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Introduction
Thron’s whole body ached. He had begun this ride well before
dawn, and the sun now hung just above the western edge of
the Spirit Wood—a place his grandfather had warned him
about. When a crossroad came into view, he stopped. This
new voad van west to Salkiria and east into the forest, even-
tually reaching the “ghost city.”

“Greetings, southerner. You look like you're new here,” a
tiny voice called out in the Trade Tongue. A female halfling
reined her tan pony to a halt as she came to the crossroad.
She seemed to be headed toward the city.

“Yes, I have never been to this place before. T am Thyon, of
the Klun barony. Who are you?”

“Lam Hanlee. I live in the city. Why don’t we ride together
and I can tell you what to expect?” she said, nudging her
pony eastward along the road.

Thron grunted his acceptance.

“Are you coming to Manifest for a veason?” the halfling
asked him as they entered the Spirit Wood.

Thron did not speak for long moments. He had no trust for
cities or anyone who lived in them, but he knew precious
little about this strange place, and his grandfather had
warned him to try his best not to seem like a fool. Such a
demeanor was dangevous in the city of Manifest. This
halfling could, if nothing else, tell him where to begin his
search.

“I make this journey for my grandfather. He died a week
ago—1I carry his bones.” They weve both silent for a moment.
“He said he would see me in Manifest.”

Welcome to the Ghostwalk campaign, a high fantasy
roleplaying setting. In some very fundamental ways, it
is like many other campaigns for the Dunceons &
DracoNs® game; it is a world with magic and monsters,
with gods and demons, and with tales of an afterlife
that waits for heroes and villains alike. Players create
PCs, DMs create adventures, and you bring them
together, resulting in great tales of daring heroism.
The one important difference in a Ghostwalk cam-
paign is this—when your character dies, you don't
have to stop playing. Instead, you can keep the adven-
ture going, playing your character as a ghost and ben-
efiting from a whole new set of skills and abilities.
Ghosts in a Ghostwalk campaign are simply the spirits
of the dead. They do not “haunt” places or people the
way they do in other settings (although that word is
sometimes used to describe the home of a ghost).
Here, they are free-willed, free-roaming spirits. In
fact, some characters may enjoy themselves more as
ghosts than they did as living beings.

THE GHOSTWAILK

Unlike in other settings, in a Ghostwalk campaign the
land of the dead is an actual physical locale—a place
deep within the earth that spirits literally travel to after
they die. Because the land of the dead is a physical

place, getting there is not just the metaphysical jour-
ney it might be in some settings, or even the magical,
extraplanar journey it would be in others. It is possible
for a character in this setting, living or dead, to physi-
cally travel underground and go to the land of the
dead. Of course, no living mortal has ever traveled to
the land of the dead and returned, so this strange land
remains an almost complete mystery to the living.

The city of Manifest is built around the entrance to
the land of the dead. Because of its proximity to that
mystical place, the city has some unique qualities.
First and foremost among them is that it is full of
ghosts—spirits that have traveled to the land of the
dead’s border but are not yet ready to leave behind
their former lives.

In most parts of the world, ghosts are incorporeal
and unable to affect the people and things around
them. But ghosts in the city are continually mani-
fested, whether they want to be or not (in fact, that’s
how the city got its name). It’s the place where the
living can meet, interact with, and touch the dead.

In Manifest, a ghost can pick up an object just as
though he or she were a living person with a body.
Likewise, a ghost can be felled by a sword or a spell
just as a living person would be. Ghosts have ecto-
plasmic forms that serve as their bodies, although
ectoplasmic forms do not have all the same properties
as normal physical bodies; for instance, ghosts don't
need to eat.

THE GHOSTWALK
CAMPAIGN

In order to use this campaign option, you must also
have the Player’s Handbook, the Dunceon MasTeR's Guide,
and the Monster Manual. This book provides every-
thing you need to run a Ghostwalk campaign: Chapter
1 explains the mechanics of playing a ghost, Chapters
2—4 provide more details on the people and places in
a Ghostwalk campaign, Chapter 5 contains new mon-
sters, and Chapter 6 offers a series of adventures you
can use to kick off a campaign set in or near Manifest.

