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Uniquely immersive role-playing experience
is limited only by your imagination.

Collect over 150 creatures including rare and
ultra-rare breeds. Then custom combine them
into millions of powerful new monsters.
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Strategically use your monster's dominance of
one of the four elements: Earth, Wind, Fire
or Water.
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Wel;ome to the world of Jade Cocoon: Story of the Tamamayu. As Levant, a
Cocoon Master, you will engage powerful monsters in deadly one on one combat.
As the magic and talon clash of these titanic battles turn to your favor you can call
on the mystic Cocoon powers and capture a fallen foe asthey are on the brink of

death. Once captured these mighty creatures can be trained to fight for you and

combined with other monsters to form millions of new beasts. Once created these
creatures will be your key to surviving the perils of the forest.

Pit your creation against a friend in the
arena mode.

PayStation ENTERTAINMWENT
LEARN THE SECRETS OF THE TAMAMAYL . VISIT WWW.CRAVEGAMES.COM
lade Cocoon: Story of the Tamamayw. Crave and their respective logos are trad of Crave Ei i Inc. All Rights R i, Crave E i is a regi demark in the U.S.

1999 Crave Entertainment. Inc. Genki is a registered trademark of Genki Co., Inc. All Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc.
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THE HOUSE ON THE EDGE OF MIDNIGHT . . .. <0

by Raymond E. Dyer
(AD&D RAVENLOFT® Adventure, character levels 4—6 24 total levels).
Tragedy haunts the Ramsay family and all who stummble into their domain.

A DAY AT THE MARKET ......... I RS0

by Kevin Carter
(AD&D Side Trek Adventure, character levels 2+4; 12 total levels). From
horned behemoths to belching blobs, this market’s fulll of wonders.

MERTYLMANE’S ROAD .......[.0.L....... )
by Jason Poole & Craig Zipse

(AD&D Adventure, character levels 5-7; 36 total levels). A cold death
awaits you in Kaloria’s arctic wasteland.
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by Peter Lloyd-Lee
(AD&D Adventure, character levels 3—6; 25 total levels). The search for a
paladin’s sword leads to a wizard’s trap-laden lair:

EARTHTONES . ......... P W S 1616
by Craig Shackleton '

(AD&D Adventure, character levels 7-9; 48 total levels). Not all music
soothes the savage beast.

FRUITOFTHEVINE ..........L 8. ..0c... 52
by Charles C. Reed

(AD&D Adventure, character levels 2—4; 12 total lev el%) A old friend needs
help with some housecleaning and gardening.
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Two roads diverged in a wood, and |—
| took the one less traveled by,
And that has made all the difference.

— Robert Frost, The Road Not Taken




Editorial

October is still a couple months away, but
sinice this is our September/October issue, we
thought we'd ask one of our newest contribu-
tors, Raymond Dyer, to elaborate on how his
RAVENLOFT® adventure came to be:

Tales That Inspire
(Guest Editorial)

Halloween is a time to let the imagina-
tion roam freely down dark avenues. For
the DM, it is a chance to explore sinister
and macabre machinations. Sometimes,
though, the responsibility of creating a
scary adventure can seem daunting,

since so much has already been done. A
creative DM, however, learns how to
manipulate these old plots so that they
take on a fresh, exciting feel, while still
packing the nostalgia and strengths of
the classics. My contribution to this
issue, “The House on the Edge of
Midnight,” has its clearest roots in
Frankenstein. My first experience with
Mary Shelley’s masterpiece was in col-
lege, when I unintentionally pulled an
all-nighter after putting off for most of a
semester what I had expected to be the
driest book on the syllabus. I finished the
last chapter just before class the next
morning, my mind brimming with the
images that had kept me turning pages
for hours.

Mad doctors and their golems aside,
the average player is too demanding to
accept a simple remake of a classic novel.
The DM needs to call upon a wealth of
resources, from classic novels to cheap
slasher fare, and enough creepy mon-
sters to keep even the party’s battlerager
jumping,.

