'a‘y take place To
whatever difﬂcuttits that may mvolve. Then three
' spells must be cast upon. the beast in qunck succession:
~ atoneme nt, cure dlsease, and remove curse, Finally,
4 om:e restored to human ftmn, the infected creature must
v*atane fﬁr his deeds thh acts of constant good

To make use of this information, the party sought out and slew the albino
werewolf lurking in the Wooded Area West of Barovia. This was the pro-
genitor who roamed the night, generally keeping to the south of the woods.

To complete the cure, the party located the special scrolls of atonement,
cure disease, and remove curse on the various levels of the Old Church.
These they cast upon the afflicted man in the werewolf cave.

As a gift to the party in return for his life, the cured lycanthrope offered
the party a key. This key opened the door to a home in Barovia (just north
of the Blood on the Vine Tavern).

o WT This shows the position of the Werewolf's Treasure on the map of
the Village of Barovia on page 34-

Within lay the werewolf’s treasure, a horde of items, including a very useful
ring of regeneration.
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Miscellaneous Notes on the Adventure

A few miscellaneous encounters and bits of interesting information:

In the southwest corner of Barovia stands a shanty in which lives a mad
old crone.

o N12 Home of Mad Old Crore.

Early in their quest the party heeded her words. By paying careful
attention to what at first seemed no more than mad ramblings, the party
found the clues by which they successfully moved forward.

In a lone house in the south of the Woods West of Barovia, the party met a
wizard. He spoke of destiny and the madness of magic, of the powers that
would bring the party back to him if ever they should require his help. The
party declined to take on Ryszard, as by that time they had come to know
and trust one another as an effective team.

What | know of Ryszard is this: he would make an able addition to any
quest, though he is quite beyond ordinary reason. By that | mean no more
than he himself admits. Ryszard is a mad wizard!

e N7 The home of the Mad Mage.

One of the first homes the party passed on their way to the
Burgomaster's Mansion proved to be the home of Tatian, a woman whose
remarkable resemblance to Strahd’s love, Tatyana, might have proved fatal
had she been with the party in the Caverns West of Barovia. For you see,
Vladislav was no more than Strahd in disguise!

In an early encounter with the Vistani at the Blood on the Vine Tavern, the
party agreed to be blindfolded and taken to the Gypsy camp. There they
met Madame Eva and learned of the missing Tarokka card.

Though they never accepted her help, the female elven mage from Sithicus
would have made an able addition to their party. She was first met in the

Burgomaster's Mansion, and later waited for the party in an upstairs
room at the Blood on the Vine Tavern.

Besides the wereraven, another prisoner languished in Strahd's towers. His
name was Anshelm, a brave and powerful fighter, more than willing to join
the party had they wished. His cell lay in the Secondary Towers. To rescue
Anshelm, the party entered the Secondary Towers (LT) from the
desecrated chapel (DC) on the Main Floor. With the Silver Tower Key to
open the way before them, they moved upward in the same way they had
ascended through the Main Tower.
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DIFFERENCES BETWEEN THE CD-ROM AND DISK- | TREASURE GUIDE
BASED VERSIONS OF STRAHD'S POSSESSION

Perhaps “Treasure Guide” is a misnomer. The following list details

As previously mentioned, the disk-based version of STRAHD’S POSSESSION all of the items you can find on each map. While items of critical
provides a play environment which is not as rich as that of the CD-ROM importance have been mentioned throughout the clue book, below
game. The following things exist only in the CD-ROM version of the game: is a comprehensive list of both “treasure” and “junk” as it is found

) throughout STRAHD’S POSSESSION.
e The entire Paladin Quest. The paladin’s house, shed, the tree stump, and 8

the caverns in which his holy symbol lies appear only in the CD-ROM game.

e The following NPCs appear only in the CD-ROM game: Ryszard the
mad mage and Velika the female dandy.