CLASSES
Below are some basic notes on how each standard
class in the D&D® game is represented in the world
near the Veil of Souls.

Barbarians are rare around Manifest, usually hail-
ing from the Varlin Mountains near Bazareene. No
barbarians are native to the city. If they come from a
primitive tribe, they may (depending on the beliefs
and superstitions of their particular people) actually
be comfortable with the idea that they are surrounded
by ghosts. If their culture does not prepare them for
this bizarre interaction, barbarians are usually even



more unnerved than most people the first time they
actually meet a ghost.

Barbarians who become ghosts often handle the
transition badly, and with violence, but once they take
to it, there are few problems.

Bards are found almost everywhere, but they are
particularly common around the city of Manifest.
Where better to seek knowledge in the form of tales
and legends of old than among the ghosts of those
who lived in the past? Ghostly bards are often sad,
playing melancholy songs and telling stories of an
almost forgotten past.

Clerics in and around Manifest serve either Aluvan
or Dracanish. Those not from the city of Manifest
often have a difficult time with the presence of the
ghosts, at least at first. Of course, when an ignorant
cleric attempts to turn ghosts in Manifest, the targets
usually just chuckle or scowl and sigh.

Ghost clerics are usually torn individuals. They
would like to pass on to the next world and meet the
god they have served so faithfully, yet there’s always
more work to be done in the mortal world.

Druids are common in the areas around Manifest
because the city is situated in the middle of a sprawl-
ing forest with its own strong ties to the dead. Druids
come from far and wide to live in a wood where many
of the trees are or were intelligent beings. A great
many of the druids in the area belong to a group called
the Arboreal Guardians, who safeguard the sacred
trees of the Spirit Wood.

Ghost druids are rarely found in the city, since they
usually go off into the Spirit Wood—it is more com-
fortable for them.

Fighters are common most everywhere you go,
and in Manifest, it’s no different. A great many of
these individuals (both living and ghost) can be
found in the Armed Yard, a practice and training facil-
ity. Being a ghost doesn't always play to a fighter's
strengths, so such a character often does not take the
transition well.

Monks in the area are often brothers or sisters of
the Monastery of Kreel, located near Manifest. In the
city itself, they can often be found among the fighters
in the Armed Yard. Monks do not like fighting ghosts,
since ghosts do not have the anatomy and manner-
isms of the monks’ typical opponents. Monk ghosts,
on the other hand, are often quite deadly, using their
supernatural powers to augment their already highly
honed abilities.

Paladins are uncommon in Manifest. Of the two
most commonly worshiped deities in the city, Dra-
canish does not inspire paladins, and Aluvan does so
only rarely. Paladins from outside the city who have
been taught that ghosts are “undead that ought to be
dispatched” have a difficult time, finding themselves
in the strange position of being on the wrong side of
the law. Even those who realize and accept the situa-
tion are occasionally uneasy in Manifest. Still others

adapt and have no problem working with or even
existing as ghosts, happily fighting against the evil
undead and necromancers that threaten the city from
time to time.

Rangers rarely spend much time in Manifest itself,
but they are common in the area because of the Spirit
Wood. Many join the Arboreal Guardians, but most
members of that group are elves, half-elves, or
humans with some tie to elvenkind. Rangers of other
races rarely join the group, instead working alone.
Nevertheless, any ranger who knows anything about
the Spirit Wood knows that it can be quite dangerous,
particularly to those who do not show proper respect
to the Guardians.

Ghost rangers are extremely rare in the city. They
usually go off into the Spirit Wood, not to become a
part of it—unless they are elves or half-elves—but
because it is more fitting and comfortable for them.

Rogues are common in Manifest. Those who
intend to practice much thievery should consider
joining the Golden, the local thieves’ guild. The
Golden does not care for nonguild thieves in its city.

