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If the characters approach from area K8 and have not 
yet visited this area, read: 

l A set of double doors to the west appears to be, or to ] lead to, an exit from the castle. 
If the characters enter from either direction, read: 

1 ] Overhead, in the vaulted entry foyer, four statues of drag- ] ons glare down, their eyes flickering in the torchlight. 
If anyone except Strahd enters this area through the 
doors that adjoin area K8, the dragons come alive, drop 
to the floor hissing and spitting, and attack. The dragons 
don't attack characters who enter this area from area 
Kl, heading east. The dragons are four red dragon 
wyrmlings, and they have instructions to allow guests 
to enter the castle, but not to leave it. If intruders vacate 
this area, the dragons fly up to their perches and revert 
to stone. In their stone forms, they are impervious to 
weapon damage. The dragons never leave the room. 

K8. GREAT ENTRY 

Cobwebs stretch between the columns that support the vaulted ceiling of a great, dusty hall dimly lit by sputtering torches in iron sconces. The torches cast odd shadows across the faces of eight stone gargoyles squatting motionlessly on the rim of the domed ceiling. Cracked and faded ceiling frescoes are covered by decay. 

Double doors of bronze stand closed to the east. To the north, a wide staircase climbs into darkness. A lit hallway to the south contains another set of bronze doors, through which you hear sad and majestic organ tones. 
The southern hallway is described in area K9. The wide 
staircase leads up to area K19. 

If the characters are here by invitation, add the 
following: An elf with brown skin and long black hair descends the wide staircase, quiet as a cat. He wears a gray cloak over black studded leather armor and has a polished scimitar hanging from his belt. "My master is expecting you," he says. 
The elf is Rahadin, the castle chamberlain (see appen
dix D). He fights only if attacked. Otherwise, he leads 
the characters to the dining hall (area KlO), points them 
inside, pulls the doors shut behind them, and withdraws 
to area K72 by way of the South Tower Stair (area K21). 

DEVELOPMENT 
After all the characters leave this room, the eight gar
goyles attack any character who dares to return. The 
gargoyles also swoop down to fight if they are attacked. 
When the gargoyles attack, the turbulence in the air 
from their wings extinguishes the feeble torches in the 
sconces, plunging the hall into darkness unless the 
characters have light sources. 

MAP3 
Main Floor 
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MAP4 
Court of 
the Count 

When one or more characters reach the midpoint of 
the hall from either direction, read: 

You hear a scraping sound of stone against stone, fol
lowed by the squeaking of a bat. In the direction of the 
noise, you see the fanged visage, outstretched claws, and 
flapping black cape of a vampire bearing down on you 
from above! A deep, throaty chuckle fills the hall. 

The scraping noise is the sound of the hidden compart
ment opening, and the squeaking is the sound of the pul
leys supporting the weight of the mannequin as it glides 
through the air. The chuckling is a harmless magical ef
fect similar to that created by a prestidigitation can trip. 

Have the players roll initiative, and run this as a 
combat encounter with the "vampire" acting on initia
tive count 5. On its turn, the mannequin flies over the 
characters, 10 feet above the floor, and doesn't stop until 
it reaches the east end of the hall. On its next turn, it re
verses direction and flies back to its compartment. The 
trap resets after 1 minute. 

A character who attacks the mannequin from the floor 
needs a range of at least 10 feet. The mannequin has AC 
15 and 10 hit points, and it is immune to poison and psy
chic damage. If the mannequin is reduced to O hit points 
while in the air, it falls to the floor. 

K28. KING'S BALCONY 

A sculpted stone railing encloses this long balcony, which 
overlooks Raven loft's chapel. Two ornate thrones stand 
side by side in the center of the balcony, covered with 
dust and strung with cobwebs. The thrones face away 
from the double doors that give access to the balcony. 
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Two Strahd zombies (see appendix D) are slouched on 
the thrones. They remain motionless until one of them 
is disturbed or another creature comes within a zom
bie's reach, whereupon they attack. 

The balcony is 50 feet above the floor of the chapel 
(area K15). A staircase north of the double doors leads 
down to area K29. 

K29. CREAKY LANDING 

I This staircase is made of old wood that strains under- Ifoot, creaking and groaning. 

The staircase climbs from area K16 to area K28. It 
seems unstable but is sturdy. The creatures in area K28 
can't be surprised by anyone climbing the creaky steps. 

K30. KING'S ACCOUNTANT 

Dusty scrolls and tomes line the walls of this room. More 
scrolls and books lie scattered on the floor, around four 
heavy wooden chests fitted with study iron locks. The 
only unobstructed floor space is directly in front of the 
doors on the east and west walls. 