e Digitized NPC voices occur only when playing the CD-ROM game. OLD CHURCH,
e Cinematic interludes and NPC animations are greatly enhanced in LOWER LEVEL Old Chureh, Lower Level cont.
the CD-ROM game. ’
In the disk-based game: LEATHER ARMOR KEY RING
» Dropped objects look alike. All dropped shields look the same; all TWO-HANDED SWORD GOLD CHURCH KEY
dropped keys look the same, etc. The assassin looks like a brigand. ]
The zombie lord looks like a zombie. The ghoul and the ghoul lord AHESE CONTAINING TRIMIA'S CATALOGUE
look like a ghast. The revenant looks like a wight. The shadow fiend ! SHIELD CLOAK
looks like a shadow. FLATE MAIL
! PALADIN HOLY SYMBOL VAN RICHTEN'S TALE OF STRAHD
¢ Atmosphere rats, bats, and crows do not appear. COMPOSITE BOW _
« Villagers wandering about Barovia do not appear. ‘ QUIVER =
FOUR PARCHMENT FRAGMENTS SPECIAL SCROLL OF ‘ATONEMENT’
o Skeletal bats, werebats, wererats, and living walls do not appear. “ CHAIN MAIL
e In the disk-based game, a scroll of improved identify appears in the RING OF PROTECTION +1 i i
brigand encampment at the beginning of the game. ' CHEST; CONTAINING
THREE LONG SWORDS WHITE ROBE
CLOAK

FOUR POTIONS OF HEALING
LONGSWORD

‘ BRONZE PLATE MAIL
ROD OF SMITING

SPECIAL SCROLL OF ‘REMOV! 2
RIS CLERIC SCROLL OF ‘PRAYER’

CHAIN MAIL -
CLERIC SCROLL OF ‘FLAMESTRIKE

CHAIN COIF
CLERIC SCROLL OF ‘BLESS’

s B EL CLERIC SCROLL OF ‘MAGICAL STONES'

RLEESVRE CLERIC SCROLL OF ‘DETECT MAGIC’

CLERIC HOLY SYMBOL CHAIN MAIL



V15 S o Nt T A T T T

OLD CHURCH,
LOWER LEVEL 2

TWO POTIONS OF EXTRA HEALING

THREE OF SASHA'S LOST MANUSCRIPT
PAGES

POTION OF HEALING

POTION OF HEALING

CLERIC SCROLL OF ‘HARM’
GOLD TEARDROP CHURCH KEY

GAUNTLETS OF DEXTERITY

ELVEN WARRIOR'’S
TOMB: LOWER LEVEL 1

SHIELD

JAVELIN OF LIGHTNING

SHIELD

SPEAR

JAVELIN OF LIGHTNING

SPEAR

TWENTY ARROWS

FOUR ARROWS OF SLAYING UNDEAD
MAGE SCROLL OF ‘TRUE SEEING’
MAGE SCROLL OF ‘WIZARD EYE’
POTION OF HEALING

OIL OF FIERY BURNING

POTION OF HEALING

OIL OF FIERY BURNING

POTION OF HEALING

POTION OF EXTRA HEALING

Elven Warrior's Tomb: Lower Level 1 cont.

POTION OF HEALING
OIL OF FIERY BURNING

CHEST; CONTAINING
POTION OF FIRE RESISTANCE
KEOGHTUM'’S OINTMENT

PLATE MAIL

BATTLE AXE

SHIELD

IRON ELVEN TOMB KEY

POUCH: CONTAINING
RING OF FREE ACTION

ELVEN WARRIOR'’S
TOMB: LOWER LEVEL 2

ELVEN SIGNET
SHIELD +1
BATTLE AXE +1

CHEST; CONTAINING
CHAIN COIF
TWO POTIONS OF EXTRA HEALING
CLERIC SCROLL OF ‘RAISE DEAD’

SLING POUCH; CONTAINING
SEVEN SLING BULLETS
LUCKSTONE

BAG OF HOLDING; CONTAINING
EIGHT STONES

TWO POTIONS OF EXTRA HEALING
TWO POTIONS OF HEALING
WAND OF FIREBALLS

ELVEN CHAIN COIF
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Elven Warrior’s Tomb: Lower Level 2 cont.

