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Introduction 
 A minor noble family from Deestan has recently located 

an ancient temple to Zehir in the hills to the west of Deestan. 

In an effort to bring the temple back to its former glory, the 

family has set about raiding caravans heading to Deestan 

along the old Imperial Road from the center of the continent. 

 

Background 
During the height of the Karhielorhn Empire, the worship of 

Zehir was gaining in strength as the nobles of the Empire 

sought more power fro themselves. Often the faith of Zehir 

fought with the followers of Asmodeus who were already 

within power of the Empirical Court. 

 Shortly before the collapse of the empire, cultists of 

Zehir located an area of Gelmor Hills that were strongly 

linked to an area of Feywild that could grant them access to 

power they hoped would allow them to overcome some of 

Asmodeus’ hold on the Empirical Court. On the sight the 

Zehirites carved a temple complex into the earth, and 

consecrated the area to Zehir. At the heart of the complex, a 

great gateway was fashioned to allow the faithful passage to 

the Feywild, and to allow the priests to channel energies 

from the Feywild into world. 

 When the Maelstrom formed above Branshoon and 

Empire’s infrastructure collapsed, panic spread outward into 

the Empire, and many areas collapsed upon themselves in 

the turmoil and civil unrest that followed the lose of 

Branshoon and the Imperial. As a result the temple complex 

was mostly abandoned as many of the cultists fled either into 

the Feywild or back into the Empire. 

 Today, the noble family of Gelvain of Deestan has 

located ancient texts from a ruined Imperial Rail station at 

the ruins of the village of Al’Henzor west of Deestan. The 

texts detailed the location of the temple of Zehir and the 

location of the Feywild Gate. Sending envoys to the temple 

they found the place in much ruin, the result of an 

earthquake some years back. The majority of the temple is 

now flooded and needs much work and funding to restore it 

to the honor that Zehir demands. To accomplish this task, 

the Gelvains has resorted to petty highway larceny to 

procure the funds they need to restore the temple. 

 Unfortunately, this has resulted in House Tolvate 

bearing the brunt of the attacks, as they handle the majority 

of the trade from Deestan to the interior of the Old Empire. 

House Tolvate is not happy with the losses they are 

incurring and will pay dearly to learn who or what is up to 

the attacks. 

 

Adventure Synopsis 
The players are hired in Deestan by an Envoy of House 

Tolvate to travel to village of Zel’Hiern and await a caravan 

coming from Selmestan. They are then to escort that caravan 

back to Deestan. Should they discover any clues pertaining 

to the attacks, they are to investigate at once. 

 Traveling along the Old Imperial Road, they party finds 

the Tolvate caravan was early from Zel’Hiern and has 

already been attacked. The party then tracks the cultists 

responsible ultimately back to the Ruined Rail Station, and 

get the first inkling of the true scope of the attacks. 

 From the ruined Rail Station, the players travel deeper 

into the forest, until they come at last to the Shrine of Zehir, 

and find the Feywild Gate. 

 Passing through the gate into the Feywild, they find they 

do not possess the ritual that allows them to return to their 

own world, and so must explore the surrounding area of the 

Feywild. Not far from the Feywild Gate, they locate a grand 

Temple of Zehir, and learn they true power behind House 

Gelvain’s ambitions, the Blue Dragon: Schormaltar. 

 Finally, the players must assault the lair of Schormaltar 

itself, and there learn that Schormaltar was seeking a way to 

use the followers of Zehir in its own plans to shift this part 

of the Feywild to the Shadowfell. In Schormaltar’s hoard 

they find the ritual necessary to open the Feywild gate and 

return to Karhielorhn. 

 

Hook Investigate the 
Caravan Attacks 
The players are in Deestan when an envoy of House Tolvate 

with an offer of employment approaches them. Assuming 

they accept the invitation, they are escorted into the city 

proper, and into the Noble’s Area to the estate of House 

Tolvate. The envoy will say little the entire journey. 

 Once at the estate read the following: 

 You follow the envoy of House Tolvate through the 

streets of Deestan until you eventually arrive at a large 

Manor House within the Noble District of the city. You are 

quickly ushered into the house, and through a series of room 

the speak volumes of the power and wealth of House 

Tolvate. Eventually you are lead to a sitting room where you 

are briefly left for a few moments, alone you are not sure, 

for you are certain your are being observed by something in 

the shadows, perhaps even the very statues and paintings in 

the room are watching you. 

 Eventually another door to the room opens, and a richly 

dressed person enters, their features hidden by a cowl, wet, 

rasping breathing emanating from the darkened folds. 

 “Welcome to House Tolvate,” he explains in a rasping 

voice. “I am Lord Servin, and I have heard whispered talk in 

the streets that you are gentlemen of action, that you are 

able, so to speak, to achieve certain results?” 

 

Allow the players a chance to either talk, or wait for Lord 

Servin to continue. 

 

 “As it would seem, I have a slight problem. Some one or 

something is attacking caravans along the Eastern Old 

Imperial highway, and the majority of these caravans belong 

to my family. I would take it as a huge personal favor if you 

were to investigate this, and report your findings to me. To 
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undertake this would mean your would be earning a large 

debt of gratitude from my family, and were are well placed 

in the city to offer much.” 

 The way Servin talks it is very apparent that to 

undertake this mission would mean much influence in the 

city, and yet, there is a certain undertone that to refuse or 

possibly offend Lord Servin would have some dire 

consequences. 

 “I am certain we have a deal, yes?” 

 

When the players have accepted, he provides the players a 

couple of ritual scrolls of Animal Messenger. This, he 

explains are so the players can report immediately if the 

locate anything. 

 

 Quest XP: 350 XP/PC, 600 gp, and the Players earn a 

single influence each from House Tolvate. This can range 

from anything to getting them out of trouble with the law, to 

obtaining the casting of a ritual or a single magic item worth 

up to 500 gp. 
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Encounter A1: Road Ambush 
Encounter Level 9 (2100 XP) 
 

Setup 
 

4 Snaketongue Initiates (I) 

1 Snaketongue Assassin (A) 

2 Owlbears (O) 

 

A small band of Cultists of Zehir has recently ambushed a 

caravan heading to Deestan, when they were alerted of the 

party traveling down the road. They have hastily set up an 

ambush in the hopes of increasing their take. 

 

As the characters approach the scene, read the following: 

The air is heavy with the smells of the forest brought out by 

the recent rains. A few cracked flagstones from the old 

Imperial Highway show through the mud and grim of the 

road. As you round a corner of the road, you can see a 

wagon lying on its side off to the side of the road ahead. 

There does not appear to be any bodies anywhere in sight. 

 

The cultists will gain surprise on the party as they rush from 

the woods to attack. 

 

A perception check (DC 20) reveals the following: 

You notice some large shadowy shapes in the trees off to 

either side of the road. 

 

Players who make the DC will not be surprised, and thus 

able to act in the surprise round. 

 
Crushgrip Constrictor Level 9 Soldier 

Large natural beast (reptile) XP 400 

Initiative +9 Senses Perception +12; low-light vision 

HP As Snaketongue Assassin 

AC 25; Fortitude 25, Reflex 22, Will 22 

Speed 6, climb 6, swim 6 

m Bite (standard; at-will) 

+15 vs. AC; 1d10 + 6 damage, and the target is grabbed 

(until escape). 

M Constrict (standard; at-will) 

Affects a target the crushgrip constrictor has grabbed; +13 

vs. Fortitude; 2d6 + 12 damage, and the target is dazed 

until the end of the crushgrip constrictor’s next turn. 

Alignment Evil Languages -  

Skills Stealth +12 

Str 22 (+10) Dex 16 (+7) Wis 17 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 

 

 

Snaketongue Initiate  Level 7 Minion 

Medium natural humanoid, human XP 75 

Initiative +5 Senses Perception +4 

HP 1; a missed attack never damages a minion. 

AC 20; Fortitude 18, Reflex 17, Will 17 

Speed 6 

m Greatsword (standard; at-will) ���� Poison, Weapon 

+11 vs. AC; 5 damage, and the snaketongue initiate 

makes a secondary attack against the same target. 

Secondary Attack: +9 vs. Fortitude; ongoing 2 poison 

damage (save ends). 

Alignment Chaotic 

evil 

Languages Common, 

Draconic 

Str 16 (+6)  Dex 14 (+5) Wis 12 (+4) 

Con 13 (+4) Int 12 (+4) Cha 14 (+5) 

Equipment: leather armor, poisoned greatsword 

 

Snaketongue Assassin Level 9 Lurker  

Medium natural humanoid (shapechanger), 

human 
XP 400 

Initiative +13 Senses Perception +8 

HP 80; Bloodied 40 

AC 23; Fortitude 21, Reflex 21, Will 20; see also 

crowd shield 

Resist 10 poison 

Speed 7 

m Dagger (standard; at-will) Poison, ���� Weapon 

+14 vs. AC; 1d4 + 3 damage, and ongoing 10 poison 

damage (save ends). 
Crowd Shield 

The snaketongue assassin gains a +2 bonus to its AC 

and Reflex defense if it has one creature adjacent to it, 

or a +4 bonus if two or more creatures are adjacent to it. 

Serpent Form (move; at-will) � Polymorph 

The snaketongue assassin transforms into a crushgrip 

constrictor (page 240). Any equipment the assassin is 

carrying merges with the new form. The assassin uses 

the crushgrip constrictor’s statistics instead its own, 

except for hit points. Reverting to its true form is a 

minor action. 

Alignment Evil Languages Common, Draconic 

Skills Religion +11, Stealth +14 

Str 16 (+7)  Dex 20 (+9) Wis 18 (+8) 

Con 20 (+9)  Int 14 (+6) Cha 14 (+6) 

Equipment: leather armor, poisoned dagger 
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Owlbear  Level 8 Elite Brute 

Large fey beast  XP 700 

Initiative +6 Senses Perception +12; low-light 

HP 212; Bloodied 106; see also stunning screech 

AC 22; Fortitude 22, Reflex 19, Will 20 

Saving Throws +2 

Speed 7 

Action Points 1 

m Claw (standard; at-will) 

Reach 2; +12 vs. AC; 2d6 + 5 damage. 

M Double Attack (standard; at-will) 

The owlbear makes two claw attacks. If both claws hit 

the same target, the target is grabbed (until escape). 

M Bite (standard; at-will) 

Grabbed target only; automatic hit; 4d8 + 5 damage. 

C Stunning Screech (free, when first bloodied; 

encounter) 
Close burst 1; +10 vs. Fortitude; the target is stunned 

(save ends). 

Alignment Unaligned Languages — 

Str 20 (+9)  Dex 14 (+6) Wis 16 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 

 

Tactics 
The Assassin will hang back, and attempt to use stealth to 

move into a position where he can strike at lightly armored 

opponents. The Initiates will rush forward hoping to engage 

the front lines and provide flanking for the Owlbears.  

 The owlbears will move to attack the nearest creature 

they can, charging if necessary. If they did not need to 

charge, the will make a double attack, and then spend an 

action point to bite.  

If the Assassin survives after all other allies are slain, he will 

attempt to flee back to the ruined rail station. 

 

Features of the Area 
 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 

 Wagon:  The wagon is large, and medium creatures can 

gain complete cover (cannot be targeted for ranged attacks) 

if no Line of Sight can be drawn to them and they are 

adjacent to the wagon. A creature can climb on top of the 

wagon with a DC 12 athletics check. 

 Treasure: The cultists have accumulate a small amount 

of treasure from the caravan. They have collected 5 casks of  

Selmestanian Brandy (20 lbs each, worth 50gp each), a gold 

bracelet with an amethyst (250gp), plus 600gp. 

 

Conclusion 
After the attack, the players have a chance to search the area. 

A DC 14 perception check will locate the treasure hastily 

hidden a hollow under a log a few feet from the wagon. An 

additional DC 20 perception check will reveal a set of tracks 

leading away from the area into the jungle. Following the 

trail leads to the next encounter. 
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Encounter A2: Into the 
Woods 

Encounter Level 8 (1750 XP) 
 

Setup 
This skill challenge involves following the trail of the other 

cultists into the woods away from the Caravan attack. They 

must their knowledge of the area surrounding Deestan and 

their nature lore and skills to track the cultists. 

 

 Complexity: This is a complexity level 3 encounter, 

and will require 8 successes before 3 failures to succeed. 

 

 Primary Skills: Endurance, Nature, Perception. 

 Endurance (DC 17): Each turn, at least two of the party 

members must make Endurance checks to resist the harsh 

elements of the jungle as they try and follow the trail. A 

failed check indicates that all members of the party lose one 

healing surge until an extended rest is taken, as well as 

counting as a failure for the challenge. 

 Nature (DC 17): At least one character in the group 

must make a Nature check each turn to help the party follow 

the trail, and avoid hazards in the jungle (ravines, dead falls, 

mires etc.). A failed check means that members of the party 

lose a healing surge in addition to counting as a failure for 

the challenge. 

 Perception (DC 12): A player is able to locate or see 

something that can aid in following the trail. Using this skill 

does not count a success, but does provide a +2 bonus  

(success) or –2 penalty (failure) on their next 

Endurance/Nature skill check. 

 

 Secondary Skills: History 

 History (DC22): The character remembers something 

from the history of Karhielorhn about this area that they 

believe offers an insight as to where the Cultists may be 

heading. A successful History check counts as a success, but 

a failed check counts as a failure and the players lose a 

healing surge as well as all characters taking a –1 penalty to 

the next check due to being taken off track. 

 

Conclusion 
Whether the players are successful in the skill challenge or 

not, they arrive at the next encounter (The Old Engine), but 

how the encounter plays out is determined by the success of 

failure of the skill challenge. 

 Rewards: If the players succeeded the skill challenge 

they quietly approach the old engine without alerting the 

pride of Clawfoot Behemoths that are currently lairing at the 

old engine. This allows the players to quietly observe them 

and obtain a surprise round on the pride. 

 Failure: The players blunders into the midst of the 

pride suffering the penalties listed above as well as suffering 

a –1 penalty to their attacks and all defenses. 

 

Encounter A3: The Old 
Engine 

Encounter Level 8 (1750 xp) 
 

Setup 
Clawfoot Packleader (P) 

Clawfoot Behemoths (C) 

 

An old engine of the Imperial Rail Network has lain here in 

disrepair over the last few centuries. The minor elemental 

that powered the engine still magically bound within. 

Currently a pride of Clawfoot behemoths have taken the area 

as a lair, the engine providing a modicum of warmth at night 

as well, as allowing the clawfoots a vantage area to survey 

the surrounding area. 

 

If the players succeeded the previous skill challenge, read 

the following: 
As you follow the trail you make out a clearing ahead, and 

can hear the sharp barks and growls of a group of large 

animals. As you cautiously approach the tree line, you are 

able to make a small group of bipedal animals, a great claw 

on each hind foot. They are not alert at the moment, 

appearing to be in their lair in a period of rest. You account 

about 6 or so of the beasts. The other object in the clearing 

you have never seen before. It stand almost a story in height, 

and has many wheels of iron at its’ base as it sits on a pair 

of iron rails. The whole thing is built of stone and metal, and 

is constructed to resemble a dragon’s head. At the base of 

the head, a small compartment can be seen where an 

operator apparently sits. A second carriage, not unlike those 

pulled by horses is attached to the dragon’s head. 

 

If the party failed the skill challenge: 

Stumbling through the jungle, cutting at the vines that seem 

to cling and grasp at you, you crash into a clearing. In the 

middle of the clearing a great construction resembling a 

dragon’s head on iron wheels sits astride a set of iron rails. 

You only have a few seconds to marvel at what this device 

could be before the piercing roars of a few large, bipedal 

animals alert you to the fact that you seemed to have stumble 

right into the midst of their lair. 
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Clawfoot Behemoth Level 4 Skirmisher 

Medium natural beast (reptile) 175 XP 

Initiative +9 Senses Perception +9 

HP 56; Bloodied 28 

AC 18; Fortitude 19, Reflex 20, Will 18 

Speed 8 

m Bite (standard; at-will) 

+9 vs AC; 1d10 +4 damage 

M Slashing Pounce (standard; recharge 56) 
The clawfoot can shift up to 4 squares and make an 

attack at +9 vs AC; 2d10 +8 damage 

Alignment unaligned Languages -  

Skills perception +9; stealth +12 

Str 16 (+5)  
Dex 20 

(+7) 
Wis 12 (+3) 

Con 16 

(+5)  
Int 2 (-2) Cha 6 (+1) 

 
Clawfoot Behemoth 
Packleader 

Level 6 Leader 
Skirmisher 

Medium natural beast (reptile) 250 XP 

Initiative +9 Senses Perception +9 

HP 80; Bloodied 40 

AC 19; Fortitude 20, Reflex 21, Will 19 

Speed 8 

m Bite (standard; at-will) 

+10 vs AC; 1d10 +5 damage 

M Slashing Pounce (standard; recharge 56) 
The clawfoot can shift up to 4 squares and make an 

attack at +10 vs AC; 2d10 +9 damage 

C Down the Wounded (minor; encounter) 
Close burst 5; all clawfoot behemoths (including the 

pack leader) recharge their slashing pounce and may 

shift 2 squares towards a bloodied enemy 

Alignment unaligned Languages -  

Skills perception +10; stealth +13 

Str 16 (+6)  Dex 20 (+8) Wis 12 (+4) 

Con 16 (+6)  Int 2 (-1) Cha 6 (+2) 

 

Tactics 
The clawfoot behemoths are similar to wolves in their 

hunting patterns. They will attempt to single out weak or 

injured prey. As a result, if any character tries to distance 

themselves from the group, the clawfoots will try and 

slashing pounce those individuals. As soon as any character 

is bloodied, the pack leader will use its Down the Wounded 

power to try and get the pack to take down a kill. 

 

Optional Monster Info 
Because it is highly likely that this is the first time the 

characters have encounter clawfoot behemoths, remind them 

they may make a knowledge check to discern some 

information about the monsters. 

 Nature DC 15: Clawfoot behemoths are carnivores that 

make their home in the jungles and plains, but are sometimes 

domesticated as riding creatures. Domesticating a clawfoot 

is difficult and they remain dangerous even to their trainers. 

 Nature DC 20: Clawfoots hunt in packs similar to 

wolves with the leader (often a female) directing the hunt. 

They are often able to leap large distances to land attacks on 

prey. 

 

Features of the Area 
 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 
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Encounter A4: Repairing the Old Engine
Encounter Level 8 (1750+ XP) 
 

Setup 
This skill challenge involves the players trying to repair the 

old Elemental Engine from the Imperial Rail Network. This 

challenge will require them to use their physical strength and 

historical and arcane knowledge to get the engine back on 

the rails and running again. 

 

 Complexity: This is a complexity level 3 encounter, 

and will require 8 successes before 3 failures to succeed. 