In the center of this clutter stands a great black desk. 
A figure crouches atop a tall stool, scratching on a seem
ingly endless scroll of paper with a dry quill pen. Nearby 
a tasseled rope hangs from a hole in the ceiling. 

The figure is Lief Lipsiege (CE male human com
moner), an accountant. He is chained to the heavy 
wooden desk and has no interest in the characters or 
their concerns. Under no circumstances does he volun-



The dark figures are four swarms of rats piled atop 
one another to form manlike shapes (two swarms per 
alcove). These rats are under Strahd's control and attack 
anyone that tries to move through this area. 

The steel door is engraved with images of a human 
king in armor astride a horse, a majestic range of moun
tains and shooting stars in the background. Tiny figures 
of people and wolves frame the image. 

K36. DINING HALL OF THE COUNT 

Dust assaults your lungs. A sweet yet pungent smell 
of decay fills this room, in the center of which stands a 
long oak table. A blanket of dust covers the tabletop and 
its fine china and silverware. In the center of the table, 
a large, tiered cake leans heavily to one side. The once 
white frosting has turned green with age. Cobwebs hang 
like dusty lace down every side of the cake. A single doll 
figure of a well-dressed woman adorns the crest of the 
cake. Suspended above is a web-shrouded chandelier 
of forged iron. An arched window in the south wall is 
draped with heavy curtains. Resting in a wooden stand 
by the window is a dusty lute, and standing quietly in the 
southwest corner is a tall harp shrouded in cobwebs. 

The wedding cake is over four centuries old, kept in its 
current rotten state by the will of Strahd. The toy figure 
of the groom from the top of the cake was cast on the 
floor long ago. A character who searches the dusty floor 
finds the figurine with a successful DC 10 Wisdom (Per
ception) check. 

MAPS 
Rooms of 
Weeping 

If the characters take the groom figurine out of the 
room, read the following if they return to the room at a 
later time: 

Billowing drapes draw your eye to the window, which 
has been broken outward. Scattered about the floor are 
chunks of the moldy cake, as if something had burst 
out of it. 

There are two explanations for the burst cake and bro
ken window. Choose the one you think is creepier: 

• Strahd smashes the cake and breaks the window to
make the characters think something terrible has es
caped and is now stalking them.

• Strahd's hate assumes a corporeal form, bursts out
of the cake (the symbol of Sergei and Tatyana's love),
and escapes through the window. "Strahd's hate" has
the statistics of an invisible stalker and tries to kill
whichever character is carrying the groom figurine.

The room has wooden doors in the north and west 
walls, and an ornate steel door in the east wall (see area 
K35 for details). 

The harp stands 6\li feet tall, weighs close to 300 
pounds, and is fashioned of dark, stained wood carved 
with images of harts and roses. Its taut strings are 
made of gut. 

A character who plays the harp and succeeds on a DC 
15 Charisma (Performance) check does well enough 
to summon the ghost of Pidlwick, a short little man 
dressed as a fool, with a tiny jingling bell at the end of 
his pointy dunce cap. He asks, "Why have you sum
moned me from beyond the grave?" Regardless of the 
answer, he commends the character for playing well 
and says, "In my crypt below the castle, thou shalt find 
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MAP6 
Spires of 
Raven loft 

The trapdoor can be found after a search of the room 
and a successful DC 13 Wisdom (Perception) check. Lo
cating the trapdoor doesn't enable someone to discover 
its opening mechanism. The door has a hidden lock and 
can be opened by pulling down on the hook from which 
the black cloak hangs. Once it has been found, the trap
door can be opened by pulling on the hook, or it can be 
unlocked by someone using thieves' tools, a knock spell, 
or similar magic. It swings down when unlocked. 
K52. SMOKESTACK 

Jutting from the steeply sloping rooftop of the castle, a 

spindly smokestack, five feet in diameter at the top, rises 

thirty feet above the roof's peak. Smoke belches from its 

iron-pronged capstone. 

The chimney leads down 60 feet to the blazing fireplace 
in area K37. A creature that starts its turn in the chim
ney takes 3 (ld6) fire damage. 
K53. ROOFTOP 

Rain splashes against the sagging, sloping rooftop. 

Flashes of lightning illuminate gargoyles perched on the 

roof's end peaks, their hideous stares forever fixed on 

the courtyard some one hundred thirty feet below. 

If a character tries to traverse the rooftop, read: 

Some of the ancient roof tiles slide easily underfoot, eas

ily dropping into the fog-shrouded darkness. Each falling 

tile resounds with a hollow click as it hits the flagstones 

of the parapet or courtyard below. 