Look closer at “Edge of Midnight”
and you'll find that the plot was fleshed
out with some inspiration from Stephen
King's modern classic, ‘Salem’s Lot. With
a little effort, I even tracked down a copy
of Shirley Jackson’s The Haunting of Hill
House, which provided the epigraph for
King's novel. The most stylish haunted
houses I've ever “encountered” lurk in
the pages of these works, but a doctor in
a haunted house still was not enough.

William Peter Blatty’s The Exorcist
supplied the idea of the true evil inside a
little girl sealed away in a desolate room.
Roger E. Moore’s “The Briar at the
Window” (Tales of Ravenloft, TSR, 1994)
provided the inspiration for lining up the
doctor’s family against him because of
his own evil actions. Of course, not all of
this was so evident when I first put pen
to paper, but the roots of an adventure
always stretch back farther than the
writer realizes.

The final inspiration came from an
article in DRAGON” Magazine #252 titled
“Formidable Visitants.” The editor sug-
gested that 1 hold the first draft until
those creepy monsters could round out
the adventure. And do they deliver!

Reach out when you plan this year’s
Halloween event. The masters earned
their titles justly, and their works have
laid a great foundation for gamers. The
DM'’s greatest privilege is the chance to
tap the ideas of talented authors. Tolkien
and Alexander are often credited as
inspiration for fantasy gaming, but when
October rolls around, don't be afraid to
give your players a dash of King or Poe.
With a soundtrack by John Carpenter to
help set the mood, you'll be ready to give
your players a properly chilling evening.
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Anniversary Tour. Silver

Anniversary Tour, SUVER ____________——
e ————

Climate/Terrain: Game stores

Frequency: Rare

Treasure: See below :
No. Appearing: 10 stops across the country
XP Value: Immeasurable

Warning: A horde of TSR? staff, game
designers, and authors are headed to a
bookstore near you.

They call themselves “The TSR Silver
Anniversary Tour,” but don’t be \
fooled. They have every intention of
handing out prizes, hosting free
roleplaying tournaments, and demoing
upcoming releases.

If you encounter this group, your best
tactic is to engage them immediately and
challenge them to a trivia contest. Itis
rumored that those who win receive even
more prizes. Perhaps even a $100
gift certificate.

The TSR Silver Anniversary Tour is coming.
Brace for a charge.

To find the specific store location for the
nearest you, go to <www.wizards.co

TSH. Dungeons & Dragons, and the Sivar Anniversary leg
ar Anmiversary logo are

Date | Location AT:‘;tore “
7/10 | Spokane, WA Hastings Books, Video & Music J
7/17 | Los Angeles, CA__|[Waldenbooks
7/24 | San Diego, CA B. Dalton Booksellers
7/31 | College Station, TX [Hastings Books, Video & Music

| 8/14 | Omaha, NE Borders Books

Novi (Detroit), MI _[Borders Books

Columbus, OH Media Play

Waterford, CT Waldenbooks

Richmond, VA B. Dalton Booksellers

Charlotte, NC Media Play

Silver Anniversary Tour stop

m> or call (800) 324-6496.




Letters

Any thoughts on the adventures in this
issue? Write to “Letters,” DUNGEON®
Adventures, 1801 Lind Avenue S.W.,
Renton, WA 98055. You can also email us at
dungeon@wizards.com. Please send sub-
scription questions and change of address
notices to  DUNGEON  Adventures,
Subscriptions, P.O. Box 469106, Escondido,
CA 92046-9106. Toll free: 1-800-395-7760.
Email: dungeon@pcspublink.com.

AD&D® Overload?

[ would like to say that the artwork and
general layout of your magazine are
excellent, but it bugs me when I see all
AD&D adventures in an issue. Doesn’t

the magazine cover say “Adventures for
TSR Roleplaying Games”? While AD&D
may be the most popular system from
TSR, not all people use it.

I am asking that you include adven-
tures for all types of gaming systems. As
for campaigns, I like the FORGOTTEN
REALMS® setting. Mix the campaign set-
tings so that everyone can enjoy their
favorite settings once in a while. Even
present a combination like you did with
“The Ice Tyrant” (Issue #65). Doing this
will make all subscribers happy.