ELVEN CHAIN MAIL
SHORT SWORD

LOCK PICKS

CLOAK OF PROTECTION +2

CHEST; CONTAINING
CLERIC SCROLL OF ‘CURE DISEASE’
CLERIC SCROLL OF ‘DRAW DEXTERITY’
CLERIC SCROLL OF ‘DRAW STRENGTH’
CLOAK

TWO POTIONS OF HEALING

TWO POTIONS OF EXTRA HEALING
GREEN ELVEN TOMB KEY

MAGE SCROLL OF ‘ICE STORM’

TWO CLERIC SCROLLS OF ‘CAUSE
LIGHT WOUNDS’

CAVERNS WEST
OF BAROVIA

BROAD SWORD

SHIELD

SIX MACES

BRONZE PLATE MAIL

TWO SHIELDS

BRACERS OF PROTECTION
MAGE'S JOURNAL

TWO OILS OF FIERY BURNING
SPEAR

FOUR JADE CAVERN KEYS

Caverns West of Barovia cont.

CLERIC’S HOLY SYMBOL

TWO POTIONS OF HEALING

THREE CHAIN MAILS

BRONZE PLATE HELM

DAGGER OF THROWING

MAGE SCROLL OF ‘DETECT UNDEAD’
TWO CHAIN COIFS

LONG SWORD

WAND OF ENEMY DETECTION

CLERIC SCROLL OF ‘CAUSE CRIT.
WOUNDS’

MAGE SCROLL OF ‘HASTE’
HALBERD

SLING AND EIGHT SLING BULLETS
MAGE SCROLL OF ‘DISPEL MAGIC’
MAGE SCROLL OF ‘HOLD PERSON'
SHORT SWORD

POTION OF SPEED

POUCH

MACE +1

TWO POTIONS OF EXTRA HEALING
POTION OF HEALING

TWO CLERIC SCROLLS OF ‘CURE
DISEASE’

CLERIC SCROLL OF ‘CURE DISEASE’
CLERIC SCROLL OF ‘RAISE DEAD’
MACE

CLERIC SCROLL OF ‘RAISE DEAD'
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Caverns West of Barovia cont.

WAND OF MAGIC MISSILES

CLERIC SCROLL OF ‘LIGHT’

TWO POTIONS OF EXTRA HEALING
WAND OF FIREBALLS

CLERIC SCROLL OF ‘CURE DISEASE’
WAND OF FIREBALLS

CLERIC SCROLL OF ‘CURE SERIOUS
WOUNDS'’

CHURCH VESTIBULE KEY

CLERIC SCROLL OF ‘CURE SERIOUS
WOUNDS’

MAGE SCROLL OF ‘KNOCK’

MAGE SCROLL OF ‘WIZARD LOCK’
SHIELD

WARHAMMER

TWO POTIONS OF HEALING
KEOGHTOM'’S OINTMENT

CHEST

GREATER CATACOMBS
BENEATH BAROVIA

FIFTEEN BAROVIAN COINS

CHEST; CONTAINING
RING OF FIRE RESISTANCE

EMERALD CATACOMB KEY
ONYX CATACOMB KEY
RUBY CATACOMB KEY
SAPPHIRE CATACOMB KEY
WAND OF FROST

Greater Catacombs Beneath Barovia cont.

MAGE SCROLL OF ‘VAMPIRIC TOUCH’
CLOAK

MAGE SCROLL OF ‘WIZARD EYE’
POTION OF EXTRA HEALING

POTION OF FIRE RESIST

TWO POTIONS OF EXTRA HEALING
POTION OF SPEED

CHEST; CONTAINING

KEOGHTUM'’S OINTMENT

CLERIC SCROLL OF ‘CURE CRITICAL
WOUNDS’

CLERIC SCROLL OF ‘REMOVE
PARALYSIS’

CLERIC SCROLL OF ‘NEGATIVE
PLANE PROTECTION’

RING OF PROTECTION

SACK; CONTAINING
POTION OF EXTRA HEALING
POTION OF HEALING
TWO OILS OF FIERY BURNING

POTION OF EXTRA HEALING

CLERIC SCROLL OF ‘NEGATIVE
PLANE PROTECTION’

POTION OF HEALING

CHEST; CONTAINING
MAGE SCROLL OF ‘DEATH SPELL’
POTION OF EXTRA HEALING
POTION OF HEALING

BROAD SWORD
ADAMANTITE PLATE MAIL
ADAMANTITE PLATE HELM

SHIELD
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Greater Catacombs Beneath Barovia cont.