A character must succeed on a DC 15 Dexterity (Acro
batics) check to traverse the roof. The check succeeds 
automatically if the character crawls. If the check fails 
by 5 or more, the character slides off the edge of the roof 
ans falls 40 feet to the castle parapet (area K46). 
K54. FAMILIAR ROOM 

The low ceiling of this twenty-foot-square room presses 

down on you. Torn and broken couches lie in heaps, hap

hazardly strewn about. Deep claw marks cover the hard

wood furniture, and the once lush upholstery has been 

sliced to shreds. From the dark shadows amid the rubble, 

three pairs of green eyes stare back at you. 

The three c.ats are familiars ·of-the•lit��es in ai,ea .�so.. 
If the familiars see the characters here, the witches are .... 
alerted\� t��ir preserit'y. ' . . "'' '. . 
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K58. BRIDGE 

A strong wind blows across this slender bridge of stone 
and masonry. The bridge's old iron railings have rusted 
away years ago, leaving the bridge without handholds. 

The bridge connects areas K20 and K57. The wind isn't 
strong enough to knock creatures off the bridge, but a 
creature that takes damage while standing on the bridge 
must succeed on a DC 10 Dexterity saving throw or fall 
60 feet onto the roof of the keep. 

K59. HIGH TOWER PEAK 

If the characters climb the stairs to reach the tower 
peak, read: 

The spiral staircase finally ends at a five-foot-wide stone 
walkway that circles the shaft. In the center of the tower's 
highest floor, a fifteen-foot-diameter ·hole drops into the 
cold heart of Raven loft itself. Cold air rushes up out of 
the shaft, sending a chill through you. Arrow slits line the 
walls, and aging beams support a steep, cone-shaped 
roof. One beam and part of the roof have fallen away, 
leaving a gaping hole open to the stormy sky. 

The hole in the floor forms the mouth of an enclosed 
shaft (area K18a) that descends 450 feet to the castle 
catacombs (area K84). 

PIDLWICK II 

Hiding in the rafters is Pidlwick II (see appendix D). 
A character spots Pidlwick II with a passive Wisdom 
(Perception) score that meets or exceeds its Dexterity 
(Stealth) check. If Pidlwick II is spotted, read: 

Something lurks among the rafters-a small, spindly 
man not much larger than a child. A flash of lightning 
illuminates his face, which is painted like a grinning jack
o'-lantern. 

Although he appears to be a petite man wearing face 
paint and a fool's costume, Pidlwick II is actually a 
clockwork effigy of the real-life Pidlwick, who lies 
entombed in the catacombs. The dark paint on his 
face is soot. 

If the characters see Pidlwick II in bright light, read: 

It's obvious that you're looking not at a small man, but a 
mockery of one. This thing is not a creature of flesh and 
bone, but a construct made of dyed leather stitched and 
tightly wrapped over an articulated frame. You hear the 
soft tumbling and clicking of gears. 
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and a creature trapped inside must succeed on a DC 15 
Constitution saving throw or fall unconscious as though 
affected by a sleep spell. 

At the same time the elevator rises, a 10-foot cube of 
granite suspended from heavy chains descends in the 
eastern half of the shaft, acting as a counterweight. The 
massive block lands gently at the bottom of the shaft, fill
ing the previously open 10-foot-by-10-foot space adjacent 
to where the elevator stood. The block weighs thousands 
of tons and pulverizes anything in the space where it 
comes to rest. 

Once the elevator starts rising, its portcullises are 
locked in place and can't be lifted. The walls of the shaft 
are nearly flush with the elevator compartment; only a 
few inches of space exist between the portcullises and 
the shaft walls. 

All creatures trapped inside the elevator (including 
unconscious ones) must roll initiative. The compartment 
takes 1 round to reach the top of the shaft, stopping just 
beneath area K4 7. Each creature inside has one turn to 
act before the compartment comes to a dead stop. Their 
initiative rolls determine the order in which the occu
pants act. Conscious party members can take whatever 
actions they like. They might search for a way out, wake 
sleeping party members, cast spells, or take other ac
tions. Unconscious ones can do nothing. 

A character who uses an action to search the ceiling 
of the elevator finds a secret trapdoor with a success
ful DC 10 Wisdom (Perception) check. The trapdoor 
opens downward. 

Any creature on top of the elevator when it reaches the 
top of the shaft must make a successful DC 15 Dexterity 
saving throw to avoid being crushed against the ceiling 
of the shaft. The character takes 44 (8d10) bludgeoning 
damage on a failed save, or half as much damage on a 
successful one. When the elevator comes to a stop, its 
portcullises retract. 

The elevator remains at the top of the shaft until the 
lever in area K31 is moved to the "down" position. When 
that happens, the trap resets in 1 round: the portcullises 
come down, and the elevator compartment descends to 
its place in the hallway at the bottom of the shaft as the 
stone block rises to the top of the shaft. When the eleva
tor reaches the bottom, its portcullises rise again. 

