




 


 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. 
 


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. 
 


The players are hired in Deestan by an Envoy of House 
Tolvate to travel to village of Kierlto 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 Kierlto 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. 
 



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 eminating 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. Somne one 
or something is attacking caravans along the Eastern Old 
Imperial Road, 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 
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. 

 





 


 
Encounter Level 9 (2100 XP) 


 
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 and 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. 
 
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 
 
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) 
 
 
 
 



 



 
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) 

 

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 owlbears5will 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. 

 

 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. 
 

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.

 





 



Encounter Level 8 (1750 XP) 


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 2 encounter, 
and will require 6 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 Karheilorhn 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. 
 

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 Level 8 (1750 xp) 


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 resemboling 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. 



 



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) 

 


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. 
 

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 deiscern 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. 
 

 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. 
 
 