 

Primary Skills: Arcana, History, Strength 

 Arcana (DC 17): Through studying the arcane runes and 

sigils inscribed on the engine, a player is able to restore 

some of the magic binding the elemental to the engine. Only 

4 successes can be achieved this way, all future attempts will 

count as failures, and possibly with disastrous attempts. A 

critical success counts as two successes for the challenge. 

Two failed arcana checks or a single critical failure means 

the binding rituals have been destroyed and will trigger the 

Elemental Escape event (see below). This will also result in 

the entire skill challenge failing. 

 History (DC 17): A player is able to recall some 

information from the past about the Imperial Rail Network, 

and how the elemental engines were operated. Only two 

successes can be obtained from this skill. 

 Strength (DC 17): Through brute strength, the 

characters are able to remove debris from the tracks, move 

the engine, or otherwise affect some other repair to the 

engine to get it worthy of travel on the tracks. Only two 

success checks can be done this way. A failed check means 

the attempting character has strained and injured themselves, 

losing a Healing Surge, and taking a –2 penalty to attacks 

and defenses until after an extended rest and making a DC 

17 endurance check. 

 

Secondary Skills:  

 Insight (DC 17): A character can attempt to make an 

insight check. Success does not count towards the skill 

challenge, but does means they get a sudden flash of 

inspiration granting them a +2 bonus to their next Arcana or 

History check. 

 

Conclusion 
If the characters are successful in the skill challenge they 

have managed to repair the engine and get it on the rails. As 

a result, they can use the engine to travel down the rails in 

relative comfort to the ruins of Al’Henzor. The engine is till 

not operating at full capacity, and the speed is equivalent to 

the overland speed of a riding horse, or about 50 miles. The 

journey will take approximately 7 hours, or long enough for 

an extended rest.  

 

Random Events 
On the journey however, all is not rosy. The engine is 

ancient, and not maintained for the rigors of travel along a 

railway that has not been maintained. Each hour there is a 

chance that something bad will happen. Roll on the 

following table to discern if some event takes place. Unless 

noted on the table, none of the events is sufficient enough to 

disturb an extended rest. 

 

1-14 No event 

15-16 Engine Trouble 

17-18 Debris on the Tracks 

19-20 Elemental Escape 

 

If no event occurs, add 1 to each success role. This is 

cumulative until an event occurs. All events can happen as 

many times as they are rolled except the Elemental Escape. 

This results in the destruction of the engine. 

 

Engine Trouble 
The engine begins to shudder and shake as it travels down 

the track requiring a DC 17 Arcana Check to bring it back 

under control. A Critical Success means the next engine 

trouble result is automatically successful. A critical Failure 

on this skill Check (rolling a natural 1 on the Arcana Check) 

will trigger the Elemental Escape condition. 

 

Debris on the Tracks 
Trees have fallen onto the tracks, or bushes have grown 

between the rails, or any other myriad conditions resulting in 

the engine needing to be stopped (DC 12 Arcana Check, 

Critical failure resulting in Elemental Escape event). A DC 

17 Strength Check or DC 17 Endurance check must be 

passed to clear the tracks. Up to two characters can assist on 

the check. Failure means a healing surge is lost until the next 

extended rest after this one. A critical failure results in the 

loss of two healing surges. 

 

Elemental Escape 
By far the worst thing that can happen is the elemental 

bound to the engine has broken the binding spell that has 

kept it trapped for the past centuries. The elemental, now 

insane, seeks to exact revenge on the closest living beings it 

blames for its entrapment, in this case, the PCs. When the 

Elemental initially bursts forth, shards of metal and stone 

and elemental energy bursts from the engine in all 

directions: 
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Elemental Explosion Level 5 Hazard 

Hazard XP 200 

Trigger 

The bound elemental escapes 

Attack ����  Normal 

Free Action Burst Ranged 5 

Target: All in range 

Attack: +10 vs Reflex 

Hit: 2d8 damage +5 fire damage 

Countermeasures 

� None 

Special 

Only happens once 

 

Firelasher Level 11 Skirmisher 

Large elemental magical beast (air, fire) XP 600 

Initiative +12 Senses Perception +5 

HP 108; Bloodied 54 

AC 25; Fortitude 21, Reflex 25, Will 20  

Immune disease, poison; Resist 25 fire 

Speed fly 8 (hover) 

M Fire Lash (standard; at-will) � Fire 

Reach 2; +14 vs. Reflex; 2d8 + 5 fire damage. 

c Wildfire Cyclone (standard; recharge 56) � Fire 

Close burst 2; +14 vs. Reflex; 2d6 + 5 fi re damage, and 

the target is pushed 1 square and knocked prone. Miss: 

Half damage, and the target is neither pushed nor 

knocked prone. 

Whirlwind Dash (standard; recharge 6 ) � Fire 

The firelasher can move up to twice its speed. It can 

move through spaces occupied by other creatures 

without provoking opportunity attacks. It must end its 

move in an unoccupied space. Any creature whose 

space the firelasher enters takes 10 fire damage. 

Mutable Shape 

The firelasher can squeeze through spaces as though it 

were a Medium creature. 

Alignment Unaligned Languages Primordial 

Str 11 (+5)  Dex 21 (+10) Wis 11 (+5) 

Con 12 (+6)  Int 7 (+3) Cha 8 (+4) 

 

Conclusion 
No matter how the players make it to the railstation, assume 

they arrive at nightfall.  
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Encounter A5: The Rail Station 
Encounter Level 8 (4 PCs 1450 XP; 5 PCs 1800 

XP; 6 PCs 2150 XP) 

 
Setup 
1 Cambion Hellsword (H) 

4 Greenscale Hunters (L) 

1 Spectral Panther (P) 

 

5 PCs add 2 greenscale Hunters. 6 PCs add a second 

Cambion Hellsword) 

 

Member’s of the Zehirite cultists are meeting with a small 

contingent of the lizardfolk that dwells in the swampy area 

near the rediscovered Shrine. They are currently in 

negotiations for neither side to engage in hostilities with 

each other. As a result, the Cambion has brought a small 

tyreasure with him as an offering for the Lizardfolk. 

 

As the characters approach the rail station, read the 

following: 

It is dark as you approach the area. Ahead in the gloom you 

can make out the shadowy shapes of a few buildings that 

have seen better days. Just beyond the largest structure that 

stands aside the tracks, you note that the rails ahead are 

blocked by a large mound of rubble. 

Within the building, a lamp burns, casting muted 

shadows upon the grim encrusted windows. Someone or 

something within the building is moving about. 

 

A perception check (DC24) reveals the following: 
As you move closer to the lighted building, a flicker of 

movement  that appears as a dark shadow in a dark place 

draws your attention to the ruined structure to the north. 

 

Players who make the DC will have noticed the spectral 

panther lurking in the ruined warehouse to the north of the 

Rail Station, and will not be surprised by it as it leaps to 

attack. Otherwise, the Panther will leap out, snarling as it 

does so, and alerting the Cambion and Lizardfolk. 

 

NOTE: It is possible for the players to sneak through the 

jungle south of the rails and not trigger the panther. 

 

Spectral Panther  Level 9 Lurker  

Medium shadow beast XP 400 

Initiative +13 Senses Perception +10; low-light vision 

HP 76; Bloodied 38 

AC 23; Fortitude 22, Reflex 24, Will 20 

Speed 7 

M Claws (standard; at-will) 

+14 vs. AC; 2d6 + 5 damage. 

m Tail Spike (immediate reaction, when an enemy 

moves or shifts into a square adjacent to the spectral 

panther; at-will) 

+14 vs. AC; 1d6 + 2 damage. 

Combat Advantage 

The spectral panther deals an extra 2d6 damage against any 

target it has combat advantage against. 

Invisibility (standard, usable only while in spectral form; 

at-will) � Illusion 

The spectral panther is invisible until it makes an attack. It 

can end this effect on its turn as a free action. 

Spectral Form (standard; at-will) 

The spectral panther becomes insubstantial. It gains a +5 

power bonus to Stealth checks but deals only half damage 

with its attacks. It can end this effect on its turn as a free 

action. 

Alignment Unaligned Languages — 

Skills Stealth +14 (+19 in spectral form) 

Str 15 (+6)  Dex 21 (+9) Wis 13 (+5) 

Con 16 (+7)  Int 2 (+0) Cha 12 (+5) 

 

Greenscale Hunter  Level 4 Skirmisher 

Medium natural humanoid (reptile) XP 175 

Initiative +6 Senses Perception +8 

HP 54; Bloodied 27 

AC 17; Fortitude 15, Reflex 14, Will 13 

Speed 6 (swamp walk) 

M Spear (standard; at-will) � Weapon 

+9 vs. AC; 1d8 + 3 damage. 

m Sidestep Attack (standard; at-will) � Weapon 

The lizardfolk shifts and make a melee basic attack. 

Alignment Unalinged Languages Draconic 

Skills Athletics +10, Nature +8 

Str 17 (+4) Dex 15 (+4) Wis 12 (+3) 

Con 14 (+4) Int 8 (+1) Cha 8 (+1) 

Equipment: light shield, spear 
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Cambion Hellsword Level 8 Brute 

Medium immortal humanoid (devil) XP 350 

Initiative +8 Senses Perception +7; darkvision 

HP 106; Bloodied 53 

AC 20; Fortitude 20, Reflex 18, Will 21 

Resist 10 fire 

Speed 6, fly 8 (clumsy) 

M Greatsword (standard; at-will) � Fire, Weapon 

+10 vs. AC; 1d10 + 5 damage, and ongoing 5 fi re damage 

(save ends). 

Whirlwind Charge 

When a hellsword charges an enemy, it can make a 

greatsword attack against each enemy within its reach at the 

end of its charge. 

Triumphant Surge 

The cambion hellsword gains 5 temporary hit points each 

time it bloodies an enemy or reduces an enemy to 0 hit 

points or fewer. 

Alignment Evil Languages Common, Supernal 

Skills Athletics +13, Intimidate +14 

Str 20 (+9) Dex 18 (+8) Wis 16 (+7) 

Con 16 (+7)  Int 10 (+4) Cha 21 (+9) 

Equipment: chainmail, greatsword 

 

Tactics 
The panther will leap out at the players attempting to use it’s 

stealth to gain combat advantage, the panther will roar as it 

does so to alert the lizardfolk (it is a pet of the lizardfolk). 

The lizardfolk will then burst from the rail station through 

the north and south doors and try to flank and hold 

characters down. If the need to, they will use their Sidestep 

Attack to shift into flank, and then shift away, allowing as 

many of their numbers as they can to attack with flank. 

 The Cambion(s) will fly  out and onto the roof of the 

rail station, and use it’s Whirlwind Charge ability to charge 

and hit as many opponents as it can. It will then if able, shift 

away and attempt this tactic again if it can charge a different 

opponent. If the battle seems lost, it will try and break-off 

combat and flee the area back to the Shrine. 

 

Features of the Area 
 Illumination: Dim Light. Creatures with normal cannot 

see well, and enemies gain concealment (-2 to attack if not 

adjacent). 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain.  

Rail Station: The platform on the rail station is 5 feet high. 

A character can jump onto it with an athletics check (DC50) 

or with a running start (DC25). Alternatively, they can 

attempt to climb up (Athletics: DC20). 

 Treasure: In the back room, under the eastern bed is a 

small chest with the treasure the cambion brought to offer 

the lizardfolk for a truce. The chest contains 1 gem (500 gp), 

200 gp in coins, and a small satchel (Instant Campsite, 

Complete Adventurer’s Vault, pg 173).  

 

Conclusion 
Inside the rail station, a rough, weathered map depicts the 

surrounding area. It notes the location of the ruined village 

of Al’Henzor, the Shrine of Zehir, and the lizardfolk’s camp 

(not detailed in this adventure, but if the players decide to go 

there, a scouting mission will reveal the area to house a few 

hundred lizard folk, and a handful of Blackscale bruisers.)
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The Shrine of Zehir 
 

Situated in a rocky valley just outside the ruins of the 

village of Al-Henzor, a small cave leads into a long 

abandoned Shrine to Zehir. Decades ago, the region 

experienced an earthquake and as a result the interior of the 

temple has suffered much damage. Large cracks in the roof 

have allowed water to seep into the complex from decades 

of rain accumulation, and as a result the majority of the 

complex is now either flooded or outright submerged in 

water. This is of no matter to the majority of the temples 

current inhabitants as they are easily able to swim about 

unhindered.  

Additionally, the walls and ceiling are in poor repair, and 

occasionally clumps of earth and stone break lose and 

plummet into the water with a load splash (this reduces all 

perception checks by –2 while within the complex). 

Now the complex is under the auspice of Tsotasilis, a Naga 

in the service of Zehir and a small contingent of snake 

tongue cultists. The stolen merchant goods are sometimes 

returned here to the complex for a short time before taken 

elsewhere to be converted to goods to repair the complex. 

 

Area S1: The Outer Cave 
This area comprises the entrance to the Shrine complex. The 

cave is partially submerged in water with rocky parts jutting 

out of the water. Some Snaketongue Assassins and 

Crushgrip Constrictors. 

 

Area S2: The Upper Shrine 
Beyond the outer cave lies the ruins of the upper shrine, an 

outer temple once dedicated to Zehir. Now in ruins, the area 

is submerged in about 4 feet of water. Slime and detritus 

float atop the water making the air fetid and foul. 

Additionaly, the area is the nesting area of a group of stirge 

as well as the home of a chocker vine. It lies hidden amongst 

the other vines that drape about the area. 

 

Area S3: The Grand Stair 
This area used to house three separate level of descending 

stairs all surrounding a great statue of Zehir. The wooden 

underskeleton of the statue and the stairs have long since 

rotted away, and the area is now under about 24 feet of 

water, a definite shock for unwary PCs that enter here. 

While there appears to be no exit from the chamber, the exit 

is actually located about 15 feet below the surface. Another 

pair of snaketongue assassins and crushgrip constrictors wait 

here. 

 

Area S4: The Collapsed chamber 
After emerging up a set of submerged stairs the party again 

finds themselves in a room submerged in about 4 feet of 

water. The ceiling in this area has collapsed and now a 

narrow, cramped tunnel leads deeper into the complex. A 

snaketongue celebrant and it’s crushgrip constrictors and 

visejaw Crocodile guard the end of the tunnel. 

 

Area S5: The Temple 
This very large chamber is constructed I two tiers. The lower 

tier is submerged in beneath 4 feet of water. Steps lead up to 

the upper tier, which is some 10 feet above the surface of the 

water.  

The stone columns that fill this chamber are carved with 

images of Zehir, and have a snake motif. 

Tostasilis and her minion guard this chamber. 

Combat in this chamber will cause a collapse in the outer 

chambers sealing the temple. The only way out will be 

through the Fey Gate in area 6. 

 

Area S6: The Sanctuary and Fey Gate 
The refuge and treasure room of Tsotasilis, this chamber 

also contains the Fey Gate to the Feywild. Tsotasilis will 

make her escape here, and players will have a chance to 

follow her through the  
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Encounter S1: The Outer Cave 
 

Encounter Level 8 (4 PCs 1600 XP, 5 PCs 2000 

XP, 6 PCs 2400 XP) 
 

Setup 
2 Snaketongue Assassins (A) 

2 Crushgrip constrictors (S) 

 

5 PCs (+ 1 crushgrip constrictor) 

6 PCs (as 4 PCs + 1 Feyborn Constrictor) 

 

A couple of snaketongue assassins lay in watch in this 

chamber along with their reptile companions. They will wait 

for intruders to enter the water before they will move to 

attack. 

 

When the party enters this chamber read the following: 

The tunnel leads into darkness from the side of the hill. The 

crumbling stone around you bears inscriptions and bits of 

carvings that reveal they at one time lined the walls and 

ceiling of the tunnel. Ahead, the tunnel widens and opens 

into a large chamber, its walls cracked and crumbling. The 

floor itself slants dangerously to the west, disappearing into 

dark water that has flooded the chamber. Little light filters 

through from the tunnel entrance into this area, and the 

sound of your footfalls echoes eerily about the chamber. 

 Within the chamber, large plants and vines grow in 

clustered groups about the edge of the chamber, slimy 

tendrils and roots snaking along half submerged rocks in the 

chamber. 

 

A Perception check (DC22) reveals the following: 

Coiled amongst the vines about the chamber your can 

see large serpents. Unblinkingly, they stare at you, before 

slithering beneath the water’s surface. 

 

The snakes are the guardians of the shrine, and keep an eye 

on all who come and go. Lying amongst the snakes are two 

snaketongue assassins in constrictor form. 

 

 
Crushgrip Constrictor Level 9 Soldier 

Large natural beast (reptile) XP 400 

Initiative +9 Senses Perception +12; low-light vision 

HP 96; Bloodied 48 

AC 25; Fortitude 25, Reflex 22, Will 22 

Speed 6, climb 6, swim 6 

M Bite (standard; at-will) 

+15 vs. AC; 1d10 + 6 damage, and the target is grabbed 

(until escape). 

m Constrict (standard; at-will) 

Affects a target the crushgrip constrictor has grabbed; +13 

vs. Fortitude; 2d6 + 12 damage, and the target is dazed 

until the end of the crushgrip constrictor’s next turn. 

Alignment Evil Languages -  

Skills Stealth +12 

Str 22 (+10) Dex 16 (+7) Wis 17 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 

 

Snaketongue Assassin Level 9 Lurker  

Medium natural humanoid (shapechanger), 
human 

XP 400 

Initiative +13 Senses Perception +8 

HP 80; Bloodied 40 

AC 23; Fortitude 21, Reflex 21, Will 20; see also crowd 

shield 

Resist 10 poison 

Speed 7 

M Dagger (standard; at-will) Poison, ���� Weapon 

+14 vs. AC; 1d4 + 3 damage, and ongoing 10 poison 

damage (save ends). 
Crowd Shield 

The snaketongue assassin gains a +2 bonus to its AC and 

Reflex defense if it has one creature adjacent to it, or a +4 

bonus if two or more creatures are adjacent to it. 

Serpent Form (move; at-will) � Polymorph 

The snaketongue assassin transforms into a crushgrip 

constrictor (page 240). Any equipment the assassin is 

carrying merges with the new form. The assassin uses the 

crushgrip constrictor’s statistics instead its own, except for 

hit points. Reverting to its true form is a minor action. 