DEVELOPMENT 
The sound of the elevator moving can be heard th.rough, 
out the castle. Characters who-are. trapped or asleep in 
the elevator compartment.are e:asy prey}or:Stt:ahd, who 
·can reach them by way ofth� tral?doqr 1.n '�reaK.47.

K62. SERVANTS' HA'.LL

This hall stands in deadly silence. Heavy beams support 
a sagging, ten-foot-high ceiling. Fog clings to the floor, 
obscuring everything that lies less than three feet above 
it. A giant shadow lurches across the ceiling as a dark fig
ure shuffles purposefully down the corridor toward you. 
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sitive trapdoors (see the Traps in Area K73 diagram), 
but the water makes it impossible to see where the trap
doors are. For every 10 pounds of weight on a trapdoor, 
there is a 5 percent chance that the trapdoor will open. 
The 10-foot-deep pit under each trapdoor contains a 
magic teleport trap that activates as soon as the trap
door opens. Any Medium or smaller creature on a trap
door when it opens plunges into the pit and is teleported 
to a cell in either area K74 or K75, as the diagram 
indicates. 

When a character sets off a trap, other characters in 
the hall see an explosion of air and water fly up around 
the triggering character (air that was trapped in the 
pit is released suddenly when the trapdoor opens). 
The triggering character suddenly falls from sight. An 
instant later, the trapdoor closes, leaving only a slowly 
dissipating swirl in the water. It doesn't open again until 
24 hours have passed, at which point its teleport trap is 
recharged. 

Characters who fall victim to the teleport traps are 
transported to dungeon cells closed with iron bars and 
under 5 feet of brackish water (areas K74 and K75). 

K74. NORTH DUNGEON 

The rusty iron door connecting this hall to area K73 is 
submerged in 5 feet of water and requires a successful 
DC 10 Strength (Athletics) check to open. 

A mold-covered ceiling hangs three feet above the still, 
black water that fills this dungeon corridor. The water 
is five feet deep. Ten-foot-square cells, their entrances 
blocked by iron bars, line both sides of the hall. One of 
the cells is dimly lit. 

The corridor is 40 feet long. Branching off it are eight 
cells, four along each wall. Light spills out of cell K74h. 

A hinged door made up of 1-inch-thick rusted iron 
bars spaced 4 inches apart, with horizontal crossbars 
spaced 6 inches apart, closes off each cell. Each door is 
fitted with an iron lock. A character using thieves' tools 
can try to pick a lock, which requires 1 minute and a 
successful DC 20 Dexterity check. The check is made 
with disadvantage if the character is trying to pick the 
lock from inside the cell. If the check fails, the character 
can try again. 

A character can force open a barred door by using an 
action and succeeding on a DC 25 Strength check. 

Strahd visits the dungeon occasion.ally to s·ee w_hether 
any characters have be.come trapped hereiHe'can enter 
a cell by assuming mist "corm.··:.� · · ·. 

l ,-·>·. � ·, 
K74A . FORGOTTEN''TREASUR,E. 

This cell is linked to a teleport trap in area K73: Char
acters who enter the cell can feel coins shifting beneath 

. their feet. 
Treasure. Scattered across the floor of this cell are 

3,000 ep. The coins have the profiled visage of Strahd 
von Zarovich stamped on them. A character can scoop 
up one hundred coins every minute. 
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One square = 5 feet 

K74B. FORGOTTEN 'TREASURE 

I I The rusted door to this cell hangs open slightly. 

Characters who enter the cell can feel coins shifting be
neath their feet. 

Treasure. Scattered across the floor of this cell are 
300 pp. The coins have the profiled visage of Strahd von 
Zarovich stamped on them. A character can scoop up 
one hundred coins every minute. 

K74c. ROTTING CORPSE 

I 

I Clinging to the bars of this otherwise empty cell is the Irotting corpse of a male half-elf dressed in leather armor. 

This cell is linked to a teleport trap in area K73. 
Treasure. A search of the corpse yields a sheathed 

longsword and two belt pouches, one containing five 
gemstones (50 gp each) and the other containing a po
tion of heroism. 

K74D. EMPTY CELL 

This cell contains nothing of interes�. 

K74E. END OFTHE RIDE· 

This cell is linked to a telt,port trap in are.a K73. 
Secret Door. A secret door is:s fe.et up from the floor 

on the north wall of this cell. Tlie secret door can't be 
opened from this side without.the use of a knock spell or 
similar magic. Behind the secret door 1s a chute of pol
ished black marble that slants upward (area K82). 

K74F. EMPTY C:�LL 

This cell contains nothing of interest. ' . ·, . 
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