LONG SWORD
SHIELD OF LIGHTNING PROTECTION

POTION OF EXTRA HEALING

LESSER CATACOMBS
BENEATH BAROVIA

CLERIC SCROLL OF ‘CURE DISEASE’
MAGE SCROLL OF ‘LIGHT’

MAGE SCROLL OF ‘DRAGON SCALES’
MAGE SCROLL OF ‘FREEZING SPHERE’
POTION OF EXTRA HEALING

IVORY SCROLL CASE

WAND OF FROST

SILVER MOON KEY

MAGE SCROLL OF ‘CONE OF COLD’
WINGED HOLY SYMBOL

CLERIC SCROLL OF ‘CAUSE SERIOUS
WOUNDS’

CLOAK
QUARTERSTAFF
TWO-HANDED SWORD
QUIVER

COMPOSITE BOW

SILVER STAR KEY

THREE POTIONS OF HEALING
THROWING KNIFE

SHORT SWORD

THROWING KNIFE

CEMETERY GROUNDS

POUCH OF UNUSUAL GOLDEN DUST
DAGGER
SLING OF SEEKING

CLOAK

CEMETERY
(INTERIOR LOCATIONS)

CHEST; CONTAINING
POUCH OF UNUSUAL GOLDEN DUST
POTION OF GIANT STRENGTH
RING OF FIRE RESISTANCE

CLERIC SCROLL OF ‘NEGATIVE
PLANE PROTECTION’

CLERIC SCROLL OF ‘HEAL’
CLERIC SCROLL OF ‘FLAMESTRIKE’

CLERIC SCROLL OF ‘NEGATIVE
PLANE PROTECTION’

CHEST; CONTAINING

KEY RING

CLOAK

DAGGER

CLERIC SCROLL OF ‘CURE
SERIOUS WOUNDS'’

MAGE SCROLL OF ‘CLAWS OF
THE UMBER HULK’

SHORT SWORD
CLOAK

SPEAR

ROD OF REBIRTH
CHAIN MAIL +2

RING OF WIZARDRY
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Cemetery (Interior Locations) cont.

MAGE SCROLL OF ‘LIGHTNING BOLT’
CLOAK

ONE POTION OF HEALING

ONE POTION OF EXTRA HEALING
CLERIC SCROLL OF ‘CURE DISEASE’
BROAD SWORD

CHAIN MAIL

KEOGHTOM'’S OINTMENT

SHIELD

AXE OF HURLING

MAGE SCROLL OF ‘ICE STORM’
QUARTERSTAFF +1

CLOAK

CASTLE RAVENLOFT,
MAIN AND SECONDARY
TOWERS

NO ITEMS.

VILLAGE OF BAROVIA
(INTERIOR LOCATIONS)

KEOGHTOM'S OINTMENT

CLOAK

PRICELESS FIRE RUBY

VICTOR GRYMIG’S BONE VAULT KEY

FOUR OILS OF FIERY BURNING

Village of Barovia (Interior Locations) cont.

SIX ARROWS
COMPOSITE BOW
THREE ARROWS
POTION OF SPEED
SLING BULLET
COMPOSITE BOW
DAGGER

SLING BULLET
QUIVER

POUCH; CONTAINING
RING OF REGENERATION

KEOGHTOM'’S OINTMENT
SHIELD

GAUNTLETS OF DEXTERITY
CHAIN MAIL

POTION OF EXTRA HEALING
DAGGER

KEOGHTOM'’S OINTMENT
SLING BULLET

POTION OF EXTRA HEALING
SLING BULLET

SPEAR

SLING

BULLET

ADAMANTITE PLATE

HELM

DAGGER

HALBERD
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Village of Barovia (Interior Locations) cont.

