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Encounter T2:  Zehir's Fane 
Encounter Level 13 (4475 xp) 

 
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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