Many rogues find that being a ghost is very helpful
to their profession. Not only are ghosts sneaky, but
many magic traps are set off only by the presence of
living beings. Of course, in Manifest, some mages take
that into account and develop traps that specifically
affect ghosts.

Sorcerers in the area are sometimes members of
the Piran Sedestadel, a mages’ guild that specializes in
studying ghosts and magic related to ghosts. Other
sorcerers aren't interested in “‘studying” anything,
since their spells come to them naturally. Sorcerers
often come from the land known as Tereppek.

Ghost sorcerers are fearsome, because their spells
often enhance and supplement a ghost’s already well-
developed supernatural powers.

Wizards are more likely than sorcerers to join the
Piran Sedestadel, since they are, in general, more
interested in arcane studies. Wizards often come from
the land known as Tereppek. Ghost wizards are as dan-
gerous as ghost sorcerers, for the same reasons.

MAGIC
Magic is prevalent in a Ghostwalk campaign. Not only
do wizards and sorcerers abound, along with bards,
clerics, and all the other spellcasting classes, but
ghosts with supernatural abilities make up a signifi-
cant portion of the population. Manifest is a city
where trails of ectoplasm and randomly flying objects
are frequent sights.

When dealing with spells in the Ghostwalk cam-
paign, keep in mind that some spells affect ghosts dif-
ferently (or not at all). Chapter 1 offers details on how
existing spells work in this setting, as well as some
new spells that specifically deal with Ghostwalk ghosts
(which are, of course, different from the standard
undead ghosts in the Monster Manual).
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MONSTERS

The spirits of all intelligent humanoids, except elves
and half-elves, come through Manifest when they die.
A great many of the bestial races (bugbears, gnolls,
and lizardfolk, among others) fear the whole area
above the entrance to the land of the dead. Only a rare
few living members of these races ever bring the
bodies of some of their fallen to Manifest or come to
interact with ghosts before those spirits depart. For
the most part, monstrous humanoids come to Mani-
fest in disguise in order to avoid confrontations with
the City Watch. The Lair, found in the section of Man-
ifest known as the Tombyards, is an underground sup-
port network providing goods, guidance and general
aid to these creatures (for an exorbitant price).

One notable exception is the Tyuug-Numau orc
tribe, which wanders the region outside the Spirit
Wood. The city of Manifest has had to drive off the
Tyuug-Numau a number of times—the orcs are un-
ruly and extremely violent, since they place almost
no value on life. Fortunately, the orcs are truly terri-
fied of the Spirit Wood and refuse to move through
the forest except in very rare cases.

The Spirit Wood is full of all sorts of monsters, pri-
marily dire animals and magical beasts. The grounds
around Manifest have some strange monsters unique
to the area, including something called a “ghost eater.”

ION
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Yuan-Ti

The greatest monster threat comes from the yuan-ti.
Being abominations in humanoid shape rather than
true humanoids, the yuan-ti do not have the kind of
souls that can manifest after death. When they die,
they pass directly to the land of the dead. While this is
true of all aberrations, the yuan-ti long ago took eter-
nal, unbelievably intense umbrage to this fact. As a
race, they wish nothing less than the destruction of
Manifest and all the ghosts there.

Undead

Necromancy of any type is frowned upon in Manifest,
and animating the dead is strictly forbidden by law.
Still, the city is an almost irresistibly large source of
raw material for necromancers interested in both
dead bodies and the ghosts themselves. Thus, the
necromancers hidden away beneath the city (or even
in far-off Xaphan) send their undead creations into
the streets of Manifest to carry out their dark tasks.
Sometimes, however, undead are not created by a
spell but are generated spontaneously. Since people
here know that the dead person should have become
a ghost, they take the appearance of such an undead
very badly—it’s not just horrific, it’s also spiritually
revolting. Undead hunters are frequently more zeal-
ous in Manifest than elsewhere, for they see undead as
the greatest form of perversion.