Alignment Evil Languages Common, Draconic 

Skills Religion +11, Stealth +14 

Str 16 (+7)  Dex 20 (+9) Wis 18 (+8) 

Con 20 (+9)  Int 14 (+6) Cha 14 (+6) 

Equipment: leather armor, poisoned dagger 
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Feyborn Constrictor Level 9 Elite Role 
Large fey beast (reptile) 800 XP 

Initiative +9 Senses Perception +12; low-light vision 

HP 192; Bloodied 96 

AC 26; Fortitude 25, Reflex 24, Will 24 

Saving Throw +2 

Speed 6, Swim 6 

Action Points: 1 

M Bite (Standard, at-will) 

+15 vs Armor Class; 1d10+6 damage, and the target is 

grabbed (until escape). 

m Constrict (Standard, at-will) 

Affects a target the feyborn constrictor has grabbed; +13 

vs Fortitude; 2d6+12 damage, and the target is dazed 

until the end of the feyborn constrictor's next turn 

m Undeniable Beauty (Immediate Interrupt, when the 

feyborn constrictor is targeted by a melee attack, at-

will) 

+11 vs Will; against the attacker; the attacker must 

target a different creature or end its attack. 

r Lure of the Wild (Standard, recharge6) 
Ranged 10; +11 vs Will; the target is pulled 5 squares and 

is dazed (save ends). 

Step Through the Mists (Move, encounter) 

The feyborn constrictor teleports up to 3 squares. 

Alignment Unalinged Languages -  

Skills Stealth +12 

Str 22 (+10)  Dex 16 (+7) Wis 17 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 

 

Tactics 
The snakes are (and snaketongue assassin while in snake 

form) can all make use of their ability to swim to keep 

opponents off balance and separate them, preferring not 

enter onto the land if they do not need to. Should it become 

necessary, the snaketongue assassins will attempt to lure 

enemies into the reach of the chocker vine & stirge in the 

next chamber. 

 

Features of the Area 
 Illumination: Dim Light. Creatures with normal cannot 

see well, and enemies gain concealment (-2 to attack if not 

adjacent). 

 Water: The water is 4 feet deep in this chamber. As a 

result, creatures without a swim speed will need to make 

Athletics checks (DC 10; calm) to move. Alternatively, a 

character can spend an entire move action to move a single 

square without making an athletics check. Unless a character 

is shorter than 5 feet in height (dwarves, halflings most 

likely) they are in no danger of drowning. 

 

Conclusion 
After defeating or running off the snaketongue cultist and 

the constrictors, the chamber can be searched. The walls 

bear remnants of inscriptions of the teachings of Zehir. 

There is no treasure kept within this room. 
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Encounter S2: The Upper Shrine 
 

Encounter Level 7 (5 or less PCs 1400 XP, 6 

PCs 21 XP) 
 

Setup 
1 Chocker Vine (V) 

4 Dire Stirge (S) 

 

6 PCs (add 1 Strige Swarm) 

 

The cultists learnt shortly after rediscovering this shrine that 

a small colony of Stirge have built a nest in this area. 

Additionally, the area is also home to an aggressive 

carnivorous chocker vine. Rather than disposing of these 

pests, the cultists have left them to remain unmolested and 

use them as guards for the shrine as they are easily bypassed 

by swimming under water for a short distance. 

 

When the party enters this area read the text below: 

The chamber ahead appears to have at one time been a 

shrine dedicated to Zehir. The remnants of grand frescos 

and bas-relief carvings adorn the walls, the colors now 

muted, and peeling back in scabrous wounds marring the 

once spectacular artwork. The water in this chamber is just 

as deep as it had been before, and impedes your movement 

forward to slow crawl. 

 Like the chamber before, vines and root works from the 

surface plants above span the chamber in great vegetative 

webs, crisscrossing the open areas of the chamber. To 

further add to the unpleasant nature of the area, great slicks 

of algae and other muck stand in fetid clumps on the surface 

of the water, clinging to anything that contacts them. 

 

A perception check (DC24) reveals the following: 

A low droning noise, not unlike that a great mosquito 

emanates from the darkness ahead. 

 

A perception check (DC28) reveals the following: 

Some of the vines in the chamber seem to move and swing 

back forth, more than they should in the breezeless air. 

 

Chocker Vine Level 5 Lurker 

Large natural Plant (plant) XP 200 

Initiative + 8 Senses Perception + 14 

HP 51; Bloodied 25 

AC 19; Fortitude 17, Reflex 19, Will 17 

Speed - 

M Vine Rake (Standard; at-will) ♦ Poison 

reach 3; +8 versus Reflex; 1d10+4 damage, and the target is slowed 

and takes a -2 penalty to attack rolls (save ends both) 

c Entangling Grab (Standard; recharge 56) ♦ Poison 
Reach 3; +8 vs Reflex; 3d6 + 4 damage, and the target takes ongoing 

poison 5 and suffers a -2 penalty to attacks (save ends both) and the 

target is grabbed. 

Threatening reach 

The chocker vine can make attacks of opportunity out 

to its reach. 

Combat Advantage 

The chocker vine does 2d6 damage against targets it 

has combat advantage against. 

Alignment Unaligned Languages — 

Skills Stealth +12 

Str 13 (+3)  Dex 19 (+6) Wis 15 (+4) 

Con 15 (+4)  Int 2 (-2) Cha 15 (+4) 

 

Stirge Swarm  Level 12 Brute 

Medium natural beast (swarm) XP 700 

Initiative +9 Senses Perception +6; darkvision 

Swarm Attack aura 1; the stirge swarm makes a basic 

attack as a free action against each enemy that begins 

its turn in the aura. 

HP 141; Bloodied 70 

AC 14; Fortitude 21, Reflex 24, Will 23 

Vulnerable 10 against close and area attacks 

Resist half damage from melee and ranged attacks; 

Speed 2; fly 6 (hover) 

M Bloodsucking Swarm (standard; at-will) 

+15 vs. AC; 2d6 + 4 damage, and ongoing 5 damage 

(save ends). 

Alignment Unaligned Languages —  

Skills Stealth +14 

Str 8 (+5)  Dex 16 (+9) Wis 10 (+6) 

Con 11 (+6)  Int 1 (+1) Cha 4 (+3) 
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Dire Stirge  Level 7 Lurker 

Small natural beast XP 300 

Initiative + 10 Senses Perception +3; darkvision 

HP 60; Bloodied 30 

AC 21; Fortitude 17, Reflex 19, Will 16; see also 
bite 

Speed 2; fly 6 (hover) 

M Bite (standard; at-will) 

+12 vs. AC; 1d6 damage, and the target is grabbed 

(until escape) and takes ongoing 10 damage until it 

escapes. A dire stirge doesn’t make attack rolls while 

grabbing a target and gains a +5 bonus to its AC and 

Reflex defenses. 

Alignment unaligned Languages — 

Skills Stealth +11 

Str 10 (+3)  Dex 16 (+6) Wis 10 (+3) 

Con 12 (+4)  Int 1 (-2) Cha 4 (+0) 

 

Tactics 
The chocker vine will attempt to entangle as many prey as it 

can at the first opportunity, using it’s vine rake attack to 

slow prey down until it gets a couple of prey within it’s 

reach. The chocker vine is not discerning attacking the stirge 

as readily as other prey. 

 The stirge on the other hand will try and avoid moving 

into range of the vine as best as they can. The stirge will not 

attack any opponents that go underwater though the the vine 

will. 

 

Features of the Area 
 Illumination: Dim Light. Creatures with normal cannot 

see well, and enemies gain concealment (-2 to attack if not 

adjacent). 

 Water: The water is 4 feet deep in this chamber. As a 

result, creatures without a swim speed will need to make 

Athletics checks (DC 10; calm) to move. Alternatively, a 

character can spend an entire move action to move a single 

square without making an athletics check. Unless a character 

is shorter than 5 feet in height (dwarves, halflings most 

likely) they are in no danger of drowning. 

 

Conclusion 
With the elimination of the chocker vine and the Stirge 

menace, this chamber becomes easier to navigate through. 
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Encounter S3: The Grand Stair 
Encounter Level 8 (4 PCs 1200 XP, 5 PCs 1600 

XP) 
 

Setup 
2 Snaketongue Assassins (A) 

2 Crushgrip Constrictors (S) 

* for 5 or 6 PCs add 1 snaketngue assassin. 

 

Once a colossal statue of Zehir stood in this three story 

chamber, now the wooden framework of the statue and the 

wooden floors and stairs have rotted away in the rising 

moisture of the area leaving the room as watery pit. Only 

one other exit exists in this chamber, and that exit is located 

approximately 15 feet underwater. 

 

When the characters enter the chamber: 

Ahead the sunken temple continues into a murky chamber, 

four pillars supporting the vaulted roof in the center of the 

room. 

 

Assuming the characters are still walking through the 

complex the first character to enter this room will step into 

the deeper water, requiring a Athletics Check  (DC 10) to 

swim to the surface. Looking for the exit will require more 

swim checks to search the area. If the characters do not use a 

light source underwater, the exit will be difficult to locate, 

but will be easier if they use a light source underwater. Of 

course, using a light underwater will alert the guardians. 

 

Crushgrip Constrictor Level 9 Soldier 

Large natural beast (reptile) XP 400 

Initiative +9 Senses Perception +12; low-light vision 

HP 96; Bloodied 48 

AC 25; Fortitude 25, Reflex 22, Will 22 

Speed 6, climb 6, swim 6 

M Bite (standard; at-will) 

+15 vs. AC; 1d10 + 6 damage, and the target is grabbed 

(until escape). 

m Constrict (standard; at-will) 

Affects a target the crushgrip constrictor has grabbed; +13 

vs. Fortitude; 2d6 + 12 damage, and the target is dazed 

until the end of the crushgrip constrictor’s next turn. 

Alignment Evil Languages -  

Skills Stealth +12 

Str 22 (+10) Dex 16 (+7) Wis 17 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 

 

 

Snaketongue Assassin Level 9 Lurker  

Medium natural humanoid 

(shapechanger), human 
XP 400 

Initiative +13 Senses Perception +8 

HP 80; Bloodied 40 

AC 23; Fortitude 21, Reflex 21, Will 20; see also 

crowd shield 

Resist 10 poison 

Speed 7 

M Dagger (standard; at-will) Poison, ���� Weapon 

+14 vs. AC; 1d4 + 3 damage, and ongoing 10 poison 

damage (save ends). 

Crowd Shield 

The snaketongue assassin gains a +2 bonus to its AC 

and Reflex defense if it has one creature adjacent to it, 

or a +4 bonus if two or more creatures are adjacent to it. 

Serpent Form (move; at-will) � Polymorph 

The snaketongue assassin transforms into a crushgrip 

constrictor (page 240). Any equipment the assassin is 

carrying merges with the new form. The assassin uses 

the crushgrip constrictor’s statistics instead its own, 

except for hit points. Reverting to its true form is a 

minor action. 

Alignment Evil Languages Common, Draconic 

Skills Religion +11, Stealth +14 

Str 16 (+7)  Dex 20 (+9) Wis 18 (+8) 

Con 20 (+9)  Int 14 (+6) Cha 14 (+6) 

Equipment: leather armor, poisoned dagger 

 

Tactics 
The snake tongue assassins and their crushgrip constrictors 

guard this area from intruders to the temple. The watch the 

darkened staircase, looking for any lights that warn of 

intruders to the area. If they see any light coming from the 

grand Stair’s chamber, they will prepare for the encounter by 

being in Snake form. 

 

Features of the Area 
 Illumination: Darkness. Characters who have normal 

vision or low-light vision can’t see creatures or objects in 

darkness. Characters who have darkvision can see without 

penalty. 
 Water: The water is 4 feet deep in this chamber. As a 

result, creatures without a swim speed will need to make 

Athletics checks (DC 10; calm) to move. Alternatively, a 

character can spend an entire move action to move a single 

square without making an athletics check. Unless a character 

is shorter than 5 feet in height (dwarves, halflings most 

likely) they are in no danger of drowning. 
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Encounter S4: The Collapsed Chamber 
Encounter Level 7 (1575 XP) 
 

Setup 
1 Snaketongue Celebrant (C) 

1 Visejaw Croccodile (V) 

2 Crushgrip Constrictors (S) 

 

Alerted to the presence of intruders from combat in Area S3, 

the defenders in this area will be prepared for any intruders 

coming through the collapsed area. 

 

As the characters enter this area read the following: 

This is the read aloud text 

 

Perception checks 

This is the read aloud text 

 

Snaketongue 
Celebrant 

Level 6 Controller 

Medium natural humanoid (human, 

shapechanger) 
XP 600 

Initiative +9 Senses Perception +14 

HP 117; Bloodied 58 

AC 24; Fortitude 22, Reflex 20, Will 24  

Resist 10 poison 

Speed 7 

M Scimitar (Standard, at-will) Poison, Weapon 

+14 vs Armor Class; 1d8+3 damage (crit 2d8 + 11), and the 

snaketongue celebrant makes a secondary attack. 

Secondary Attack 

+12 vs Fortitude; ongoing 5 poison damage (save ends). 

r Serpent's Lash (Standard, recharge 456) � Psychic 

Ranged 5; a whip of amber-colored energy lashes the 

target; +14 vs Will; 3d8+5 psychic damage, and the target 

grants combat advantage to all of its enemies until the end 

of the yuan-ti celebrant’s next turn. 

a Coils of Despair (Standard, recharge 56) 

Area burst 5 within 10; targets enemies; +14 vs Reflex; 

3d8+5 the target is restrained (save ends) by writhing coils 

of green energy. 

Serpent Form (Move, at-will) � Polymorph 

The snaketongue assassin transforms into a crushgrip 

constrictor. Any equipment the assassin is carrying merges 

with the new form. The assassin uses the crushgrip 

constrictor’s statistics instead its own, except for hit points. 

Reverting to its true form is a minor action. 

Alignment Evil Languages Common, Draconic 

Skills Diplomacy +15, Insight +14, Intimidate +15, 

Religion +13 

Str 17 (+8)  Dex 19 (+9) Wis 19 (+9) 

Con 21 (+10)  Int 16 (+8) Cha 21 (+10) 

Equipment: hooded robe, poisoned scimitar 

 

Crushgrip Constrictor Level 9 Soldier 

Large natural beast (reptile) XP 400 

Initiative +9 Senses Perception +12; low-light vision 

HP 96; Bloodied 48 

AC 25; Fortitude 25, Reflex 22, Will 22 

Speed 6, climb 6, swim 6 

M Bite (standard; at-will) 

+15 vs. AC; 1d10 + 6 damage, and the target is grabbed 

(until 

escape). 

m Constrict (standard; at-will) 

Affects a target the crushgrip constrictor has grabbed; +13 

vs. Fortitude; 2d6 + 12 damage, and the target is dazed 

until the end of the crushgrip constrictor’s next turn. 

Alignment Evil Languages -  

Skills Stealth +12 

Str 22 (+10) Dex 16 (+7) Wis 17 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 

 

Visejaw Crocodile Level 4 Soldier 

Large natural beast (reptile) XP 175 

Initiative +5 Senses Perception +3; low-light vision 

HP 58; Bloodied 29 

AC 20; Fortitude 19, Reflex 14, Will 15 

Speed 6, swim 8 

M Bite (Standard, at-will) 

+10 vs Armor Class; 1d8+4 damage, and the target is 

grabbed (until escape). The visejaw crocodile cannot make 

bite attacks while grabbing a creature, but it can use 

clamping jaws. 

m Clamping Jaws (Standard, at-will) 

If a visejaw crocodile begins its turn with a target grabbed 

in its jaws, it makes an attack against the grabbed creature; 

+10 vs Armor Class; 2d8+4 damage. Miss: Half damage. 

Alignment Unalingned Languages -  

Skills Stealth +8 

Str 18 (+6)  Dex 12 (+3) Wis 13 (+3) 

Con 18 (+6)  Int 2 (-2) Cha 7 (+0) 

 

Tactics 
The Snaketongue Celebrant will hold in the back, falling 

back to the temple if it needs to help bolster the defenses 

there. The defenders within the temple can see the battle 

transpire from there and will wait to see if the party defeats 

the guardians there, and will attack if necessary to deny the 

attackers the possibility of recharging encounter powers. 

 

Features of the Area 
 Illumination: Dim Light 

 Water: The water is 4 feet deep in this chamber. As a 

result, creatures without a swim speed will need to make 

Athletics checks (DC 10; calm) to move. Alternatively, a 
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character can spend an entire move action to move a single 

square without making an athletics check. Unless a character 

is shorter than 5 feet in height (dwarves, halflings most 

likely) they are in no danger of drowning. 
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Encounter S5: The Temple 
Encounter Level 12 (2550 XP) 
 

Setup 
Guardian Naga (N) 

Yuan-Ti Malison Sharp Eye (Y) 

Snaketongue Zealot (Z) 

 

The final line of defense for the shrine, Tsotasilis the 

guardian naga, and her Yuan-Ti allies do their best to hold 

off the party within this chamber here. If they believe the 

temple lost, they will do their best to the sanctuary and 

escape through the Fey Gate. 

 

This begins the read aloud section 

This is the read aloud text 

 

Perception checks 

This is the read aloud text 

 

Guardian Naga Level 12 Elite Artillery 

Large immortal magical beast XP 1400 

Initiative +10 Senses Perception +13; darkvision 

HP 186; Bloodied 93 

AC 25; Fortitude 23, Reflex 24, Will 22 

Saving Throws +2 

Speed 6 

Action Points: 1 

M Tail Slap (Standard, at-will) 

Reach 2; +16 vs Armor Class; 1d8+3 damage, and the target 

is pushed 2 squares 

r Word of Pain (Standard, at-will) �Paralysis, Psychic 

Ranged 20; +17 vs Will; 2d8+4 psychic damage, and the 

target is immobilized (save ends). 

a Thunderstrike (Standard, recharge 56) �Thunder 

Area burst 1 within 20; +16 vs Fortitude; 3d8+5 thunder 

damage, and the target is dazed (save ends). Miss: Half 

damage, and the target is not dazed. 

c Spit Poison (Standard, recharge 56) �Poison 

Close blast 3; +15 vs Fortitude; 3d8+5 poison damage, and 

the target takes ongoing 10 poison damage, a -2 penalty to 

Fortitude defense, and a -2 penalty to saving throws (save 

ends all). 

Alignment Evil Languages Common, Draconic, Supernal 

Skills Arcana +15, History +15, Insight +13 

Str 16 (+9)  Dex 18 (+10) Wis 14 (+8) 

Con 15 (+8)  Int 18 (+10) Cha 12 (+7) 

 

Yuan-ti Malison Sharp-eye Level 13 Artillery 

Medium natural humanoid (reptile) XP 800 

Initiative +12 Senses Perception +13 

HP 98; Bloodied 49 

AC 27; Fortitude 23, Reflex 25, Will 23 

Resist 10 poison 

Speed 7 

M Scimitar (Standard, at-will) Weapon 

+16 vs Armor Class; 1d8+4 damage (crit 1d8 + 12). 

r Longbow (Standard, at-will) Poison, Weapon 

Ranged 20/40; +18 vs Armor Class; 1d10+6 damage, and the 

yuan-ti malison sharp-eye makes a secondary attack against 

the same target. 

Secondary Attack +16 vs Fortitude; ongoing 5 poison damage, 

and the target is dazed (save ends both). 