TWO SLING BULLETS
CLOAK
TWO POTIONS OF EXTRA HEALING

CLERIC SCROLL OF ‘NEUTRALIZE
POISON’

CLERIC SCROLL OF ‘NEGATIVE PLANE
PROTECTION’

CLERIC SCROLL OF ‘FORTIFY’
SPEAR

ADAMANTITE CHAIN HELM
CHAIN COIF

PALADIN’S SWORD +3
ARROW OF SLAYING UNDEAD
PALADIN’'S DAGGER

+2 FOOTMAN'S PICK

CHAIN MAIL

CHAIN COIF

BROAD SWORD +1

CLERIC SCROLL OF ‘RAISE DEAD’
STONE SHIELD

WARHAMMER +2

STONE WAND OF FIREBALLS
WHITE ROBE

TWO STONES

TWO STONES

POTION OF EXTRA HEALING

MAGE SCROLL OF ‘FIREBALL'

Village of Barovia (Interior Locations) cont.

POTION OF EXTRA HEALING
STONE BATTLE AXE

STONE OIL OF FIERY BURNING
STONE

FIVE SLING BULLETS AND SLING
OIL OF FIERY BURNING

TWO THROWING KNIVES
BROAD SWORD

SHIELD

CASTLE RAVENLOFT,
MAIN FLOOR

POTION OF EXTRA HEALING
CASTLE RAVENLOFT TOWER KEY

CLERIC SCROLL OF ‘CURE SERIOUS
WOUNDS’

CLERIC SCROLL OF ‘CURE SERIOUS
WOUNDS’

MAGE SCROLL OF ‘TRUE SEEING’
POTION OF EXTRA HEALING

THREE POTIONS OF EXTRA HEALING
BLOOD BAT KEY

I, STRAHD

TWO POTIONS OF EXTRA HEALING
FOUR POTIONS OF EXTRA HEALING

TWO POTIONS OF HEALING



121 Sl Tl Tl DTl T N

CASTLE RAVENLOFT,
COURT OF
THE COUNT

ARROW +1

POTION OF EXTRA HEALING
CHAIN MAIL

ARROW +1

POTION OF EXTRA HEALING
HALBERD

ARROW +1

POTION OF GIANT STRENGTH
TWO OILS OF FIERY BURNING
KEOGHTOM'S OINTMENT
MAGE SCROLL OF ‘LICH TOUCH’
KEOGHTOM'S OINTMENT

MAGE SCROLL OF ‘CLAWS/UMBER
HULK"

KEOGHTOM’S OINTMENT
STRAHD'S NOTES

MAGE SCROLL OF ‘STONESKIN’
SIX ARROWS

CHAIN MAIL +2

ARROW +1

CASTLE RAVENLOFT,
ROOMS OF
WEEPING

VISTANI TAROKKA CARD

CASTLE RAVENLOFT SILVER TOWER KEY
WAND OF FIREBALLS

CLERIC SCROLL OF ‘RAISE DEAD’
LETTER TO THE VISTANI

UNDEAD FOREST
(WHERE THE PARTY
ARRIVES)

TWO SEEDS OF MORNINGLORD
CLERIC SCROLL OF ‘HARM’
POTION OF EXTRA HEALING
MACE

POTION OF EXTRA HEALING
CLERIC SCROLL OF ‘HEAL’
CLERIC SCROLL OF ‘FLAMESTRIKE'
CLERIC SCROLL OF ‘HEAL'
MAGE SCROLL OF ‘FIREBALL’
WHITE ROBE

MAGE SCROLL OF ‘FIREBALL’
WARHAMMER

THREE MAGIC STONES
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UNDEAD FOREST
(WHERE THE HOLY
SYMBOL AWAITS)

TWO POTIONS OF EXTRA HEALING
OIL OF FIERY BURNING
QUARTERSTAFF

OIL OF FIERY BURNING

CLERIC SCROLL OF ‘RAISE DEAD’
FIVE ARROWS

THREE ARROWS +1

TWO SEEDS OF MORNINGLORD
SHORT SWORD +2

TWO THROWING KNIVES
DAGGER

WAND OF FROST

DAGGER

TWO CLERIC SCROLLS OF ‘CURE
SERIOUS WOUNDS’

HOLY SYMBOL OF RAVENKIND

OLD CHURCH GROUNDS
(OLD CHURCH,
MAIN LEVEL)