Danny Sullivan
Orion, MI

We have a RAVENLOFT® adventure in this
issue, @ GREYHAWK® adventure next issue, an
ALTERNITY® STAR*DRIVE® scenario in Issue
#78, and a FORGOTTEN REALMS adventure in
Issue #79. We will continue featuring a vari-
ety of campaign settings so long as we receive
outstanding adventures to support them.

“Quirky” Quotient

I have a complete collection of DUNGEON
Adventures magazines, which I find
invaluable when I need an adventure for
my campaign. It occurred to me that [
always end up using the earlier issues of
the magazine to fill the holes in my cam-
paign.

Looking back, almost every adven-
ture I ever used came from Issues #1 to
#20. Does this mean I should cancel my
subscription? Well, T think I can find
good, usable scenarios in DUNGEON
Adventures in the future if less emphasis

is placed on “quirky” adventures. If one
of the purposes of the magazine is to
provide adventures for campaigns, you
need to include more adventures that
feature generic settings and villains. Too
often the adventures revolve around a
unique setting (“First People” in Issue
#74) or a unique creature (“The Scourge
of Scalabar,” also in Issue #74) that does
not fit well into my campaign.

I can understand how this happens.
The editors see too many standard dun-
geon crawls that appear too similar to
previously published material, so they
accept those that stand out as different.
My point is that standard dungeons are
just what is needed in long-running cam-
paigns. They are easier to modify and
enable DMs to bring in themes or plots
from their own campaigns. I am not sug-
gesting that you put out the same five
adventures every issue, but one or two
“dungeon crawls” per issue would be
nice.

Jeff Bowes
via email

Take another look at the past fifty issues, and
I think you'll rediscover some adventures
perfect for “non-quirky"” campaigns.

We love receiving letters from readers
who tell us what they'd like to see in future
issues. We'll tryy our best to keep everybody
happy. In the meantime, keep those letters
coming! Tell us what kinds of adventures you
prefer and which of our published adventiires
are your all-time favorites,

confinued on page 8
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LETTERS

Hero Points
In his Issue #75 editorial, Chris Perkins
talks about playing in Monte Cook’s
AD&D campaign, in particular the “hero
points” that are used in the campaign. I
think this is an interesting concept, and |
am thinking about integrating hero
points into my campaign. What I would
like to know is how they work exactly—
in a game mechanics sense. When, why,
and how are they awarded? When can
and can’t they be used? What can they be
used for?
“Darkholme”
via email

The DM may award a hero point to a char-
acter who does something heroic or daring
(1ot foolhardy!) at great personal risk. The
DM decides whether a hero point is war-
ranted based on the risk involved and nature
of the deed.

Here's one situation: A giant standing at
the base of a tower is pounding the heck out
of the party’s thief. The party’s fighter,
watching the carnage through the fourth-
floor window of the tower, decides to throw
herself onto the giant’s back to distract it

long enough for the thief to withdraw. The
fighter suffers damage from the leap but also
has a golden opportunity to whack the giant
with her sword on the way down.

Assuming the fighter has no hero point
to spend (or has one and chooses not to use
it), the DM would probably require the
fighter to make a successful attack roll to hit
the moving giant (with a +2 bonus for hav-
ing “higher ground”) and a successful
Dexterity check at —4 to “hang on.” The
fighter automatically suffers 2d6 points of
damage from the 20" leap. If the attack is
successful, the giant will no doubt be dis-
tracted, and the DM has grounds to award
that character a hero point for her valor.

One cannot use a hero point to gain a
hero point. Thus, if the fighter had a hero
point and wished to use it to attack the
giant, she could not gain a hero point for the
action. (That would be like rewarding some-
one for cheating.)

The DM decides what a hero point can
and cannot do. Using the above example, a
hero point might add a one-time bonus to
the fighter's attack roll (+8 is not unreason-
able) or automatically negate damage from
the leap (provided the leap is successful).