Chameleon Defense 

The yuan-ti malison sharp-eye has concealment against 

attacks that originate more than 3 squares away. 

Alignment Evil Languages Common, Draconic 

Skills Bluff +15, History +12, Insight +13, Stealth +17 

Str 18 (+10)  Dex 13 (+12) Wis 14 (+8) 

Con 14 (+8)  Int 12 (+7) Cha 18 (+10) 

Equipment: arrows (30), longbow, scimitar 

 

Snaketongue Zealot Level 12 Minion 

Medium natural humanoid (human)  XP 175 

Initiative +7 Senses Perception +7 

HP 1; a missed attack never damages a minion. 

AC 25; Fortitude 23, Reflex 22, Will 22 

Speed 6 

M Greatsword (Standard, at-will) � Poison, Weapon 

+16 vs Armor Class; 6 damage, and the snaketongue zealot 

makes a secondary attack 

Secondary Attack: +14 vs Fortitude; ongoing 3 poison 

damage (save ends). 

Alignment 
Chaotic evil 

Languages Common, Draconic 

Str 16 (+9)  Dex 14 (+8) Wis 12 (+7) 

Con 13 (+7)  Int 12 (+7) Cha 14 (+8) 

Equipment: poisoned greatsword, leather armor 

 

Tactics 
Monster Tactics for encounter. 

 

During combat, and use of powers with the Thunder 

keyword will cause the unstable ceiling leading into this 

chamber to collapse, trapping all within the temple, with no 

escape except for the Fey Gate. 

 

Features of the Area 
 Illumination: Light condition 

 Other Features: Effects if any, results, etc. 

 Treasure: Any treasure in encounter. 

 

Conclusion 
After defeating the guardians (and likely some of them 

escaping through the Fey Gate), the party has defeated the 
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shrine, they have no more opponents to worry about. The 

Yuan-Ti in the Feywild will assume the temple lost, and will 

wait at least a week before returning to assess the damages. 

 

 
 



Shrine of Zehir 

24 

Encounter 6: The Fey Gate 
Cave In Trap: Level 13 (XP 800) 
 

Cave-In Trap 

 

Setup 
The Fey Gate has existed here since it was constructed by 

the original Zehir Cultists centuries ago. It links this part of 

the world with a deep and ancient portion in matching area 

of the Feywild.  

 

Once the characters enter through the secret door: 

Beyond the door, a small room is awash in a light rosy light 

emanating from a pair of reddish pillars, their surface 

carved with glowing runes. At the opposite end of the 

chamber lies a small pile of accumulated treasure that 

appears as if someone hastily grabbed something from it. 

 

A successful perception check (DC 31) reveals the fact 

that the chamber is trapped. 

Before entering the chamber you can note that the ceiling of 

the room appears to be unstable, and you are certain it is set 

to collapse on some trigger. 

 

The gate is still active, the ritual to deactivate the gate, 

having not been performed. As a result, any of the characters 

can activate the gate by simply stepping between the ancient 

pillars. Those that do will find themselves in a sunlit glade in 

the middle of a great and ancient forest (see conclusion 

below) 

 

Features of the Area 
 Illumination: Dim Light 

 Treasure: 3 gems (500 gp ea), 4 gems (100 gp each), 

200 gp, and the following magic items: longsword of terror 

+1 (Lvl 4), bloodcut scimitar +2 (lvl 7), gloves of the healer 

(lvl 12), dragonslayer halberd +2, and a symbol of battle 

+2. 

 

Conclusion 
Stepping through the pillars you are suddenly blinded 

briefing by the bright light of the sun shining down upon 

you. Around you the calls of birds and the buzz of insects 

further reinforce the fact you are no longer underground. 

Shading your eyes from a sun that seems brighter and 

more pure than you remember, you gaze about the clearing, 

noting flower that are more vibrant than you have ever seen, 

their sweet and heady smell intoxicating even from afar. The 

trees are fuller and more lush than any you have seen, 

barely a trace of disease and rot mar their beauty 

 

Though the characters may not yet know it, they have 

stepped into the Feywild, and now stand amidst a great 

forest within that realm, and they have no way back. 

 

Cave-In Level 13 Lurker 

Hazard XP 800 

A disruption of some sort sets off a chain reaction that doesn’t end 
until all the room is covered in rubble. 

Hazard When triggered, rocks and debris fall from above to fill the 

area with attacks. It attacks a different part of the area each turn, on its 

initiative. 

Perception 

� DC 31: The character sees that the ceiling appears 

unstable. 

Additional Skill: Dungeoneering 

� DC 26: Same as for Perception, above. 

Initiative +6 

Trigger 

The ceiling is rigged to collapse if anyone approaches with 

on square of the pillars without uttering in Draconic “In 

the Name of Zehir”. This will neutralize the trap for 5 

minutes. 

When triggered, the cavein rolls initiative. Between the 

trigger and the cave-in’s attack, characters in the area 

know that a cave-in is beginning. On its turn, the cave-in 

attacks a random square within the encounter area. 

Attack 

Standard Action Close: burst 1 

Target: All creatures in burst 

Attack: +16 vs. Reflex 

Hit: 2d12 + 8 damage 

Miss: Half damage. 

Effect: The burst area becomes difficult terrain. 

Sustain: The cave-in attacks each round, targeting a 

different square. 

Countermeasures 

� A character who makes a DC 31 Dungeoneering check 

as a minor action can determine the square the trap will 

attack on its next turn. 

 

This Ends Part One 
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�ar� �wo 
	n�o �he eywild 

 

Introduction 
After stepping through the Fey Gate the characters find 

themselves stranded in the Feywild, the echo of the mortal 

world of Kirith Mahr. A realm of raw beauty, and nature 

unchecked, it is a dangerous place to denizens from the 

natural world.  

 Characters who find themselves in the Feywild, will 

notice that while it mirrors the natural world, it is not 

identical. Forests are more wild, more lush and vibrant, 

smells are stronger, sounds clearer, and images are crisper 

and clearer. Mountains are taller and sharper, while a 

meandering river on the mortal world is a ragging torrent in 

the Feywild. 

Characters arrive in the Feywild a few miles from the village 

of Scalmine on the shores of a large lake bordered by the 

forest and a bog. Shortly after arriving and while they are 

still getting their bearings, they will be attacked by a small 

band of Eladrin who do not take kindly to ‘invaders’ from 

the natural world, and will do all they can to eliminate and 

kill them. Before one side or the other can fully eliminate the 

other, and El-Ipith Inananol, and Eladrin lord will arrive and 

halt the hostilities. He senses that the characters are after the 

Yuan-Ti and sees the Characters as useful and unwitting 

pawns in his desire to drive the Yuan-Ti from the Feywild 

and eliminate the Temple of Zehir in this region once and for 

all. 

To that end, he will direct the characters to head northeast to 

the village of Scalmine. On their way to Scalmine the party 

will encounter a dryad and her court. After defeating the 

Dryad the remaining journey to Scalmine will be short and 

uneventful. 

Arriving at Scalmine, the party will not be granted access to 

the village/fort until they have proven themselves to the 

village leaders. This involves the recovery of the Seal of 

office from a fallen hero of the village. It is currently being 

held as a grisly trophy by a pair of howling hag sisters in the 

bog across the lake. On the party’s journey to the hags 

abode, they will need to deal with a shambling mound, some 

vine horrors and dryads. 

With the return of the Seal of Office returned to Scalmine, 

the characters are given shelter before they are directed to 

the Temple of Zehir. Heading out, they are soon assaulted by 

a group of wyverns and their Ettin controller. 

Arriving the temple ruins, they fight their way through the 

defenders making their way to the central chamber where 

they must defeat Sybyliss, the Medusa Priest of Zehir.  
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Encounter F1: The Eladrin Hosts 
Encounter Level 9 (2350 XP) 
 

Setup 
4 Eladrin Fey Knight (K) 

1 Eladrin Twilight Incanter (I) 

2 Dryad (D) 

 

Shortly before the party arrived here, a small force of 

defenders from the Feywild encountered and slew the Yuan-

Ti from the Shrine that fled through the Fey Gate. They have 

stood guard here waiting to see if any other invaders will be 

coming into the Feywild. Enter the players. 

 

When the characters have prepared to leave. 

Just as you gathering your gear together and preparing to 

leave the glade, you hear the snapping of twigs and the 

shouting of voices (In Elven: “They are over here! Kill 

them before more arrive!”) 

 

Eladrin Fey Knight Level 7 Soldier (Leader) 

Medium fey humanoid XP 300 XP 300 

Initiative +11 Senses Perception +4; low-light vision 

Feywild Tactics aura 10; fey creatures in the aura score a critical hit on a 

roll of 19 or 20 (a roll of 19 is not an automatic hit, however). 

HP 77; Bloodied 38 

AC 23; Fortitude 17, Reflex 19, Will 17 

Saving Throws +5 against charm effects 

Speed:  5; see also fey step 

m Longsword (standard; at-will) � Weapon 

+12 vs. AC; 1d8 + 4 damage. 

M 
Stab of the Entangling Wild (standard or opportunity 

attack;recharge 56) � Weapon 

Requires longsword; +12 vs. AC; 3d8 + 4 damage, and the target is 

restrained until the end of the eladrin fey knight’s next turn. The 

eladrin fey knight cannot attack with its longsword while the target is 

restrained. 

R Feywild Challenge (standard; encounter) 

Ranged 10; the target is marked until the end of the encounter or until 

the eladrin fey knight dies, taking 4 damage each round it does not 

attack the eladrin fey knight. 

Fey Step (move; encounter) � Teleportation 

The eladrin fey knight can teleport 5 squares. 

Harvest’s Sorrow (immediate reaction, when an ally within 5 squares of 

the eladrin fey knight is damaged; at-will) 

Half the attack’s damage is negated, and the eladrin fey knight takes 

the other half. 

Alignment Any Languages Common, Elven 

Skills Athletics +12, Arcana +7, History +7, Nature +9 

Str 18 (+7)  Dex 22 (+9) Wis 13 (+4) 

Con 13 (+4)  Int 14 (+5) Cha 16 (+6) 

Equipment: chainmail, light shield, longsword 

 

 

Eladrin Twilight Incanter Level 8 Controller 

Medium fey humanoid XP 350 

Initiative +7 Senses Perception +5; low-light vision 

HP 82; Bloodied 41 

AC 22; Fortitude 19, Reflex 21, Will 21 

Saving Throws +5 against charm effects 

Speed: 6; see also fey step 

m Spear (standard; at-will) � Weapon 

+10 vs. AC; 1d8 + 1 damage, and the target is slowed until the 

end of the eladrin twilight incanter’s next turn 

R Binding Bolt (standard; at-will) 

Ranged 10; +12 vs. Reflex; 1d8 + 3 damage, and the target is 

immobilized until the end of the eladrin twilight incanter’s next 
turn. 

R Teleporting Bolt (standard; at-will) � Teleportation 

Ranged 10; +12 vs. Reflex; 1d8 + 2 damage, and the target is 

teleported up to 3 squares. The target cannot be teleported into 

an unsafe space. 

C Dazzling Blast (standard; recharge 56) � Radiant 

Close blast 3; +9 vs. Will; 2d6 + 3 radiant damage, and the 
target is blinded until the end of the eladrin fey incanter’s next 
turn. 

Fey Step (move; encounter) � Teleportation 

The eladrin twilight incanter can teleport 5 squares. 

Alignment Any Languages Common, Elven 

Skills Arcana +16, History +16, Nature +10 

Str 12 (+5)  Dex 16 (+7) Wis 12 (+5) 

Con 10 (+4)  Int 20 (+9) Cha 16 (+7) 

Equipment robes, spear 

 

Dryad Level 9 Skirmisher 

Medium fey humanoid (plant) XP 400 

Initiative +9 Senses Perception +12 

HP 92; Bloodied 46 

AC 23; Fortitude 22, Reflex 21, Will 21 

Speed: 8 (forest walk) 

m Claws (standard; at-will) 

+14 vs. AC; 1d8 + 4 damage, or 1d8 + 9 damage if the target is 

the only enemy adjacent to the dryad. 

Deceptive Veil (minor; at-will) � Illusion 

The dryad can disguise itself to appear as any Medium 
humanoid, usually a beautiful elf or eladrin. A successful Insight 
check (opposed by the dryad’s Bluff check) pierces the disguise. 

Treestride (move; at-will) � Teleportation 

The dryad can teleport 8 squares if it begins and ends adjacent 
to a tree, a treant, or a plant of Large size or bigger. 

Alignment Unaligned Languages Elven 

Skills Bluff +10, Insight +12, Stealth +12 

Str 19 (+8)  Dex 17 (+7) Wis 17 (+7) 

Con 12 (+5)  Int 10 (+4) Cha 13 (+5) 

 

Tactics 
The tactics of the Eladrin fairly straight forward: to kill and 

incapacitate the characters as quickly as possible. To that 
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end, one of the Knights will challenge what appears to be the 

most dangerous of the party as soon as combat begins, and 

will then hang in the back, using it’s Harvest’s Sorrow 

ability to keep the Incater healthy. One of the Dryad’s will 

sue its Deceptive Veil ability to change it’s appearance to 

that of the Eladrin Knight to further confuse the party, and 

keep them taking damage. The other Eladrin Knights will 

hold their Feywild Challenge ability until after they have 

successfully used their Stab of the Entangling Wild ability 

to hold an opponent in place or when an opportunity 

presents itself. The Incanter will use it’s Binding Bolt 

ability or Teleport Bolt ability on foes that get to close to it, 

and use it’s blast ability when too many foes get close, 

saving it’s Fey Step ability for when it is surrounded. 

 

Optional Monster Info 
Once only two of the Eladrin’s Warparty remains, or half of 

the PCs have been incapacitated, Lord El-Ipith Inananol 

arrives on the scene and demands all combatants to cease 

hostilities. He will then assist if needed any of the injured 

characters and Eladrin. 

 

Features of the Area 
 Illumination: Bright Light 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 

 

Conclusion 
After the party has rested and healed, El-Ipith will explain to 

the party that they are now in the Feywild (if they have not 

yet assumed as much themselves). He will direct them 

towards the community of Scalmine, roughly in the direction 

of the North East. He explains that the party may find shelter 

there, but he makes no guarantee. If the party asks about the 

Yuan-Ti, he merely responds yes, they are in the area, and 

tells them again to head to Scalmine, their answers await 

them there. 

 El-Ipith then gathers the injured and dead eladrin with 

his retinue, and heads back in the forest and jungles of the 

FeyWild. 
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Encounter F2: Denizens of the Wild 
Encounter Level 9 (2200 XP) 
 

Setup 
1 Vine Horror (V) 

1 Vine Horror Spellfiend (S) 

1 Shambling Mound (M) 

2 Dryad (D) 

1 Daggerthorn Briar 

 

As the characters make their way through the Feywild, they 

will find themselves stumbling into the lair of some Dryad’s, 

and their Vine Horror and Shambling mound allies. These 

creatures are not receptive to any creatures that are not plant 

based. 

 

As the characters enter this are, read the following: 

The air is heavy with humidity, and the sharp, pungent 

aromas of the plants of the Feywild hang thick in the air. 

The travel through the forests of the Feywild is difficult as 

little exists in the way of road or paths, and most of the 

terrain is chocked with vegetation and only small game 

trails exist to ease your travel through the jungle. 

 

A perception check (DC20) reveals the following: 
Your notice a subtle movement off to your sides that alerts 

you to the fact you are not alone in the forest. 

 

Vine Horror Spellfiend Level 7 Artillery 

Medium natural humanoid (plant) XP 300 

Initiative +7 Senses Perception +10; blindsight 10 

HP 65; Bloodied 32 

AC 19; Fortitude 18, Reflex 17, Will 15 

Speed:  6 (forest walk, swamp walk), swim 6 

M Claw (standard; at-will) 

+10 vs. AC; 1d8 + 4 damage. 

R Shock Orb (standard; at-will) � Lightning 

Ranged 10; +12 vs. AC; 1d8 + 4 lightning damage. 

R Lashing Vine of Dread (standard; at-will) � Fear 

Ranged 5; +10 vs. Reflex; 1d6 + 4 damage, and the target is pushed 5 

squares. 

A Caustic Cloud (standard; recharge 456) � Acid 

Area burst 1 within 10; +10 vs. Fortitude; 1d6 + 3 acid damage, and 

the target takes ongoing 5 acid damage and is blinded (save ends both). 

Malleability 

The vine horror can compress its body enough to squeeze through a 1-

inch-wide crack. Cracks and other openings that are more than 1 inch 

wide do not slow the vine horror at all. 

Alignment Evil Languages Common, Elven 

Skills Stealth +12 

Str 18 (+7)  Dex 18 (+7) Wis 14 (+5) 

Con 17 (+6)  Int 11 (+3) Cha 10 (+3) 

 

 

Vine Horror Level 5 Controller 

Medium natural humanoid (plant) XP 200 

Initiative +7 Senses Perception +9; Blindsight 10 

HP 67; Bloodied 33 

AC 19; Fortitude 17, Reflex 18, Will 15 

Speed: 6 (forest walk, swamp walk), swim 6 

m Claw (standard; at-will) 

+8 vs. AC; 1d8 + 4 damage. 

C Vicious Vines (standard; encounter) 

Close burst 5; targets enemies; +10 vs. Reflex; the target is 

restrained and takes ongoing 10 damage (save ends both) as 

magical vines spring up out of the ground and crush it. 

Malleability 

The vine horror can compress its body enough to squeeze 

through a 1-inch-wide crack. Cracks and other openings that are 

more than 1 inch wide do not slow the vine horror at all. 

Alignment Evil Languages Common, Elven 

Skills Stealth +12 

Str 18 (+6)  Dex 21 (+7) Wis 14 (+4) 

Con 19 (+6)  Int 9 (+1) Cha 10 (+2) 

 
Shambling Mound  Level 9 Brute 

Large natural animate (plant) XP 400 

Initiative +5 Senses Perception +5; Darkvision 

HP 120; Bloodied 60 

AC 21; Fortitude 23, Reflex 18, Will 17 

Immune: lightning; see also lightning affinity 

Speed 4 (swamp walk) 

Action Points:  

m Tendrils (standard; at-will) 

Reach 2; +12 vs. AC; 1d8 + 6 damage. 

M Enveloping Double Attack (standard; at-will) � Healing 

The shambling mound makes two basic attacks. If both attacks 
hit the same Medium or smaller target, the shambling mound 
makes a secondary attack against the target. 
Secondary Attack:+12 vs. Fortitude; the target is pulled into the 
shambling mound’s space and restrained (save ends). While the 
target is restrained, no creature has line of sight or line of effect 
to it. At the start of the shambling mound’s turn each round, the 
enveloped target takes 10 damage and the shambling mound 
regains 10 hit points. The shambling mound can envelop up to 2 
creatures at a time. When the target makes its save, it 
reappears in a square of its choice adjacent to the shambling 
mound. 