TO LIVE AND DIE

This book contains a full campaign setting, but the
city of Manifest can just as easily be transplanted
into whatever world your current D&D campaign
occupies. Chapter 3 contains advice for adapting it
to both the ForcorTen REALMS® and GREYHAWK® set-
tings. However you use it, the Ghostwalk campaign
option adds a new dimension and fascinating possi-
bilities to any D&D campaign.

The city came into view, a double-humped hill covered by
homes, businesses, and gardens. Manifest had no city wall,
but a sparkling river nearly two hundved feet across guarded
the approach. Neavly straight ahead, at the far side of a long,
many-arched stone bridge, was a huge tower of black stone.
The thing was taller than any man-made object Thron had
ever seen, and its surface was decorated with statues too
small to be recognized at this distance. As Thron looked
around, he noticed that all the buildings seemed to be simi-
larly covered with statuary.

“Close your mouth, Thron. I know the Grand Portal is
impressive, but you're going to stand out if you gawk.”

The barbarian’s jaw snapped shut.

“Let’s go inside.” Hanlee kicked her pony into a trot, and
Thron followed.

“If you like, Thron, I can take you to a shrine so you can
make an offering. But I think you should go to the Registry

first.”

“The Registry?”

“The place where ghosts usually vecord their names so that
anyone trying to meet them knows they ave here. And people
like you can vecord where you're staying so your ghost vela-
tive knows where to find you.”

“How far away is this Registry?”

“Only a few blocks,” the halfling said. “We just have to go
up Phantom Hill a bit—"

“Wait!” Thron dismounted suddenly. “I do not think I will
need the Registry after all” He walked his horse toward a
white-haired old man wearing worn leather. The elder con-
versed with a younger man in similar attirve. A small collec-
tion of dust, leaves, twigs, and other small items swirled
about the elder’s feet, and a faint blur seemed to trail behind
the younger man whenever he moved. As Thron drew closer,
the light of the setting sun hit the pair at an odd angle and
he could actually see right through their bodies.

They were both ghosts.

The old man turned and smiled as the barbarian
approached. “ Thron!”

“Hello, Grandfather. It is good to see you again.” He
extended his left hand in the traditional vespectful greeting
of his people.

The old man clasped Thron’s arm at the wrist. His grip
was solid, but cooler to the touch than it had been in life.

“I am glad and honored that you came. Now,” he said, ges-
turing to the younger ghost, “I want you to meet your father.”



he Ghostwalk campaign uses the DUNGEONS & DRAGONS
rules found in the Player’s Handbook and Dunceon
Master's Guide. If you've ever played in a D&D game,
then you know most of what you need to in order to
jump right into adventures set in the city of Manifest.
However, there are a few important distinctions, plus
some new spells, feats, prestige classes, equipment, and
more material designed specifically with the Ghostwalk
campaign in mind.

— RUIES FOR GHOSTS

This section describes the general rules for handling
ghosts in the Ghostwalk campaign.

SOULS AND GHOSTS

Every living thing has a soul—the essence that is not
tied to its physical body. When a creature dies, its soul
continues to exist and eventually passes on to the after-
life. Less intelligent or self-aware creatures, such as
most animals and some magical beasts, have very weak
souls, and when they die, their souls immediately enter
the realm of the dead.

Most other kinds of creatures’ souls lack the special
qualities necessary to remain on this side of the afterlife
and become ghosts. Aberrations, constructs, dragons,
elementals, fey, giants, magical beasts, monstrous
humanoids, oozes, outsiders, plants, shapechangers,
undead, and vermin simply pass on to the True Afterlife
when they die, although some kinds of magic may
allow their souls to temporarily remain as ghosts. Some
of these creatures accept this as the natural order, but
others envy humanoids their strange gift and seek to
eliminate them.

Unlike animals or most other types of creatures, intel-
ligent humanoids have unusual souls that are capable of
enduring outside a living body for an indefinite time.
These disembodied souls can remain indefinitely, exist-
ing as ghosts.

Note: A creature assuming another form with magic
uses its original form to determine if its soul can
become a ghost when it dies. For example, a yuan-ti
polymorphed into the form of a human does not gain
the ability to become a ghost if it is slain, and an elf