Ray Yates
Andrew Coy
Adam Shields
Brent Witte
James Tusing

SPECIAL THANKS To THIS
ISSUE’S PLAYTESTERS!

Gary L. Stevens
Mike Furness
Virginia Stevens
Douglas Price
Darin Blackburn

Michele Debnam
Brian Debnam
John R. Shipley
Doug Wiken
Terry Boemer

Conversely, a hero point might allow the
fighter to treat her leap as a charge, granting
an added +2 bonus to hit and perhaps allow-
ing her to inflict double damage. If the fighter
is making the leap at great personal risk—
say, if she has 5 hit points remaining—the
DM could decide that the hero point negates
all danage from the fall in addition to an v of
the above effects. (The DM must provide
some sound explanation for why the fighter
suffers no damage from the fall. Maybe the
ground around the tower is particularly soft
and muddy.)

Each situation is different, but regardless
of the circumstances, the hero point serves to
enhance a character’s chance of success at
one action. There are limits, however. For
example, the DM should not allow a wizard
to use a hero point to cast a spell he does not
know. (There's no way to explain “sponta-
neous knowledge” of an unknown spell.)
The hero point could be used to increase the
amount of damage inflicted by the spell,
penctrate the target's formidable magic
resistance, or increase the spell’s range.

The DM would be wise to assign modi-
fiers rather than grant “absolutes.” For
example, a hero point might double the dam-
age of a character’s attack or significantly
increase the chance of hitting (or both), but
it wouldn’t guarantee an “instant kill.”

Take another example: The party stum-
bles into the cave of a beholder. To draw the
beholder's fire, the party thief bolts toward
the creature’s treasure hoard at the rear of
the cave, running underneath the eye tyrant
and forcing it to shift its anti-magic ray
away from the party's spellcasters. The
beholder decides to target the thief with four
eye-beams, including its disintegration ray.
The thief spends a hero point, and the DM
decides to award a +6 bonus to her saving
throws for the round. Spending the hero
point won't guarantee the character's sur-
vival, but it gives her a darned good chance
of living through the experience.

The Axe of Baphomet

I'm very pleased with the final presenta-
tion of my adventure, “Night of the
Bloodbirds,” in Issue #74. George
Vrbanic is a primo artist; I only wish that
[ could buy the original picture of the
stirge on page 44.

continued on page 33
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The doctor might be mad, but his technigues

ale

are cutting edge.

THE HOUSE

ON THE EDGE

OF MIDNIG

HT

BY RAYMOND E. DYER

Ramsay the damned

Artwork by Toren Atkinson
Cartography by Renee Ciske

Raymond works as a substitute teacher in
Lancaster, Pennsylvania and studied English
and History at Elizabethtown College. For
miore insight into the creation of this horrific
RAVENLOFT® adventure, see Raymond's guest
editorial on page 4.

“The House on the Edge of Midnight” is
an AD&D® adventure designed for 4-6
good-aligned characters of levels 4-6
(about 24 total levels). It is best played on
a rainy autumn night, with the lights
turned low and candles around the table.

At least one magical weapon is
required to complete the adventure suc-
cessfully. At least one priest should be
counted among the party’s number, as
should an elf or female character.

Although located in a pocket domain
in the RAVENLOFT campaign setting, this
adventure can be adapted for nearly any
AD&D fantasy setting. Statistics for
ghosts used in this adventure are drawn
from Van Richten’s Guide to Ghosts (TSR
#9355), but enough information is pro-
vided to run the adventure if this acces-
sory is unavailable.

The new monsters featured in this
module originally appeared in Michael
D. Winkle’s “Formidable Visitants” arti-
cle in DRAGON® Magazine #252. Two mag-
ical items—Lord Ramsay’s intellect
syringe and the tome The Revelations of
the Prince of Twilight—appeared in an
article by Ted Zuvich in the same issue.
DMs running the adventure without
these articles might consider replacing
the items with others of a similar nature.
The intellect syringe is a difficult item to
replace, but either a libram of ineffable
damnation or a crystal hypnosis ball would
serve well in place of Ramsay’s magical
book.