Lightning Affinity (immediate reaction, when hit by a lightning 

attack; at-will) � Healing 

The shambling mound regains 10 hit points. 

Alignment Unaligned Languages -  

Skills Stealth +10 

Str 22 (+10)  Dex 12 (+5) Wis 10 (+4) 

Con  20 (+)  Int 5 (+1) Cha 10 (+4) 
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Dryad Level 9 Skirmisher 

Medium fey humanoid (plant) XP 400 

Initiative +9 Senses Perception +12 

HP 92; Bloodied 46 

AC 23; Fortitude 22, Reflex 21, Will 21 

Speed: 8 (forest walk) 

M Claws (standard; at-will) 

+14 vs. AC; 1d8 + 4 damage, or 1d8 + 9 damage if the target is 

the only enemy adjacent to the dryad. 

Deceptive Veil (minor; at-will) � Illusion 

The dryad can disguise itself to appear as any Medium 
humanoid, usually a beautiful elf or eladrin. A successful Insight 
check (opposed by the dryad’s Bluff check) pierces the disguise. 

Treestride (move; at-will) � Teleportation 

The dryad can teleport 8 squares if it begins and ends adjacent 
to a tree, a treant, or a plant of Large size or bigger. 

Alignment Unaligned Languages Elven 

Skills Bluff +10, Insight +12, Stealth +12 

Str 19 (+8)  Dex 17 (+7) Wis 17 (+7) 

Con 12 (+5)  Int 10 (+4) Cha 13 (+5) 

 

Daggerthorn Briar Level 7 Obstacle 

Hazard XP 300 

Found in deep woods and in the Feywild, daggerthorn briar is a 
bloodthirsty plant that some hard-hearted nobles use to guard the 
grounds of their villas. 
Hazard: A single briar patch of daggerthorn fills 10 contiguous 

squares, turning them into difficult terrain. 
Perception 

No check is necessary to notice the briars. 

Additional Skill: Nature 

� DC 24: The character identifies the patch as daggerthorn briar. 

Trigger 

The briars attack when a creature enters or begins its turn in or 

adjacent to a square of daggerthorn briar. 

Attack 

Opportunity Action Melee 

Target: Creature in or adjacent to briar 

Attack: +12 vs. AC 

Hit: 2d10 + 5 damage and immobilized until escape. The attack deals 

3d10 + 5 damage if the target is bloodied. 

Countermeasures 
� Immobilized characters can use the Acrobatics or Athletics (DC 20) to 

free themselves. 

� A character can attack a square of daggerthorn briar (AC 18, other 

defenses 15; hp 70; vulnerable 10 fire). Once a square is destroyed, it 

cannot attack and is no longer difficult terrain. 

 

 

Tactics 
The creatures of this area are aware of the Daggerthorn 

briars in the area, and use them to their advantage. The Vine 

horrors will remain behind the briars, while the shambling 

mound attacks. The vine horror spellfiend, will use it’s 

electric bolt attack to heal the Shambling Mound as best it 

can, while the dryads if able will use the Shambling mound 

to add in its treestride ability to move about the battlefield. 

 

Features of the Area 
 Illumination: Bright Light 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 

 Treasure: a small chest with the following inside: a 

small ivory statuette of a rearing red dragon (1500 gp), a 

small fire opal (1000 gp), a pouch with 800 gp in it, and an 

endless quiver. 

 

Conclusion 
After defeating the dryads and their allies, burning down the 

Daggerthron Briars will reveal their treasure. 
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Encounter F3: Scalmine 
 

Setup 
Scalmine is a small village/fortress built into the bows of an 

enormous Oak tree on the shores of Lake Tranquil. Under 

the leadership of Lord El-Ipith Inananol, Scalmine is the 

only location of peace and tranquility in the immediate area. 

Occasionally, patrols from (BIG CITY) stop at Scalmine, as 

well as the occasional trader. Otherwise, Scalmine is on its 

own. 

 

As the characters approach the area of Scalmine, read 

the following: 
Ahead the forest finally breaks in a scene of sheer beauty. 

The air is clear, and the sky, with only a few wisps of cloud 

that only serve to accentuate the raw natural beauty of the 

scene. Standing on the shore of a pristine lake, a small 

community stands behind a palisade of closely grown 

sequoias that form a living wall. Set in the midst of the trees 

a gate of thorns and  brambles stands shut. 

 

A perception check (DC24) reveals the following: 

Just out of sight amongst the branches and boughs of the 

trees, you can make out the movement of archers warily 

watching you. 

 

As the characters approach the gates of the community, a 

familiar voice calls down from above: 

 

“Ah I see you have mad it to Scalmine!” The face of El-Ipith 

looks down on you from the trees above. “You must be tired 

and looking for shelter, and we would love to offer it to you, 

but we require your assistance a small matter. You 

understand of course the locals here are wary of strangers, 

and this small offer of assistance would go a long way to 

proving to the folks of Scalmine you are not a threat!” 

 

If the players balk at this request, El-Ipith is adamant. The 

gates will remain closed until they accomplish this task. 

Once they agree, he states the following: 

 

“Thank you adventurers. The good folk of Scalmine will be 

most pleased! At the far end of this lake lies a great morass, 

and within that treacherous terrain dwells a pair of hag 

sisters. These fell creatures have long been a threat to the 

community, often ambushing our fishers while they ply their 

boats on the lake. Approximately a week ago, a hero of the 

Community, Selthin-of-the-boughs took a small contingent of 

warriors across the lake to entreat with the sisters a truce. 

Unfortunately he failed, and his group was slain.” 

 “We ask that you take up his mission, succeed where he 

failed and return here with his ancestral crest and restore 

peace to his family.” 

 

El-Ipith has given the party a minor quest to undertake: that 

of defeating the Hag Sisters of the Lake. 

 

 Quest XP: 400 XP, 500 gp. 

 

Conclusion 
Once the party has returned from dealing with the Hag 

Sisters, they have earned the acceptance of the inhabitants of 

Scalmine and are allowed refuge in the community. As a 

result they can return to Scalmine whenever they need 

healing, supplies or other services. Due to the distance 

warping nature of the Feywild, they can undertake the 

journey to and from Scalmine with only a day’s travel for 

the remainder of the adventure while in this region of the 

Feywild. 

 

Features of Scalmine 
Scalmine is an Eladrin community with a few human, elves, 

and half elves in the mix. Important features of Scalmine are 

listed below: 

 

1: Main Gate: The main gate is only opened during daylight 

hours. It is never opened after twilight except in the most 

extreme of circumstances. 

 

2: Fields: These tracts of land are in use for the growing of 

various types of food: carrots, legumes, beans, lentils, beets 

etc. 

 

3. Weeping Birch Inn:  This large structure is the only 

inn/tavern within the community. As a result it is the social 

center of the town. Most business is conducted within over 

drinks, and every few days a market of sorts is set up outside 

where goods of all sorts can be found and traded. Minor 

consumable items (those with a cost of 100 g or less), and 

alchemical items of 500 gp or less can be purchased here. 

The first time the players are in Scalmine, the market is 

open. Thereafter, there is a 25% chance per visit the market 

is open. 

 

4: El-Ipith’s Home: This house appears to be more ornate 

than others in the community, and as is fitting, it is the 

Lodge of El-Ipith. He can be found here when ever he is in 

Scalmine. Messages for El-Ipith can be left here, and no 

matter what, reposnse will always arrive via animal 

messenger one day after the message is left. 

 

5: Shrine to Correllon: This small area is a a shrine and 

residence of the local priest of Correllon. The priest can 

provide the following rituals (none are available for 

purchase though): Cure disease, Gentle Repose, Raise Dead 

and Consult Oracle.  
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Encounter F4: The Hag Sisters 
Encounter Level 9 (2800 XP) 
 

Setup 
2 Howling Hag (H) 

2 Owlbear (O) 

2 Troll (T) 

 

Dwelling at the far end of the lake in a ruined tower are the 

Hag Sisters of the Bog. They dwell there with the Owlbear 

pets, and a pair of troll servants. Approximately a week ago, 

the Eladrin hero Selthin-of-the-Boughs led an ill-fated 

expedition here in the hopes of vanquishing the Hag Sisters. 

Sadly, Elthin’s quest failed, and now him and companions 

form the bulk of the stew still bubbling on hearth. 

 

This begins the read aloud section 

In the mists ahead you can make out the remnants of a small 

tower on a patch of solid ground, a mucky creek bed 

meanders across the ground between you and the tower. 

Scattered the hillock are a few jumbled piles of boulders and 

scattered copses of trees. 

 

Succeeding at a DC 22 Perception check reveals the 

following: 
Lumber briefly into view at the back of the tower is the 

hulking shape of a troll. 

 

The Owlbears and trolls are assumed to be taking 10 on their 

perception checks, and may notice characters attempting to 

sneak up. 

 

Owlbear  Level 8 Elite Brute 

Large fey beast  XP 700 

Initiative +6 Senses Perception +12; low-light 

HP 212; Bloodied 106; see also stunning screech 

AC 22; Fortitude 22, Reflex 19, Will 20 

Saving Throws +2 

Speed 7 

Action Points 1 

m Claw (standard; at-will) 

Reach 2; +12 vs. AC; 2d6 + 5 damage. 

M Double Attack (standard; at-will) 

The owlbear makes two claw attacks. If both claws hit the same target, the 

target is grabbed (until escape). 

M Bite (standard; at-will) 

Grabbed target only; automatic hit; 4d8 + 5 damage. 

C Stunning Screech (free, when first bloodied; encounter) 

Close burst 1; +10 vs. Fortitude; the target is stunned (save ends). 

Alignment Unaligned Languages — 

Str 20 (+9)  Dex 14 (+6) Wis 16 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 

 

Howling Hag  Level 7 Controller 

Medium fey humanoid XP 300 

Initiative +7 Senses Perception +10, low-light vision 

Baleful Whispers (Psychic) aura 5; an enemy that ends its turn in the 

aura takes 1d6 psychic damage. 

HP 83; Bloodied 41 

AC 21; Fortitude 20, Reflex 19, Will 18 

Immune: 10 thunder 

Speed: 6; see also fey step 

m Quarterstaff (standard; at-will) � Weapon 

+9 vs. AC; 1d8 + 4 damage. 

C Howl (standard; at-will) � Thunder 

Close blast 5; +10 vs. Fortitude; 1d6 + 4 thunder damage, and the 

target is pushed 3 squares. 

C 
Shriek of Pain (standard; recharges when first bloodied) � 

Thunder 

Close blast 5; +8 vs. Fortitude; 3d6 + 4 thunder damage, or 3d6 + 9 

thunder damage if the howling hag is bloodied. Miss: Half damage. 

Change Shape (minor; at-will) � Polymorph 

A howling hag can alter its physical form to appear as an old crone 

of any Medium humanoid race (see Change Shape, page 280). 

Fey Step (move; encounter) � Teleportation 

The howling hag can teleport 10 squares. 

Alignment Evil Languages Common, Elven, Giant 

Skills Bluff +11, Insight +10, Intimidate +11, Nature +10 

Str 18 (+7)  Dex 18 (+7) Wis 15 (+5) 

Con 19 (+7)  Int 12 (+4) Cha 16 (+6) 

Equipment: Quarterstaff 

 

Troll Level 9 Brute 

Large natural humanoid XP 400 

Initiative +7 Senses Perception +11 

HP 100; Bloodied 50; see also troll Healing 

Regeneration 10 (if the troll takes acid or fire damage, 
regeneration does not function until the end of its next turn) 

AC 20; Fortitude 21, Reflex 18, Will 17 

Speed: 8 

m Claw (standard; at-will) 

Reach 2; +13 vs. AC; 2d6 + 6 damage; see also frenzied 
strike. 

R 
Frenzied Strike (free, when the troll’s attack bloodies an 
enemy; at-will) 

The troll makes a claw attack. 

Troll Healing � Healing 

If the troll is reduced to 0 hit points by an attack that does not 
deal acid or fire damage, it rises on its next turn (as a move 

action) with 10 hit points. 

Alignment Chaotic Evil Languages Giant 

Skills Athletics +15, Endurance +14 

Str 22 (+10)  Dex 16 (+7) Wis 14 (+6) 

Con 20 (+9)  Int 5 (+1) Cha 10 (+4) 
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Tactics 
The trolls will do their best to force the owlbears into 

combat first, and then trying to flank into any foes the 

owlbears are combating. 

The hags will try their best to remain away from the 

fight, using their howls to push foes away from each other. 

They will try and use their shriek of pain as soon as they 

can, using the shriek again as best they can once injured. 

Additionally, they will attempt position themselves in a way 

to force opponents to be in their aura’s. 

 

Features of the Area 
 Illumination: Bright Light 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 

 Boulders: These large boulders are sufficiently tall (15 

feet tall) that they act as walls, blocking line-of-sight and 

line-of-effect. A DC 19 athletics check is required to scale 

the boulders to the top. 

 Treasure: a small chest with the following inside: 900 

gp and a Flame Wand +3. 

 

Conclusion 
After the hag sisters and their allies have been defeating, a 

quick search of the tower reveals a shield and longsword 

hung on the wall above the fire. The crest on the sword’s hilt 

and shield match and is the famiy crest of Selthin-of-the-

boughs. 

 Returning to Scarmine, El-Ipith reveals to the players 

the location of the Temple of Zehir within the hills to the 

east of the Village. 
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Encounter F5: Danger from the Skies 
Encounter Level 9 (2500 XP) 
 

Setup 
3 Wyvern (W) 

1 Ettin Marauder (E) 

1 Stone-Eye Basilisk (B) 

 

An ettin and his pets were out hunting in the wilds and are 

returning to the cave they share to avoid the oncoming 

storm, when the players come across them. The clearing is 

scattered with some trees and large boulders (the map shows 

webs but consider those to be thick vines). 

 

As the players enter the area, read the following: 

The skies are starting to darken an the air is feeling 

charged. You are certain a storm is on the way, and you are 

both curios and anxious to see how a storm would be in this 

realm of extremes. As you look about for shelter from the 

shelter you hear a few screeches from the sky and can see 

great winged shape wheeling about high above. 

 

Those succeeding at a perception check (DC 20) notice 

the following: 

As you scramble to find shelter and avoid the creatures 

above you notice a great two headed giant rounding a pile of 

boulders ahead. 

 

Those succeeding at a perception check (DC 22) notice 

the following: 

A great hiss alerts you to giant multi-legged lizard near the 

entrance to a small cave. 

 

Stone-Eye Basilisk  Level 12 Soldier 

Large natural beast (reptile) XP 700 

Initiative +9 Senses Perception +13 

Baleful Gaze Any creature within 5 squares of the stone-eye basilisk 
that attacks the basilisk is slowed until the end of its next turn. This 
effect doesn’t rely on the target seeing the basilisk. 

HP 126; Bloodied 63 

AC 28; Fortitude 26, Refl ex 22, Will 22 

Immune: petrification 

Speed: 4  

m Bite (standard; at-will) 

+17 vs. AC; 2d8 + 5 damage. 

C Petrifying Gaze (standard; at-will) � Gaze 

Close blast 3; +17 vs. Fortitude; the target is slowed (save ends). 
First Failed Save: The target is immobilized (save ends). Second 
Failed Save: The target is petrified (no save). 

Alignment Unaligned Languages — 

Skills Stealth +12 

Str 20 (+11)  Dex 12 (+7) Wis 14 (+8) 

Con 22 (+12)  Int 2 (+2) Cha 8 (+5) 

 

Wyvern Level 10 Skirmisher 

Large natural beast (mount, reptile) XP 500 

Initiative +10 Senses Perception +12; low-light vision 

HP 106; Bloodied 53 

AC 24; Fortitude 24, Reflex 20, Will 19 

Speed: 4, fly 8 (hover); see also flyby attack 

m Bite (standard; at-will) 

Reach 2; +15 vs. AC; 1d8 + 7 damage. 

M Claws (standard; at-will) 

The wyvern can attack with its claws only while flying; +15 vs. AC; 
1d6 + 7 damage, and the target is knocked prone. 

M Sting (standard; at-will) � Poison 

Reach 2; +15 vs. AC; 1d6 + 4 damage, and the wyvern makes a 

secondary attack against the same target. Secondary Attack: +13 

vs. Fortitude; ongoing 10 poison damage (save ends). 

M Flyby Attack (standard; at-will) 

The wyvern flies up to 8 squares and makes one melee basic 
attack at any point during that movement. The wyvern doesn’t 
provoke opportunity attacks when moving away from the target of 
the attack. 

Aerial Agility +2 (while mounted by a rider of 10th level or higher; at-

will) � Mount 

While flying, the wyvern grants its rider a +2 bonus to all defenses. 

Alignment Unaligned Languages - 

Str 24 (+12)  Dex 17 (+8) Wis 15 (+7) 

Con 18 (+9)  Int 2 (+1) Cha 8 (+4) 

 

Ettin Marauder  Level 10 Elite Soldier 

Large natural humanoid (giant) XP 1000 

Initiative +8; double actions Senses Perception +12 

HP 222; Bloodied 111 

AC 28; Fortitude 26, Reflex 18, Will 19 

Saving throws +2 

Speed: 6 

Action Points: 1 

m Club (standard; at-will) � Weapon 

Reach 2; +15 vs. AC; 1d8 + 9 damage, and the target is pushed 1 

square. 

M 
Swat (immediate reaction, when an enemy moves into a 
position that flanks the ettin; at-will) 

The ettin targets one creature flanking it: +13 vs. Fortitude; the 
target is pushed 3 squares. 

Double Actions 

An ettin rolls initiative twice, gets two turns during a round, and has 
a full set of actions (standard, move, minor) on each turn. Each set 
of actions corresponds to a different head. The ettin’s ability to take 
immediate actions refreshes on each of its turns. 

Dual Brain 

At the end of its turn, the ettin automatically saves against the 
dazed and stunned conditions and against charm effects that a save 
can end. 

Alignment Chaotic Evil Languages Giant 

Str 28 (+14)  Dex 12 (+6) Wis 15 (+7) 

Con 23 (+)  Int 8 (+4) Cha 9 (+4) 

Equipment: Hide armor, 2 clubs 
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Tactics 
The tactics for the monsters are fairly simple. The basilisk 

will attempt to use it’s petrifying gaze and catch as many 

opponents as soon as it can, biting those already under the 

effect of its gaze. The ettin will use its dual heads to 

concentrate it’s attack on who it perceives to be it’s biggest 

threat, while the wyverns will harry the party to the best of 

their abilities using flyby attacks, and avoiding landing 

choosing to hover instead unless they have been knocked 

from the sky with knockdown effects. 

 

Features of the Area 
 Illumination: Bright Light 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 

 Boulders: These large boulders are sufficiently tall (15 

feet tall) that they act as walls, blocking line-of-sight and 

line-of-effect. A DC 19 athletics check is required to scale 

the boulders to the top. 