WRIT OF INSTRUCTION TO THE
CATALOGUE

SPECIAL SCROLL OF CURE DISEASE
POTION OF HEALING

MACE

TWO POTIONS OF EXTRA HEALING

Old Church Grounds

(Old Church, Main Level) cont.
PLATE HELM

POTION OF HEALING

CLERIC SCROLL OF ‘RAISE DEAD’
POTION OF HEALING

CLERIC HOLY SYMBOL

TOME OF EVIL ARTIFACTS AND
CURSED ITEMS

HIDDEN
UNDER-GROUND
CHAMBER

POTION OF HEALING
QUIVER

TWO POTIONS OF HEALING
COMPOSITE BOW

POTION OF EXTRA HEALING
CHAIN MAIL

BA’AL VERZI DAGGER +2

CLERIC SCROLL OF ‘RAISE DEAD'

POTION OF EXTRA HEALING

BLOOD ON THE
VINE TAVERN

NO ITEMS.
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BURGOMASTER’S
MANSION

THREE OILS OF FIERY BURNING
MAGE SCROLL OF ‘ICE KNIFE'
COUNT STRAHD'S WRIT

CLERIC SCROLL OF ‘RAISE DEAD’

VAN RICHTEN'’S GUIDE TO
WEREBEASTS

MAGE SCROLL OF ‘BURNING HANDS’

MAGE SCROLL OF ‘CHILL TOUCH'
DAGGER
WAND OF PARALYZATION

CLOAK

FORGOTTEN REALMS
FOREST

NO ITEMS.

SVALICH WOODS

MACE

SHIELD

KEOGHTOM’S OINTMENT
SKELETON’S PARCHMENT
FOURTEEN SCATTERED STONES

CHEST; CONTAINING
TWO THROWING KNIVES
CHAIN COIF
LEATHER HELM
CLERIC SCROLL OF ‘CURE

SERIOUS WOUNDS’

TWO POTIONS OF HEALING
POTION OF EXTRA HEALING

CLERIC SCROLL OF ‘RAISE DEAD’
TWO-HANDED SWORD

SHIELD

LEATHER ARMOR

POTION OF HEALING

POUCH; CONTAINING
RING OF PROTECTION +1

SHORT SWORD
POTION OF HEALING

LOCK PICKS

WOODED AREA WEST
OF BAROVIA

EIGHT SCATTERED STONES
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OLD SVALICH
ROAD SOUTH

TWENTY-SIX SCATTERED STONES
SHIELD
BATTLE AXE

CHEST; CONTAINING
OIL OF FIERY BURNING
POTION OF HEALING
POTION OF EXTRA HEALING
FOUR THROWING DAGGERS
SLING POUCH

ADAMANTITE CHAIN MAIL
COMPOSITE BOW
QUIVER

LONG SWORD

SACK; CONTAINING
CLOAK
CLERIC SCROLL OF
‘NEUTRALIZE POISON’
CLERIC SCROLL OF ‘BLESS’
MAGE SCROLL OF ‘FIREBALL’
MAGE SCROLL OF ‘FLAME ARROW’

CHAIN COIF
SHORT SWORD +1
BROAD SWORD

MAGE SCROL OF IMPROVED IDENTIFY”

CASTLE RAVENLOFT,
LARDERS OF ILL OMEN

CLERIC SCROLL OF ‘RAISE DEAD’

CASTLE RAVENLOFT,
DUNGEONS

CLERIC SCROLL OF ‘RAISE DEAD’

CLERIC SCROLL OF ‘NEGATIVE PLANE
PROTECTION’

CLERIC SCROLL OF "HEAL’
SHIELD +1

BATTLE AXE

CLOAK

RING OF WIZARDRY

BATTLE AXE +2

MAGE SCROLL OF ‘WIZARD EYE’

MAGE SCROLL OF ‘STONESKIN’

WEREWOLF'S
CAVE

SEVENTEEN SCATTERED STONES

OLD SVALICH
ROAD NORTH

TWELVE SCATTERED STONES
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+ Detailed maps.
Locations of all major
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+% Lists. All major magical
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