In “The House on the Edge of
Midnight,” the PCs wash ashore on a
small island and are taken in by Doctor
Blake Ramsay. At first their host seems
friendly and congenial, but as the night
draws on, clues indicate a darker side to
Lord Ramsay.

The Tragedy

One hundred years ago, Blake Ramsay
sailed from his home in Mordentshire
toward the misty borders of the Sea of
Sorrows. He and his family would find a
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THE HOUSE ON THE EDGE OF MIDNIGHT

new home, he had determined, in a place
where he could follow his arcane and
medical pursuits without interruption
from the harsh strictures and laws of the
doctoral community.

The coast was long behind them
when they spotted land. Having sailed
far off the edge of every nautical chart in
the Land of the Mists, Lord Ramsay felt
certain that the location would prove
ideal for his work. He promptly set
about building a home, finding the silent
natives of the island very helpful, and he
settled down to study.

However, Lord Ramsay did not real-
ize that he had become trapped by the
dark powers. His ruthless experimental
surgeries in Mordentshire, always on liv-
ing patients and never with the benefit of
anesthesia, attracted the attention of the
dark powers, and now the good doctor
promised to take his work to new
extremes. He was being groomed to
become the master of his own island of
terror.

Lady Ramsay soon grew large with
child, and a younger brother was born
for their only daughter, Liza. However,
young Gregory suffered deformities: He
had a hunched back and oozing sores
across his body. Lord Ramsay, knowing
that his son would never be able to prac-
tice medicine, loathed Gregory.

Two years later, Lady Ramsay bore a
second son, but Blake, Jr. was feeble-
minded. Lord Ramsay hated this child
all the more, since in his estimation the
mind is a man’s greatest asset. Lord
Ramsay estranged himself from his wife
after her failures to produce a proper
heir, delving more heartily into his work.

Determining that fate had declared
that Liza would one day be responsible
for carrying on his work, Lord Ramsay
focused on his daughter. He began train-
ing her in the practice of anatomy and
medicine.

Disaster struck when Liza was
twelve. Lord Ramsay watched from the
dining room window as his only hope of
a legacy fell from the rocky cliffs before
his home, hurled by the winds of a terri-
ble storm. Panicked, he followed Liza,
scaling three hundred feet of cliff by
means of narrow pathways and treacher-
ous leaps, but a hideous truth awaited
him at the bottom.

Liza was dead. The fall had torn away
limbs, and scarlet blood stained her
blonde hair. Carrying his daughter, Blake
Ramsay scaled the cliffs. The doctor
returned to his laboratory in the base-
ment without a word to his horror-
stricken family, bolted the door, and
worked feverishly for two weeks to
return his daughter to life. On the four-
teenth day after the tragedy, just after
sundown, Lord Ramsay returned.
Overcome with madness, he murdered
his entire family in their sleep. From
them he took the organs, limbs, and
unbroken bones that Liza would need
once the operations were complete.

The doctor worked into the night,
stitching his daughter back together. A
storm was brewing outside. That night,
Lord Ramsay was not alone in his labo-
ratory. The dark powers granted him his
wish. At one minute before midnight,
Liza Ramsay was reborn, and the clock
in the dining room stopped counting
time.

When she awoke, Blake was seized
with terror. Liza’s beautiful blue eyes
had turned a foul, iridescent green.
Responding quickly, he bound her to the
operating table while he went to his fam-
ily members in search of another pair of
eyes that would perfect his beloved
daughter. His wife and both sons had
possessed brilliant blue eyes. No matter
the replacements, Liza's eyes quickly
returned to the same grotesque green
minutes after the surgery was complete.
Slowly, inexorably, a green pallor spread
outward from the pupils, until no other
color remained. The ghastly green eyes
stared into Blake’s soul, watching him no
matter where he went in the room.
Worse, the doctor feared that people
would never take his daughter’s intellect
seriously if they could not look beyond
her deformity. He felt certain that some-
one with the right eyes would make his
daughter beautiful again.