 Webs/Vines: These squares are actually clinging vines 

that stretch across the battlefield. A creature on foot 

attempting to move through the area must succeed at at a 

athletics check (DC 15) to move through. Success means a 

character spends half their movement to move through the 

vines. Failure means a character is stuck in the vines and 

unable to move further. A character stuck in the vines suffers 

a –1 penalty to attack and defense. 

 

Conclusion 
Shortly after the battle, the storm breaks and the characters 

need to find shelter. Luck for them the ettin’s cave is close 

by. While the cave reeks of stale sweet and musk, it is dry 

and keeps the party protected from the storm. The storm is 

severe enough to halt travel for the night allowing the 

characters to take an extended rest, however each hour a 

character attempting to recover and healing surges suffers a 

+10 attack vs Fortitude for each surge they attempt to 

recover. Success, means that surge is recovered, failure 

means it is not recovered. After 8 hours the storm breaks and 

characters can go outside. If a character attempts to camp 

outside the cave the wind and rain is severe enough to put 

out any campfire and blow away any tents erected. 
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Encounter T1: The Outer Temple 
Encounter Level 10 (3075 XP) 
 

Setup 
1 Snaketongue Celebrant (C) 

1 Yuan-ti Malison Sharp-eye (S) 

7 Snaketongue Initiate (I) 

1 Snaketongue Warrior (W) 

1 Flame Snake (F) 

1 Snaketongue Assassin (A)  

 

The temple of Zehir is set into the side of a hill east of the 

village of Scalmine. Standing guard outside the complex, is 

a large group of followers, alerted to the imminent approach 

of the players.  

 

As the characters approach the area read the following:  

The area ahead is relatively clear of the forest and jungle 

that have dominated the terrain for the last few hours. Ahead 

a great cliff separates the. A great set of doors is set into the 

side of the cliff, and before the doors on a raised platform is 

what appears to be an outdoor shrine. And gathered at the 

shrine is a great host of followers. You art certain you have 

arrived at the temple of Zehire. 

 

1 Yuan-ti Malison Sharp-eye Level 13 Artillery 

Medium natural humanoid (reptile) XP 800 

Initiative +12 Senses Perception +13 

HP 98; Bloodied 49 

AC 27; Fortitude 23, Reflex 25, Will 23 

Resist 10 poison 

Speed 7 

M Scimitar (Standard, at-will) Weapon 

+16 vs Armor Class; 1d8+4 damage (crit 1d8 + 12). 

r Longbow (Standard, at-will) Poison, Weapon 

Ranged 20/40; +18 vs Armor Class; 1d10+6 damage, and the 

yuan-ti malison sharp-eye makes a secondary attack against 

the same target. Secondary Attack +16 vs Fortitude; ongoing 5 

poison damage, and the target is dazed (save ends both). 

Chameleon Defense 

The yuan-ti malison sharp-eye has concealment against 

attacks that originate more than 3 squares away. 

Alignment Evil Languages Common, Draconic 

Skills Bluff +15, History +12, Insight +13, Stealth +17 

Str 18 (+10)  Dex 13 (+12) Wis 14 (+8) 

Con 14 (+8)  Int 12 (+7) Cha 18 (+10) 

Equipment: arrows (30), longbow, scimitar 

 

 

1 Snaketongue Celebrant Level 6 Controller 
Medium natural humanoid (human, shapechanger) XP 600 

Initiative +9 Senses Perception +14 

HP 117; Bloodied 58 

AC 24; Fortitude 22, Reflex 20, Will 24  

Resist 10 poison 

Speed 7 

m Scimitar (Standard, at-will) Poison, Weapon 

+14 vs Armor Class; 1d8+3 damage (crit 2d8 + 11), and 

the snaketongue celebrant makes a secondary attack. 

Secondary Attack 

+12 vs Fortitude; ongoing 5 poison damage (save ends). 

R Serpent's Lash (Standard, recharge 456) � Psychic 

Ranged 5; a whip of amber-colored energy lashes the 

target; +14 vs Will; 3d8+5 psychic damage, and the target 

grants combat advantage to all of its enemies until the end 

of the yuan-ti celebrant’s next turn. 

A Coils of Despair (Standard, recharge 56) 

Area burst 5 within 10; targets enemies; +14 vs Reflex; 

3d8+5 the target is restrained (save ends) by writhing coils 

of green energy. 

Serpent Form (Move, at-will) � Polymorph 

The snaketongue assassin transforms into a crushgrip 

constrictor. Any equipment the assassin is carrying merges 

with the new form. The assassin uses the crushgrip 

constrictor’s statistics instead its own, except for hit points. 

Reverting to its true form is a minor action. 

Alignment Evil Languages Common, Draconic 

Skills Diplomacy +15, Insight +14, Intimidate +15, Religion 

+13 

Str 17 (+8)  Dex 19 (+9) Wis 19 (+9) 

Con 21 (+10)  Int 16 (+8) Cha 21 (+10) 

Equipment: hooded robe, poisoned scimitar 

 

7 Snaketongue Initiate  Level 7 Minion 
Medium natural humanoid, human XP 75 

Initiative +5 Senses Perception +4 

HP 1; a missed attack never damages a minion. 

AC 20; Fortitude 18, Reflex 17, Will 17 

Speed 6 

m Greatsword (standard; at-will) ���� Poison, Weapon 

+11 vs. AC; 5 damage, and the snaketongue initiate makes a secondary 

attack against the same target. Secondary Attack: +9 vs. Fortitude; ongoing 2 

poison damage (save ends). 

Alignment Chaotic evil Languages Common, Draconic 

Str 16 (+6)  Dex 14 (+5) Wis 12 (+4) 

Con 13 (+4) Int 12 (+4) Cha 14 (+5) 

Equipment: leather armor, poisoned greatsword 

 

 



Shrine of Zehir 

39 

1 Snaketongue Assassin Level 9 Lurker  

Medium natural humanoid (shapechanger), human XP 400 

Initiative +13 Senses Perception +8 

HP 80; Bloodied 40 

AC 23; Fortitude 21, Reflex 21, Will 20; see also crowd 

shield 

Resist 10 poison 

Speed 7 

M Dagger (standard; at-will) Poison, ���� Weapon 

+14 vs. AC; 1d4 + 3 damage, and ongoing 10 poison damage 

(save ends). 

Crowd Shield 

The snaketongue assassin gains a +2 bonus to its AC and 

Reflex defense if it has one creature adjacent to it, or a +4 

bonus if two or more creatures are adjacent to it. 

Serpent Form (move; at-will) � Polymorph 

The snaketongue assassin transforms into a crushgrip 

constrictor (page 240). Any equipment the assassin is 

carrying merges with the new form. The assassin uses the 

crushgrip constrictor’s statistics instead its own, except for 

hit points. Reverting to its true form is a minor action. 

Alignment Evil Languages Common, Draconic 

Skills Religion +11, Stealth +14 

Str 16 (+7)  Dex 20 (+9) Wis 18 (+8) 

Con 20 (+9)  Int 14 (+6) Cha 14 (+6) 

Equipment: leather armor, poisoned dagger 

 

1 Snaketongue Warrior Level 8 Brute 

Medium natural humanoid, human XP 350 

Initiative +6 Senses Perception +5 

HP 106; Bloodied 53; Healing Surges  () 

AC 20; Fortitude 18, Reflex 17, Will 17 

Resist: Poison 10 

Speed: 6 

m Greatsword (standard; at-will) � Poison, Weapon 

+13 vs. AC; 1d10 + 3 damage (1d10 + 5 damage while bloodied) 
and the snaketongue warrior makes a secondary attack against 
the same target. Secondary Attack: +11 vs. Fortitude; ongoing 5 

poison damage (save ends). 

Alignment Evil Languages Common, Draconic 

Skills Religion +10 

Str 16 (+7)  Dex 14 (+6) Wis 12 (+5) 

Con 16 (+7)  Int 12 (+5) Cha 14 (+6) 

Equipment: leather armor, poisoned greatsword 

 

Tactics 
The Celebrant will attempt to immobilize as much of the 

party as it can as soon as possible while the initiates will 

rush forward to delay them as best it can while the Sharp-eye 

will try and poison as many of the characters as it can. 

 

Features of the Area 
 Illumination: Bright light 

 Trees: These squares provide cover for characters in 

them or behind them. 

 

1 Flame Snake Level 9 Artillery 

Medium elemental beast (fire, reptile) XP 400 

Initiative +9 Senses Perception +12 

HP 74; Bloodied 37 

AC 23; Fortitude 19, Reflex 22, Will 20 

Resist: Fire 20 

Speed: 6 

m Bite (standard; at-will) � Fire 

+12 vs. AC; 1d6 + 5 damage plus 1d6 fire damage. 

r Spit Fire (standard; at-will) � Fire 

Ranged 10; +13 vs. Reflex; 2d6 + 5 fire damage, and ongoing 5 fire 

damage (save ends). 

Alignment Unaligned Languages - 

Str 11 (+4)  Dex 20 (+9) Wis 16 (+7) 

Con 14 (+6)  Int 2 (+0) Cha 10 (+4) 

 
Crushgrip Constrictor Level 9 Soldier 

Large natural beast (reptile) XP 400 

Initiative +9 Senses Perception +12; low-light vision 

HP 96; Bloodied 48 

AC 25; Fortitude 25, Reflex 22, Will 22 

Speed 6, climb 6, swim 6 

m Bite (standard; at-will) 

+15 vs. AC; 1d10 + 6 damage, and the target is grabbed (until 

escape). 

M Constrict (standard; at-will) 

Affects a target the crushgrip constrictor has grabbed; +13 vs. Fortitude; 

2d6 + 12 damage, and the target is dazed until the end of the crushgrip 

constrictor’s next turn. 

Alignment Evil Languages -  

Skills Stealth +12 

Str 22 (+10) Dex 16 (+7) Wis 17 (+7) 

Con 16 (+7)  Int 2 (+0) Cha 10 (+4) 
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Encounter T2:  Zehir's Fane 
Encounter Level 13 (4475) 

 
Setup 
1 Medusa Archer (Level 12) (M) 

5 Snaketongue Zealot (Z) 

2 Snaketongue Warrior (W) 

1 Venom-Eye Basilisk (B) 

 

The Zehirite’s main holy location in this part of the Feywild 

is the Fane of Zehir, a are where a deep crevasse has cracked 

the earth and bubbling lava spews forth sulfurous poison 

gas. 

 

When the characters open the door, read the following: 

Beyond the great bronze doors, the stench of sulfur burns 

your throat and stings your eyes. The air of the chamber has 

a slight hazy, greenish hue to it. The chamber before you is 

awash in heat, as you can see a great chasm has rent the 

chamber, and from that chasm a glow lights the chamber, 

and from the crack wafts the source of the acrid mist. 

At the far end of the chamber a great golden statue of a 

serpent gazes out at the chamber, and standing before the 

altar at the snake, her back to you is a volouptous appearing 

woman, a large six-legged lizard is coiled on the bridge 

behind her, as other humanoid stand about the chamber. 

Hearing you enter, she turns to face you. 

 

Characters succeeding at a DC22 perception check 

notices the following: 

The lady at the altar appears to have scaly skin, and you 

notice that beneath her cowl her hair is actually a mass of 

writhing snakes! 

 

2 Snaketongue Warrior Level 11 Brute 

Medium Natural Humanoid (human) XP 600 

Initiative +7 Senses Perception +6 

HP 136; Bloodied 68 

AC 23; Fortitude 21, Reflex 20, Will 20 

Resist: 10 poison 

Speed:  6 

m Greatsword (Standard, at-will) � Poison, Weapon 

+16 vs Armor Class; 1d10+4 damage (1d10 + 6 damage while 
bloodied) and the snaketongue warrior makes a secondary 
attack.Secondary Attack +14 vs Fortitude; ongoing 5 poison 
damage (save ends).  

Alignment Evil Languages Common, Draconic 

Skills Religion +11 

Str 16 (+8)  Dex 14 (+7) Wis 12 (+6) 

Con 16 (+8)  Int 12 (+6) Cha 14 (+7) 

Equipment: poisoned greatsword, leather armor 

 

Sybyliss, Medusa Archer Level 12 Elite Controller 

Medium natural humanoid XP 1400 

Initiative +11 Senses Perception +14 

HP 244; Bloodied 122 

AC 28; Fortitude 25, Reflex 26, Will 27 

Immune petrification; Resist 10 poison 

Saving Throws +2 

Speed 7 

Action Points: 1 

m Snaky Hair (Standard, at-will) � Poison 

+17 vs Armor Class; 1d6+6 damage, and the target takes ongoing 
10 poison damage and takes a -2 penalty to Fortitude defense 
(save ends both). 

r Longbow (Standard, at-will) � Poison, Weapon 

Ranged 20/40; +17 vs Armor Class; 1d10+6 damage, and the 
medusa archer makes a secondary attack against the same target. 
Secondary Attack +15 vs Fortitude; the target takes ongoing 10 
poison damage and takes a -2 penalty to Fortitude defense (save 
ends both). 

C Petrifying Gaze (Standard, at-will) � Gaze, Petrification 

Close blast 5; blind creatures are immune; +16 vs Fortitude; the 
target is slowed (save ends). First Failed Save: The target is 
immobilized instead of slowed (save ends). Second Failed Save: 
The target is petrified (no save). 

Transference (free action, daily) � Weapon 

Use this power when you hit with the weapon. Transfer a condition 
or ongoing damage effect that is affecting you to the target you hit. 
The condition or ongoing damage continues to run its course as 
normal on the target. 

Alignment Evil Languages Common 

Skills Bluff +17, Diplomacy +17, Intimidate +17, Stealth +16 

Str 16 (+9)  Dex 21 (+11) Wis 17 (+9) 

Con 18 (+10)  Int 12 (+7) Cha 22 (+12) 

Equipment: hooded cloak, +3 transference longbow, 30 arrows 

 

Venom-Eye Basilisk  Level 10 Artillery 

Large natural beast (reptile) XP 500 

Initiative +6 Senses Perception +11 

HP 87; Bloodied 43 

AC 27; Fortitude 25, Reflex 22, Will 21 

Immune: poison 

Speed: 6  

m Bite (standard; at-will) 

+15 vs. AC; 1d8 + 4 damage. 

A Venomous Gaze (standard; at-will) � Gaze, Poison 

Area burst 1 within 10; +15 vs. Fortitude; 2d6 poison damage, and 

ongoing 5 poison damage (save ends). As long as the target is taking 

ongoing poison damage from this attack, the target deals 2 poison damage 

to all creatures adjacent to it at the start of its turn. 

Alignment Unaligned Languages - 

Skills Stealth +11 

Str 19 (+9)  Dex 12 (+6) Wis 13 (+6) 

Con 21 (+10)  Int 2 (+1) Cha 8 (+4) 
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5 Snaketongue Zealot Level 12 Minion 

Medium natural humanoid (human) XP 175 

Initiative +7 Senses Perception +7 

HP 1; a missed attack never damages a minion. 

AC 25; Fortitude 23, Reflex 22, Will 22 

Speed:  6 

m Greatsword (Standard, at-will) � Poison, Weapon 

+16 vs Armor Class; 6 damage, and the snaketongue zealot 
makes a secondary attack. Secondary Attack  +14 vs Fortitude; 
ongoing 3 poison damage (save ends). 

Alignment Chaotic Evil Languages Common, Draconic 

Str 16 (+9)  Dex 14 (+8) Wis 12 (+7) 

Con 13 (+7)  Int 12 (+7) Cha 14 (+8) 

Equipment: poisoned greatsword, leather armor 

 

Poison Gas Level 10 Obstacle 

Hazard XP 500 

Sulfurous gas billows up from the bubbling lava below. 

Hazard: The green squares above and adjacent to the lva pit are 
considered to be filled with poison gas 

Perception 

� DC 18: The character notices that the air here is foul and burns 
the throat and eyes. 

Trigger 

Characters that enter or start their turn in a poison gas square are 
attacked by the poison gas. 

Attack 

Opportunity Action Melee 1 

Target: Character in square 

Attack: +15 versus fortitude 

Hit: 2d6+5 poison damage and character is dazed and blinded (save 
ends both) 

Miss: Half damage 

Countermeasures 
� A character can minimize the effect by closing their eyes and 

making a DC 12 Endurance check immediately before entering the 
poison gas (once inside it is too late to take a breath of air). The 
DC goes up +1 for each round within the gas. With a success 
check, the character takes half damage on a hit, no damage on a 
miss. 

 

Tactics 
The Venom-eye basilisk will remain on the bridge within the 

poison gas, and use it’s venom gaze ability as soon as it is 

able to target as many people as it can. The Medusa will 

remain on the far side of the chamber using it’s bow attack 

to target lightly armored foes. Anyone who attempt to cross 

the bridge or leap the chasm will be met ferociously. She 

will use her snake-hair attack on them, and if she is able she 

will then use her action point to get them and at least one 

other target in her gaze blast. Unless she is somehow forced, 

she will not leave the poison gas area. 

 

Features of the Area 
 Illumination: bright light 

 Poison Gas: The areas marked on the map are squares 

of poison gas (see the hazard effect). The magic of the area 

does not affect followers of Zehir (Monster, PC or 

otherwise). 

 Lava Chasm: The lava chasm is 50 feet deep, and filled 

with bubbling lava. Attempting to jump across the pit 

requires a success athletics check (DC 15 for running jump, 

DC 30 for standing jump). A failure means falling into the 

pit and taking 5d10 falling damage. On top of the falling 

damage, a character in the pit will take 2d10 damage every 

round and ongoing 5 fire (save ends when out of the lava). It 

is a DC 15 climbing check to climb out of the pit. 

 Vines: The vines across the floor are just regular jungle 

vines, and count as difficult terrain for movement purposes. 

 Treasure: In addition to the +3 Transference Longbow 

wielded by Sybyliss, a secret compartment (perception DC 

26 to find) in the altar holds the temple’s treasure. It consists 

of: Crown of Doors (level 11), 2 gems (1000 gp), a small 

gold statuette of a elephant with emeralds for eyes (1700 

gp), a platinum cup chased with gold (1500 gp), and 1000 

gold pieces. On the Sybyliss’s body the party also finds a 

small mahogany box inside which is a scroll with the 

following message written in Draconic: 

 

Sybyliss; 

 Your work in the wilds around Scalmine is bearing 

much results. I am pleased. Continue to put pressure on 

the Eladrin Lord and I am certain he will willingly turn 

over the entire village to be sacrificed on the altars of 

Zehir. Thye should fuel the ritual and see our lord’s 

desires fulfilled. 

      Schormaltar 

 

 
 
Conclusion 
With the defeat of Sybyliss, the current threat of the Fane 

has been removed, but now the players ca return to Scalmine 

and question Lord El-Ipith about Schormaltar. 
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�ar� �hree 
�he lair of �he �ragon 

 

Introduction 
With the defeat of Sybyliss, the party will likely return to 

Scalmine to inquire from El-Ipith who exactly Schormaltar 

is. El-Ipith will seam generally surprised that Schormaltar 

was not present at the temple. 

 The players will likely ask the following questions: 

 

Who is Scholmaltar? 

 Scholmaltar is an green dragon that dwells in the forests 

to the east of the Zehir Temple. 

 

What does he want with you? 

 He has taken my youngest son hostage, and is 

threatening to slay him if I do not hand over then entire 

village to him. 

 

Why don’t you go slay him? 

 I cannot. He is a follower of the Green Lord, as am I, I 

cannot make war upon him nor he upon due to oaths we 

have taken with our Lord. 

 

If you have Oath’s why has he moved against you? 

 I fear my son may have trespassed into Scholmaltar’s 

demesne, and as a result Scholmaltar is within his rights to 

hostage him against me. I am torn between the love of my 

son, and the loyalty of my people. 

 

What does he want with the Village? 

 I was wondering that as well, but my seers may have 

stumbled upon the answer. It seems the planar fabric in the 

area of Scholmaltar’s lair is weak, and the influences of the 

Shadowfell seep through. I believe Scholmaltar is tired of 

Serving, and seeks to create for himself a realm he can rule 

himself. To that end he seeks to weaken the fabric, and shunt 

his lair into the Shadowfell, to achieve this, my seers have 

deduced that if the entirety of the village was to be sacrificed 

simultaneously within his lair, the wash of necrotic energies 

would rip his lair from the Feywild into the Shadowfell. 
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Encounter W1: The Search Party 
Encounter Level 10 (3400 XP) 
 

2 Snaketongue Warrior (Level 11) (+1 if 6 PCs) (W) 

1 Yuan-ti Abomination (A) 

1 Soulrider Devil Eleadrin Arcanist (S) 

2 Troglodyte Impaler (Level 9) (T) 

 
Setup 
 

Scholmaltar has learned of the players involvement, and that 

they are likely now headed towards his lair. He has 

mobilized those loyal to him to seek out the players and 

eliminate their threat to his plans. 

 

As the players approach the encounter read the 

following: 

The woods here somehow seem more wild and dangerous 

than the woods you have traveled through thus far, exuding 

an almost palpable sense of malevolence. 

 

Characters succeeding at a Perception check (DC 22) 

notice the following: 

You can make out some voices in the woods ahead. 

 

Yuan-ti Abomination Level 14 soldier 

Large natural humanoid (reptile) XP 1000 

Initiative +13 Senses Perception +10 

HP 140; Bloodied 70 

AC 30; Fortitude 30, Reflex 28, Will 27 

Resist 10 poison 

Speed 7, climb 7 

m Bastard Sword (standard; at-will) � Poison, Weapon 

Reach 2; +20 vs. AC; 1d12 + 6 damage (crit 2d12 + 18), 

and the target is marked until the end of the yuan-ti 

abomination’s next turn and takes ongoing 5 poison 

damage (save ends). 
M Grasping Coils (minor 1/round; at-will) 

+18 vs. Reflex; the target is pulled 1 square and grabbed 

(until escape). The yuan-ti abomination can grab only one 

creature at a time. 
M Bite (standard; at-will) � Poison 

Grabbed target only; +18 vs. Fortitude; 1d12 + 5 poison 

damage, and ongoing 10 poison damage (save ends). 

Alignment Evil Languages Draconic 

Skills Endurance +15, Intimidate +14, Stealth +14 

Str 22 (+13)  Dex 18 (+11) Wis 16 (+10) 

Con 20 (+12)  Int 12 (+8) Cha 14 (+8) 

Equipment: heavy shield, bastard sword 

 

 

2 Snaketongue Warrior Level 11 Brute 

Medium Natural Humanoid (human) XP 600 

Initiative +7 Senses Perception +6 

HP 136; Bloodied 68 

AC 23; Fortitude 21, Reflex 20, Will 20 

Resist: 10 poison 

Speed:  6 

m Greatsword (Standard, at-will) � Poison, Weapon 

+16 vs Armor Class; 1d10+4 damage (1d10 + 6 damage 

while bloodied) and the snaketongue warrior makes a 

secondary attack. Secondary Attack +14 vs Fortitude; 

ongoing 5 poison damage (save ends).  

Alignment Evil Languages Common, Draconic 

Skills Religion +11 

Str 16 (+8)  Dex 14 (+7) Wis 12 (+6) 

Con 16 (+8)  Int 12 (+6) Cha 14 (+7) 

Equipment: poisoned greatsword, leather armor 

 

2 Troglodyte Impaler Level 9 Artillery 

Medium Natural humanoid (reptile) XP 400 

Initiative +6 Senses Perception +10; darkvision 

Troglodyte Stench aura 1; living enemies in the aura take a -

2 penalty to attack rolls. 

HP 81; Bloodied 40 

AC 24; Fortitude 24, Reflex 21, Will 20 

Speed: 5  

m Spear (Standard, at-will) F Weapon 

+13 vs Armor Class; 1d8+5 damage. 
m Claw (Standard, at-will) 

+11 vs Armor Class; 1d4+5 damage. 

r Javelin (Standard, at-will) � Weapon 

Ranged 10/20; +14 vs Armor Class; 1d6+5 damage. 

R Impaling Shot (Standard, at-will) � Weapon 

Requires javelin; ranged 10; +14 vs Armor Class; 2d6+5 

damage, and the troglodyte impaler makes a secondary 

attack against the same target. Secondary Attack  +12 vs 

Fortitude; the target is restrained (save ends). 

Alignment chaotic 

evil 
Languages Draconic 

Skills Athletics +13, Endurance +14 

Str 19 (+8)  Dex 14 (+6) Wis 13 (+5) 

Con 21 (+9)  Int 7 (+2) Cha 9 (+3) 

Equipment: javelin x6, spear 
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Soulrider Devil Eladrin Level 9 Artillery 

Medium immortal humanoid (devil) XP 400 

Initiative +9 Senses Perception +7; darkvision 

HP 72; Bloodied 36 

AC 21; Fortitude 20, Reflex 23, Will 22 

Resist 5 fire; Vulnerable While the soulrider devil would be 

dazed or stunned, it does not suffer the normal effects of 

that condition. Instead, on its turn it attacks its nearest ally. 

While in this state, it cannot use soulrider sacrifice. 

Speed: 6  

m Longsword (standard; at-will) � Weapon 

+16 vs. AC; 1d8 + 5 damage. 

A Acid Flame (standard; encounter) � Acid, Fire 

Area burst 2 within 10; +14 vs. Reflex; 1d10 + 6 fire 

damage, and ongoing 10 acid damage (save ends). Miss: 

1d10 + 6 fire damage. 

C 
Black Chill Blast (standard; encounter) � Cold, 

Necrotic 

Close blast 5; +14 vs. Reflex; 1d8 + 5 cold damage plus 

1d8 + 5 necrotic damage. Miss: 1d8 + 5 necrotic damage. 

Soulrider Sacrifice (minor; at-will) 

The soulrider devil takes 10 damage and recharges black 

chill blast or acid flame. If the soulrider devil would be 

killed by this damage, it instead kills its host and becomes 

unattached (see the stat block above), and it shifts 3 

squares as a free action. 

Fey Step (move; encounter) � Teleportation 

The soulrider devil teleports 5 squares. 

Alignment Evil Languages Supernal 

Str 8 (+3)  Dex 20 (+9) Wis 16 (+7) 

Con 12 (+5)  Int 22 (+10) Cha 17 (+7) 

Equipment: Longsword 

 

Unattached Soulrider Devil Level 10 Minnion 

Small immortal humanoid (devil) XP 125 

Initiative +13 Senses Perception +7; darkvision 

HP 1; a missed attack never damages a minion. 
AC 24; Fortitude 19, Reflex 24, Will 22 

Resist 5 fire  

Speed: 1 climb 5 

m Claw (standard; at-will) 

+15 vs. AC; 5 damage. 
Alignment Evil Languages Supernal 

Str 12 (+6)  Dex 22 (+11) Wis 14 (+7) 

Con 7 (+3)  Int 12 (+6) Cha 17 (+8) 

 

Tactics 
The Yuan-Ti abomination is cocky, and will engage the 

most visible threat in the party’s group, while the Troglodyte 

Impalers will attempt to use their javelins to impale party 

members keeping them from the fray for as long as possible. 

The Soulrider Devil will use it’s area attacks to the best of 

it’s ability, catching it’s own allies in the effect if necessary 

to get as many of the party as it can. It will remain at the 

back, doing continual damage to itself to get as many area 

attacks off as it can, killing its host if necessary. 

 

Features of the Area 
 Illumination: Bright light. 

Forest: The squares marked as forest are difficult terrain and 

grant covers to non-adjacent attackers. Additionally, line of 

sight is blocked if it crosses two or more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 
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Encounter W2: Fee Fi Fo Fum 
Encounter Level 10 (3350 XP) 
 

1 Oni Mage (M) 

1 Ogre Warhulk (W) 

3 Ogre Thug (T) 

2 Ogre Skirmisher (S) 

 
Setup 
An oni and his small band of mercenaries has heard the call 

of Scholmaltar and is seeking to ingratiate himself into the 

service of the Green Dragon. They are not being especially 

quiet in their travels through the forest, assuming 

(incorrectly) that the party has not advanced this far into the 

forest.  

 

As the party travels through the woods read the 

following:  

Unexpectedly, the woods have opened up a little before you, 

and light seems to lance down from the canopy above, 

illuminating the area before you. 

 

Party members who succeed at a Perception check (DC 

18) notice the following: 

Raucous laughter, and coarse, guttural talking accompanied 

by the loud snapping of twigs and branches comes from the 

woods ahead. Something, or rather many large somethings 

is approaching. 

 

Ogre Skirmisher Level 8 Skirmisher 

Large natural humanoid XP 350 

Initiative +8 Senses Perception +4 

HP 91; Bloodied 45 

AC 22; Fortitude 22, Reflex 20, Will 18 

Speed: 8 

m Club (standard; at-will) � Weapon 

Reach 2; +13 vs. AC; 1d8 + 4 damage; see also skirmish. 

R Javelin (standard; at-will) � Weapon 

Ranged 10/20; +13 vs. AC; 1d8 + 4 damage; see also 

skirmish. 
RM Hurling Charge (standard; encounter) � Weapon 

The ogre skirmisher makes a javelin attack followed by a 

charge attack. 

Skirmish +1d8 

If, on its turn, the ogre skirmisher ends its move at least 4 

squares away from its starting point, it deals an extra 1d8 

damage on its melee attacks until the start of its next turn. 

Alignment Chaotic 

Evil 
Languages Common, Giant 

Str 18 (+8)  Dex 14 (+6) Wis 11 (+4) 

Con 19 (+8)  Int 4 (+1) Cha 6 (+2) 

Equipment: hide armor, club, quiver of 6 javelins 

 

Ogre Thug Level 11 Minion 

Type Large natural humanoid  XP 150 

Initiative +5 Senses Perception +5 

HP 1; a missed attack never damages a minion. 

AC 23; Fortitude 25, Reflex 20, Will 20 

Speed: 8 

m Greatclub (standard; at-will) � Weapon 

Reach 2; +14 vs. AC; 8 damage. 

Alignment Chaotic 

Evil 
Languages Giant 

Str 21 (+10)  Dex 11 (+5) Wis 11 (+5) 

Con 21 (+10)  Int 4 (+2) Cha 6 (+3) 

Equipment: greatclub 

 

Oni Mage Level 10 Elite Lurker 

Large natural humanoid XP 1000 

Initiative +10 Senses Perception +7; darkvision 

HP 172; Bloodied 86 

Regeneration 5 

AC 26; Fortitude 25, Reflex 24, Will 24 

Saving Throws +2 

Speed 7, fly 8 (clumsy) 

Action Points: 1 
m Greatsword (standard; at-will) � Weapon 

Reach 2; +15 vs. AC; 2d6 + 6 damage. 

c Freezing Blast (standard; recharge 6) � Cold 

Close blast 5; +15 vs. Fortitude; 1d8 + 6 cold damage, and 

the target is slowed (save ends). 

A 
Lightning Storm (standard; recharge 56) � 

Lightning 

Area burst 2 within 10; +15 vs. Reflex; 2d6 + 4 lightning 

damage. 

Combat Advantage 

The oni mage deals an extra 1d6 damage on melee attacks 

against any target it has combat advantage against. 

Deceptive Veil (minor; at-will) � Illusion 

The oni mage can disguise itself to appear as any Medium 

or Large humanoid. A successful Insight check (opposed 

by the oni’s Bluff check) pierces the disguise. 

Invisibility (standard; at-will) � Illusion 

The oni turns invisible until it attacks. 

Alignment Evil Languages Common, Giant 

Skills Arcana +14, Bluff +15, Insight +12 

Str 22 (+11)  Dex 13 (+6) Wis 14 (+7) 

Con 20 (+10)  Int 18 (+9) Cha 21 (+10) 

Equipment: chainmail, greatsword 
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Ogre Warhulk Level 11 Elite Brute 

Large natural humanoid XP 1200 

Initiative +6 Senses Perception +6 

HP 286; Bloodied 143 

AC 25; Fortitude 26, Reflex 21, Will 21 

Saving Throws +2 

Speed: 8 

Action Points: 1 

m Heavy Flail (standard; at-will) � Weapon 

Reach 2; +14 vs. AC; 2d8 + 6 damage, and the target is 

knocked prone. 
c Flail Hurricane (standard; encounter) � Weapon 

Requires heavy flail; close burst 2; +12 vs. AC; 2d8 + 6 

damage, and a Medium or smaller target is knocked prone. 

Alignment Chaotic 

Evil 
Languages Common, Giant 

Str 22 (+11)  Dex 12 (+6) Wis 12 (+6) 

Con 23 (+11)  Int 4 (+2) Cha 6 (+3) 

Equipment: hide armor, heavy flail 

 

Tactics 
The search party is at an initial disadvantage in the fight, 

suffering a collective –2 to initiative checks. The skirmishers 

will try and use their hurling charge as soon as able to. They 

will also target and seek out lightly armored foes knowing 

that once these minor nuisances are taken care of, they can 

concentrate their efforts on more heavily armored foes.  

 

Features of the Area 
 Illumination: Bright light. 

Forest: The squares marked as forest are difficult terrain and 

grant covers to non-adjacent attackers. Additionally, line of 

sight is blocked if it crosses two or more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 
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Encounter W3: Attack of the Green Meanies 
Encounter Level 10 (2500 XP) 
 

1 Kobold Wild Mage (K) 

4 Greenspawn Sneaks (S) 

1 Greenspawn Razorfiend (R) 

 

Setup 
As the party gets closer to Scholmaltar’s lair, his minions 

become more vicious, more ruthless, and more dogged in 

their determination to fetter out intruders. The Green 

Meanies is one such war party. A Kobold wild mage, and his 

greenspawn sneak companions are shepherding agreenspawn 

razorfiend in a quest to locate and eliminate the party. 

 

As the party makes their way through the woods read 

the following: 

As you make your way through the forest of the Feywild, you 

note that there is suddenly a stillness in the air. No bird or 

insect sound breaks the silence, and not even a breeze blows 

to rustle the leaves. 

 

Characters who can beat a perception check (DC 22) 

note the following: 

Almost imperceptibly you make out a small robed creature 

making its way quietly through the forest. 

 

Characters who can beat a perception check (DC 26) 

note the following: 

Accompanying the small creature is a small troop of 

reptilian creatures as well a larger creature, not unlike some 

of the bipedal behemoths from home. 

 

Tactics 
The Kobold Widmage will start the encounter using its Wild 

Surge ability first on the closest target, and then using Wild 

Magic each round thereafter saving its Wild Teleport ability 

until it is hit in actual melee combat. The Sneaks will use 

their acid spheres from range, waiting until someone has 

moved to melee combat to use its acid breath. The sneaks 

will remain within cover as much as possible to utilize their 

combat advantage. 

 The greenspawn razorfiend will use it’s spittle attack as 

soon as possible, as a minor action, then following up with a 

second minor action to use it’s horrid glare to slide a target 

closer to itself, then it will charge, and finally following up 

it’s first attack by using its action point to make a wingblade 

fury attack. 

 

 

Kobold Wild Mage Level 7 Controller 

Small natural humanoid (reptile) XP 300 

Initiative +5 Senses Perception +5; Darkvision 

HP 78; Bloodied 39 

AC 19; Fortitude 18, Reflex 19, Will 20 

Speed: 6  

m Dagger (Standard, at-will) �Weapon 

+9 vs Armor Class; 1d4+3 damage. 
r Wild Surge (Standard, encounter) � Implement 

Ranged 10; +11 vs Reflex; 1d6+5 damage and slide 2. 

R 
Wild Magic (Standard, at-will) � Implement and 

Fire, Cold, Lightning, or Poison 

Ranged 10; +11 vs Reflex; on a hit roll 1d4 to determine effect: 

1 - Flame Bolt, 1d8 + 4 fire damage and ongoing 5 fire (save 

ends). 

2 - Frost Bolt, 1d6 + 4 cold damage and immobilized (save ends). 

3 - Lightning Arc, 1d8 + 4 lightning damage and dazed (save 

ends). 

4 - Venom Bolt, 1d6 + 4 poison damage, ongoing 5 poison and 

slowed (save ends both). 

C Wild Blast (when reduced to 0 hit points) 

When a kobold wild mage is slain, it explodes: close burst 

2; +12 vs Reflex; 2d6+5 fire, cold, and lightning damage. 

Wild Teleport (Immediate when damaged, encounter) 

�Teleport 

The kobold wild mage teleports 1d6 squares. 

Shifty (Minor, at-will) 

A kobold can shift 1 square as a minor action. 

Trap Sense 

A kobold gains a +2 bonus to all defenses against traps. 

Alignment Evil Languages Draconic 

Skills Arcana +11, Stealth +12 

Str 11 (+3)  Dex 15 (+5) Wis 15 (+5) 

Con 14 (+5)  Int 16 (+6) Cha 16 (+6) 

Equipment: robes, dagger 
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Greenspawn Sneak (lvl 7) Level 7 Lurker 

Small Natural Humanoid (reptile) XP 300 

Initiative +11 Senses Perception +14; Darkvision 

HP 61; Bloodied 30 

AC 21; Fortitude 19, Reflex 20, Will 19 

Resist: acid 5 

Speed: 6 (forest walk) 

m Dragonsplitter (standard; at-will) 

+12 vs AC; 2d6 + 5 damage 
r Acid Sphere (standard; at-will) * Acid 

Ranged 10; +10 vs Reflex; 2d6 + 5 damage 

C Acid Breath (standard; encounter) * Acid 

Close blast 2; +8 vs Reflex; 2d8 + 5 damage 

Arboreal Hunter 

A greenspawn sneak that starts its turn with cover also has 

total concealment against nonadjacent enemies. 
Combat Advantage 

The greenspawn sneak deals 2d6 extra damage against any 

target it has combat advantage against. 