Lord Ramsay locked his daughter in
the laboratory. If these operations on his
family could not serve to replace Liza’s
eyes, then he simply would await the
arrival of someone new to the isle.

Lord Ramsay dragged the remains of
his family downstairs and disposed of
them the best way he could imagine. He
stuffed them into the iron woodstove in

the parlor and burned them, figuring
they could atone for their failures by
warming him for the night. Later, he
sensed the three presences that now
haunt his home. The spirits of his wife
and sons lurk in the shadows of the
house, tormenting their slayer and dri-
ving him deeper into madness.

For decades, Lord Blake Ramsay has
endured the last night of his family’s life,
their tormented spirits a constant
reminder of his failure, as he sees it, to
restore his daughter to perfect life.

Starting the Adventure

The adventure involves the PCs after a
terrible storm at sea tears their ship
apart. It is up to the DM to find an appro-
priate reason for the PCs to be on the
boat. One method is to drop a rumor
while the PCs are at repose in a port city
such as Mordentshire or Martira Bay.
Rumors concerning the islands of
Markovia or Dominia, where mad doc-
tors reputedly conduct inhumane exper-
iments, could help set the mood for the
adventure and provide an interesting
juxtaposition when the PCs find them-
selves at the mercy of just the sort of man
they had intended to confront!

Finding a captain and crew willing to
journey away from the mainland into the
Sea of Sorrows provides an opportunity
for the DM to insert an important NPC
into the adventure. Should an elf or
charismatic female NPC already be trav-
eling with the PCs, this encounter could
be omitted from the adventure, but it is
strongly suggested that the first target
for Lord Ramsay’s schemes not be a
player character.

The only captain willing to partake in
such a dangerous expedition is a young
captain from Dementlieu named Claude
d'Nerrare. Claude has blinded himself to
the dangers of the Sea of Sorrows in the
hopes of making a name for himself. His
ship, the Bluesprite, is named for its fig-
urehead, that of a well-endowed woman
with gossamer wings, straining to hold
her breath. The DM should do his best to
develop Claude as a foolhardy, well-
meaning character who, for all his faults,
is still likeable. This will make his death
in the storm more poignant.
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Claude’s first mate is a Sithican elf
who goes by the name of Luther, since he
has grown tired of men butchering his
true elven name. Luther is the only NPC
survivor of the shipwreck. Luther’s
beautiful elven eyes attract Lord
Ramsay’s attention away from those of
any of the PCs, at least for the first night.

Luther (Lethellan Nomoris), male elf
F3: AC 6; MV 12; hp 16; THACO 18; #AT

1; Dmg 1d6+3 (cutlass +1); Str 14, Dex 16,
Con 15, Int 13, Wis 9, Cha 16; ML 15; AL
LN; leather armor, cutlass +1. Luther is
specialized in the use of his cutlass +1. He
also carries a potion of water breathing
with small nicks in the green-stained
glass vial marking off the gradation of
three doses.

Luther has a low regard for most
men, though he enjoys the company of

elves and human women. While not stu-
pid, Luther is a glutton for flattery and
lets down his guard easily after a few
compliments. He signed on with Claude
after finding that most sailors harbored a
general distrust for members of his race.
As first mate of the Bluesprite, he com-
manded the respect of the men who
scoffed at him before, and many quickly
learned that Luther could easily be won
over with some well-practiced adulation.

Preparing the Adventure

The adventure is presented in two sec-
tions. This first, “The House,” details
Lord Ramsay’s manor. Should PCs step
outside the provided scenario, the DM
can easily continue with the adventure,
adjusting it for the party’s actions. The
second part, “Events,” provides a path
down which the adventure is likely to
progress.

The following timeline outlines the
adventure’s chain of events. These
events need not be played in order.
Indeed, some might be avoided entirely
by a clever party. Ideally, though, the
adventure should find PCs heading
toward the moment when they find Lord
Ramsay’s iron key and bring about
Event 8: The Nightstorm.

Timeline of the Past

May 1, 387: Lord Ramsay and his
family sail from Mordentshire.

May 14, 387: Lord R