Alignment Evil Languages Draconic 

Skills Stealth +16 

Str 16 (+6)  Dex 19 (+7) Wis 16 (+6) 

Con 13 (+4)  Int 13 (+4) Cha 13 (+4) 

Equipment: leather armor, dragonsplitter 

 

Greenspawn Razorfiend  Level 13 Elite Skirmisher 

Large natural beast (reptile) XP 1600 

Initiative +13 Senses Perception +9; Darkvision 

HP 266; Bloodied 133 

AC 29; Fortitude 27, Refl ex 26, Will 26 

Resist 10 poison 

Saving Throws +2 

Speed 8, jump 4 

Action Points: 1 
m Wingblade (standard; at-will) 

Reach 2; +19 vs. AC; 2d8 + 6 damage. 

M Wingblade Flurry (standard; at-will) 

Reach 2; +18 vs. AC; 1d8 + 6 damage, and the target takes 

ongoing 10 damage (save ends). 

R 
Greenspawn Spittle (minor; encounter) � Acid, 

Poison 

Ranged 10; +16 vs. Fortitude; 4d8 + 5 poison damage, and 

the target takes ongoing 5 acid damage (save ends). 

R 
Horrid Glare (minor; recharges when the razorfiend 

scores a critical hit with any attack) � Fear 

Ranged 10; +15 vs. Will; the target slides 3 squares. 

Alignment Evil Languages Draconic 

Skills Nature +14, Stealth +16 

Str 23 (+12)  Dex 21 (+11) Wis 16 (+9) 

Con 21 (+11)  Int 4 (+3) Cha 20 (+11) 

 

Features of the Area 
 Illumination: Bright light. 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 

 Treasure: The kobold wild mage has a pouch with 8 

100 gp gems. 
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Encounter W4: What Goes Bump in the Night 
Encounter Level 10 (3025 XP) 
 

5 Vampire Spawn Bloodhunter (S) 

1 Vampire Lord (Human Rogue) (V) 

1 Spirit Devourer (D) 

 

Setup 
The night before the final assault on the green dragon’s lair, 

the party will likely wish to take an extended rest to regain 

daily powers. Shortly after sundown (and before they have a 

chance to recharge any expended daily powers, or regain any 

action points), they are set upon by a Vampire lord that 

hunts the local area. 

 

A character on watch notices the following with a success 

Perception check (DC 18) 

The sounds of the forest have suddenly gone quiet. No owl 

hoots, and even scurrying of rodents and insects has stilled 

in the night. 
 

Tactics 
The monsters will ignore sleeping characters, choosing 

instead to focus their attacks on alert and conscious foes. 

The Vampire lord hangs back initially, waiting for it’s 

minions to move in to provide flanking for itself and the 

spirit devourer. She will use dominate on the most powerful 

appearing foe to proved her with another flanker for combat. 

The Spirit devourer will attempt to trap a foe and then 

will deal damage to it each round either healing itself or 

powering it’s spirit rupture ability. 
 

Vampire Spawn Bloodhunter  Level 10 Minion 

Medium natural humanoid (undead) XP 125 

Initiative +8 Senses Perception +6; Darkvision 

HP 1; a missed attack never damages a minion. 

AC 25; Fortitude 22, Reflex 23, Will 22 

Immune disease, poison; Resist 10 necrotic 

Speed 7 

m Claws (standard, at-will) � Necrotic 

+16 vs. AC; 6 necrotic damage (8 necrotic damage against a bloodied 

target). 

Destroyed by Sunlight 

A vampire spawn that begins its turn in direct sunlight can take only a single 

move action on its turn. If it ends the turn in direct sunlight, it burns to ash 

and is destroyed. 

Alignment Evil Languages Common 

Str 14 (+7)  Dex 16 (+8) Wis 12 (+6) 

Con 14 (+7)  Int 10 (+5) Cha 14 (+7) 

 

 

Spirit Devourer Level 11 Elite Soldier 

Large shadow humanoid (undead) XP 1200 

Initiative +8 Senses Perception +10; darkvision 

HP 224; Bloodied 112 

AC 27; Fortitude 25, Reflex 21, Will 26; see also spirit ward 

Immune disease, poison; Resist 15 necrotic; Vulnerable 5 radiant 
(whenever the devourer takes radiant damage, its trapped enemy gets a 
saving throw to escape) 

Saving Throws +2 

Speed: 6 

Action Points: 1 

m Claw (standard; at-will) 

Reach 2; +17 vs. AC; 2d6 + 5 damage. 

R Trap Spirit (standard; at-will) � Necrotic 

Ranged 5; targets a living humanoid; +15 vs. Fortitude; 1d8 + 7 necrotic 
damage, and the target is trapped (save ends). The trapped creature is 
removed from play and can take no actions. If it succeeds on a saving 
throw, it escapes and appears in an unoccupied space of its choice 
adjacent to the spirit devourer. A trapped creature escapes 
automatically when the spirit devourer is destroyed. Only one creature 
can be trapped at a time. 

 

C Spirit Rupture (standard, usable only after the spirit devourer 

uses devour spirit and only on the same turn; at-will) � Fear, 
Necrotic 

Close burst 1; +15 vs. Will; 2d8 + 7 necrotic damage, and the target 
is immobilized until the end of the spirit devourer’s next turn. Miss: 
Half damage, and the target is not immobilized. 

Devour Spirit (minor; at-will) � Healing, Necrotic 

The spirit devourer deals 10 necrotic damage to a creature it has 

trapped (see trap spirit). The spirit devourer either regains 10 hit 
points or uses spirit rupture. A creature killed by this power can’t be 
returned to life with a Raise Dead ritual. 

Spirit Ward 

The spirit devourer gains a +2 bonus to all defenses while it has a 

creature trapped (see trap spirit). 

Alignment Evil Languages Common 

Skills Stealth +11 

Str 20 (+10)  Dex 12 (+6) Wis 11 (+5) 

Con 16 (+8)  Int 16 (+8) Cha 24 (+12) 
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Vampire Lord Level 11 Elite Lurker 

Medium natural humanoid (undead) XP 1200 

Initiative +12 Senses Perception +10; darkvision 

HP 186; Bloodied 93 

Regeneration 10 (regeneration does not function while the vampire lord 
is exposed to direct sunlight) 

AC 29; Fortitude 30, Reflex 27, Will 25 

Immune disease, poison; Resist 10 necrotic; Vulnerable 10 radiant 

Saving Throws +2 

Speed:  8, climb 4 (spider climb) 

Action Points: 1 

m Short Sword (standard; at-will) � Weapon 

+13 vs. AC; 1d6 + 8 damage. 

m Spiked Chain (standard; at-will) � Weapon 

+13 vs. AC; 2d4 + 8 damage. 

M Deft Strike (standard; at-will) � Weapon 

The vampire lord moves up to 2 squares and makes a melee basic 
attack at a +2 bonus. 

M Imperiling Strike (standard; encounter) 

+15 vs. Fortitude; 1d6 + 10 damage, and the target takes a –3 penalty 

to AC and Reflex defenses until the end of the vampire lord’s next 
turn. 

M 
Blood Drain (standard; recharges when an adjacent creature 

becomes bloodied) � Healing 

Requires combat advantage; +13 vs. Fortitude; 2d12 + 8 damage, 
the target is weakened (save ends), and the vampire lord regains 46 
hit points; see also combat advantage. 

R Dominating Gaze (minor; recharge 6 ) � Charm 

Ranged 5; +13 vs. Will; the target is dominated (save ends, with a –2 
penalty on the saving throw). Aftereffect: The target is dazed (save 
ends). The vampire lord can dominate only one creature at a time. 

Combat Advantage 

The vampire lord deals an extra 3d6 damage with its attacks against 
any target it has combat advantage against. 

Mist Form (standard; encounter) � Polymorph 

The vampire lord becomes insubstantial and gains a fly speed of 12, but 
cannot make attacks. The vampire lord can remain in mist form for up 

to 1 hour or end the effect as a minor action. 

Second Wind (standard; encounter) � Healing 

The vampire lord spends a healing surge and regains 46 hit points. 
The vampire gains a +2 bonus to all defenses until the start of its next 
turn. 

Alignment Evil Languages Common 

Skills Acrobatics +15, Athletics +18, Bluff +13, Intimidate +13, 
Stealth +15, Thievery +15 

Str 26 (+13)  Dex 20 (+10) Wis 11 (+5) 

Con 13 (+6)  Int 12 (+6) Cha 16 (+8) 

Equipment: leather armor, short sword, spiked chain 

 

 

Features of the Area 
 Illumination: Dim Light: Characters who have normal 

vision can’t see well in dim light: Creatures in the area have 

concealment (page 281). Characters who have low-light 

vision or darkvision see normally in dim light. If the 

characters have a campfire, then it provides illumination in a 

10 square radius. 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 
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Encounter L1: The Lair of Scholmaltar 
Encounter Level 14 (5800 XP) 
Scholmaltar, Young Green Dragon Warlock (S) 

1 Eladrin Twilight Incanter (Level 11) (T) 

2 Eladrin Fey Knight (K) 

3 Deathcap Mushrooms (M) 

 
Setup 
Schormaltar has made his lair in a dark part of the Feywild, a 

nexus of no less than three Ley Lines 

 

This begins the read aloud section 

This is the read aloud text 

 

Perception checks 

This is the read aloud text 

 

Schormaltar Level 12 Solo Skirmisher 

Adult Green Dragon Warlock 

Large natural magical beast (dragon) 
XP 2500 

Initiative +14 Senses Perception +16; Darkvision 

HP 620; Bloodied 310; see also bloodied breath 

AC 28; Fortitude 25, Reflex 26, Will 25 

Resist 15 poison 

Saving Throws +5 

Speed: 8, fly 10 (hover); overland flight 15; see also flyby attack 

Action Points: 2 

m Bite (standard; at-will) � Poison 

Reach 2; +17 vs. AC; 1d10 + 6 damage, and the target takes 

ongoing 5 poison damage (save ends). 

m Claw (standard; at-will) 

Reach 2; +15 vs. AC; 1d8 + 6 damage. 

M Double Attack (standard; at-will) 

Schormaltar makes two claw attacks. 

M Flyby Attack (standard; recharge 56) 

Schormaltar flies up to 10 squares and makes a bite attack at any 

point during the move without provoking an opportunity attack 

from the target. 

M Tail Sweep (immediate reaction, if an adjacent enemy does 

not move on its turn; at-will) 

+15 vs. Reflex; 1d8 + 6 damage, and the target is knocked prone. 

R Curse of the Black Frost (standard; sustain minor; daily) � 
Cold, Implement 

Ranged 10; +15 vs. Reflex; 2d8 + 6 cold damage. Hit or Miss: If 

the target moves for any reason, it takes 1d8 cold damage (save 

ends). If the target saves, Schormaltar can’t sustain this power. 

Sustain: The target takes 2d8 cold damage. 

R Eyebite (standard; at-will) � Arcane, Charm, Implement, 

Psychic 

Ranged 10; +15 vs. Will; 1d6 + 6 psychic damage, and 

Schormaltar is invisible to the target until the start of his next turn. 

R Luring Glare (minor 1/round; at-will) � Charm, Gaze 

Ranged 10; +15 vs. Will; the target slides 2 squares. 

R Mire the Mind (standard; encounter) � Illusion, 

Implement, Psychic 

Ranged 10; +15 vs. Will; 2d6 + 6 psychic damage, and 

Schormaltar and all his allies in range are invisible to the target 

until the end of Schormaltar’s next turn and Schormaltar gains a +2 

bonus to Stealth checks until the end of the encounter. 

c Breath Weapon (standard; recharge 56) � Poison 

Close blast 5; +15 vs. Fortitude; 1d10 + 6 poison damage, and the 

target takes ongoing 5 poison damage and is slowed (save ends 

both). Aftereffect: The target is slowed (save ends). 

c Bloodied Breath (free, when first bloodied; encounter) � 
Poison 

The dragon’s breath weapon recharges, and the dragon uses it 

immediately. 

c Frightful Presence (standard; encounter) � Fear 

Close burst 5; targets enemies; +15 vs. Will; the target is stunned 

until the end of the dragon’s next turn. Aftereffect: The target takes 

a –2 penalty to attack rolls (save ends). 

Warlock’s Curse (minor; at-will) 

Schormaltar can place a curse on the enemy closest to him and 

gain a +1 power bonus to AC until the start of his next turn. The 

curse lasts until the end of the encounter or until the enemy is slain. 

Any time Schormaltar damages a cursed target, he deals 1d6 extra 

damage. Whenever he reduces a cursed enemy to 0 hit points, he 

can teleport up to 3 squares as a free action. 

Warlock’s Leap (move; daily) � Teleportation 

Schormaltar can teleport up to 6 squares. He does not need line of 

sight to the destination, but if he attempts to teleport to a space he 

can’t occupy, he doesn’t move. 

Alignment Evil Languages Common, Draconic 

Skills Arcana +14, Bluff +19, Diplomacy +14, Insight +13, 

Intimidate +14, Thievery +15 

Str 18 (+9)  Dex 22 (+12) Wis 17 (+9) 

Con 20 (+9)  Int 16 (+9) Cha 20 (+11) 

Equipment: +3 rod of dark reward 

 

Eladrin Fey Knight Level 7 Soldier (Leader) 

Medium fey humanoid XP 300 XP 300 

Initiative +11 Senses Perception +4; low-light vision 

Feywild Tactics aura 10; fey creatures in the aura score a critical hit 

on a roll of 19 or 20 (a roll of 19 is not an automatic hit, however). 

HP 77; Bloodied 38 

AC 23; Fortitude 17, Reflex 19, Will 17 

Saving Throws +5 against charm effects 

Speed:  5; see also fey step 

m Longsword (standard; at-will) � Weapon 

+12 vs. AC; 1d8 + 4 damage. 

M 
Stab of the Entangling Wild (standard or opportunity 

attack;recharge 56) � Weapon 

Requires longsword; +12 vs. AC; 3d8 + 4 damage, and the target is 

restrained until the end of the eladrin fey knight’s next turn. The 

eladrin fey knight cannot attack with its longsword while the target 

is restrained. 

R Feywild Challenge (standard; encounter) 

Ranged 10; the target is marked until the end of the encounter or 

until the eladrin fey knight dies, taking 4 damage each round it 

does not attack the eladrin fey knight. 

Fey Step (move; encounter) � Teleportation 

The eladrin fey knight can teleport 5 squares. 

Harvest’s Sorrow (immediate reaction, when an ally within 5 

squares of the eladrin fey knight is damaged; at-will) 

Half the attack’s damage is negated, and the eladrin fey knight 

takes the other half. 

Alignment Any Languages Common, Elven 
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Skills Athletics +12, Arcana +7, History +7, Nature +9 

Str 18 (+7)  Dex 22 (+9) Wis 13 (+4) 

Con 13 (+4)  Int 14 (+5) Cha 16 (+6) 

Equipment: chainmail, light shield, longsword 

 

Eladrin Twilight Incanter Level 11 Controller 

Medium fey humanoid XP 600 

Initiative +8 Senses Perception +6; low-light vision 

HP 106; Bloodied 53 

AC 25; Fortitude 22, Reflex 24, Will 24 

Saving Throws +5 against charm effects 

Speed: 6 

m Spear (Standard, at-will) �Weapon 

+13 vs Armor Class; 1d8+2 damage, and the target is slowed until 

the end of the eladrin twilight incanter’s next turn. 

R Binding Bolt (Standard, at-will) 

Ranged 10; +15 vs Reflex; 1d8+4 damage, and the target is 

immobilized until the end of the eladrin twilight incanter’s next 

turn. 

R Teleporting Bolt (Standard, at-will) �Teleportation 

Ranged 10; +15 vs Reflex; 1d8+3 damage, and the target is 

teleported up to 3 squares. The target cannot be teleported into an 

unsafe space. 

R Dazzling Burst (Standard, recharge 56) �Radiant 

Close blast 3; +12 vs Will; 2d6+4 radiant damage, and the target is 

blinded until the end of the eladrin fey incanter’s next turn. 

Fey Step (Move, encounter) �Teleportation 

The eladrin twilight incanter can teleport 5 squares. 

Alignment Any Languages Common, Eladrin 

Skills Arcana +17, History +17, Nature +11 

Str 12 (+6)  Dex 16 (+8) Wis 12 (+6) 

Con 10 (+5)  Int 20 (+10) Cha 16 (+8) 

Equipment: robes, spear. 

 

Deathcap  Level 12 blaster 

Hazard XP 700 

The stem of this mushroom is as thick as a tree trunk, and 
its cap is wide and red, covered with lumpy yellow spots. 
Hazard: A deathcap fills 1 square with difficult terrain. Any 
creature in the deathcap’s space gains cover. 
Perception 

� No check is necessary to notice the deathcap. 

Additional Skill: Nature 

� DC 16: The character identifies the mushroom as a 
deathcap. 

Trigger 

When a creature enters the deathcap’s space or an adjacent 
square, one of the deathcap’s yellow spore pods ruptures, 
spewing toxic spores into the air. 

Attack 

Immediate Reaction Close burst 3 

Target: Each creature in burst 

Attack: +14 vs. Fortitude 

Hit: 2d8 + 5 poison damage, and ongoing 10 poison damage 
(save ends). 

Miss: Half damage, and no ongoing damage. 

Countermeasures 
� A character who moves past a deathcap (but not into its 

space) can make a DC 20 Acrobatics check to avoid 

triggering the spores. 

� A character can attack the deathcap (AC 5, other defenses 

10; hp 100; resist 20 poison). Destroying the deathcap stops 
further spore pods from bursting 

 

Tactics 
Monster Tactics for encounter. 

 

Optional Monster Info 
Any optional monster info (allies, neutrals, etc) 

 

Features of the Area 
 Illumination: Dim Light: Characters who have normal 

vision can’t see well in dim light: Creatures in the area have 

concealment (page 281). Characters who have low-light 

vision or darkvision see normally in dim light. If the 

characters have a campfire, then it provides illumination in a 

10 square radius. 

 Forest: The squares marked as forest are difficult 

terrain and grant covers to non-adjacent attackers. 

Additionally, line of sight is blocked if it crosses two or 

more forest squares. 

 Rocks and Undergrowth: The squares marked with a 

triangle denote difficult terrain from rocks, small bushes, 

debris, etc. These squares are considered difficult terrain. 

 

Conclusion 
End of encounter results that have further bearing on future 

encounters. 

 

ENCOUNTER MAP 

 


