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CHAPTER 1

THE D&D game offers a Dungeon Master and
the other players the ability to craft a story out of each
session and each adventure. Sometimes a gaming
group creates a straightforward story, with sword-
and-sorcery action and little character development
or few plot twists. Other times, a group v €s a mag-
ical tale with dramatic layers of complex storytelling.

This chapter focuses on the narrative side of the
game from the DM’s point of view, offering tech-
niques to encourage your group of players to help you
shape the story of the game.

This chapter includes the following topics.
+ Story Structure: The basic building blocks of nar-

rative storytelling.
+ Branching: Consider the narrative as a series of

s leading to multiple possible destinations.

Cooperative Arcs: Consult with your players to
build a campaign from the ground up.

Your Cast of Characters: Help players work with
you and each other to create dynamic characters.

Cooperative World Building: The cooperative
storytelling approach builds a story through joint
improvisation. Players feel they have a stake in the
story when they participate in building the plot.
Roleplaying Hooks: Strong personality and plot
hooks established at the start keep the characters
involved throughout the life of the campaign.
Vignettes: Short, directed scenes allow players to
see events from a different point of view.

Drama Rewards: Significant, dedicated role-
playing deserves XP rewards.

What Your Players Want: Create surveys so
you can adapt the game to your players'—and their
characters’—requests.

Companion Characters: Your story might call
for an ally to join the PCs for a time, or maybe
they need help in overcoming a challenge you
want to use. These rules work independent of
the storytelling style you adopt for your game.
Making Things Level: Guidance for handling
the situation when a character of higher or lower
level joins the party.

:l!;-\l"I'I-.'[{ 1 | Group Storytelling

"® GROUP STORYTELLING 4




























HOWARD LYON

contrast relatively mild, even humorous. You want to
achieve amusing banter, not genuine rancor.

For example, differences over minor theological
points provide fodder for fun in-character debates.
On the other hand, a character’s vow to take fatal
vengeance on another PC poses an obvious threat
to group harmony. Contrasts that tie into another
PC’s motivations highlight both characters. Help the
players work together to modify suggestions to bring
any differences in line with their intended character
portrayals.

RECURRING CHARACTERS

You might also ask players to invent one or two NPCs
to whom they have important ties. These can be ties
of loyalty, similar to what a character might share
with another group member. Alternatively, these
NPCs might despise the character, and you can use
the NPCs as obstacles to the character’s goals.

This option works best if you expect the PCs to
spend frequent periods of downtime in a single home
base. You might have trouble incorporating casts of
recurring NPCs into a campaign that features a band
of constantly roving PCs.

PREDESTINED

This approach comes into play when players want

to decide ahead of time what, in general, happens

to their characters at a campaign’s end. A story that
ends with one or more characters suffering a tragic
fate (perhaps dying in a final heroic gesture) or an
ironic reversal is especially appropriate for this sort
of approach. In the latter case, a player might ask for
story hooks that help his or her character evolve over
time. Each step is part of a gradual progression, but
the contrast between the beginning character and the
end result is extreme. A foolhardy character might
grow wise. An avatar of virtue could slowly become
corrupted until the player hands his or her char-
acter over to you as an NPC adversary. A rambling
explorer might end up finding true happiness in his
hometown.

A character’s core motivation culminates in pre-
destined fates. They finish a PC’s story. The character
achieves his or her ultimate goal, rises above it to
discover and complete a more profound objective, or
is destroyed. In a tragic ending, either the goal inher-
ently leads to doom, or the character’s inner flaws
prevent his or her success.
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NICOLE ASHLEY CARDIFF

hallucinations) that the PCs can avert or move
toward, according to their actions in the present.

DREAM SEQUENCES

Dream sequences allow you to portray a PC’s inner
turmoil with surreal imagery. The PC stands at one
point of the triangle while other players try to pull
him in opposite directions. They might play dream
versions of themselves, figures from the PC’s past, or
surreal personifications of abstract forces. For that
matter, the other PCs can shift identities according to
the whims of dream logic.

IRANSITIONS
Transitions acknowledge the progression of time in
the campaign since the last session. They create the
sense that the character’s life continues between
adventures. In campaigns that use them, transitions
can cover long jumps in time, taking the characters
through months or years of unseen action.
Transitions require open-ended framing led by
player input. Ask the players to describe a conflict
that occupied them during the elapsed time period.
Together, choose a dramatic moment, and frame a
vignette around it. You might construct one vignette
per character, or cast vignettes together into a scene
of combined struggle.

THIRD-PERSON TEASERS
Scenes featuring a cast of player-controlled NPCs
foreshadow events for their PCs. Third-person teasers
provide snappy openers to sessions that might other-
wise begin with a gathering of PCs in a tavern.
Dialogue might drive third-person teasers, but
they might depart from other vignettes by featuring
descriptions of physical action.
For inspiration, look at the opening credit
sequences of TV shows, especially openers that fea-
ture only members of that week’s guest cast. Horror

DM'S WORKSHOP:
CALLED TO ACCOUNT

Brom, who believes himself destined for greatness, ended
last session with a craven surrender to the bandit queen,
Isolta. To explore the gap between his self-image and his
actions, you create a dream sequence in which Brom's
hero, the legendary warrior Ambek, calls him to account.
You assign Amy to play Ambek, who wishes to convince
Brom to follow in his footsteps. Deena also appears in his
dream, as Isolta, who argues that Brom, as an ordinary
man, took the only reasonable action when he bowed
and scraped before her.

You want this scene to pose a question, not to answer
one, so interrupt it as it reaches a crescendo. Brom, you
narrate, jolts awake in his bedroll, drenched in icy sweat.
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procedurals, such as Supernatural or The X-Files, start
with teasers that introduce an unknown threat to the
main characters.

This device allows you to introduce your players to
the bad guys before their characters kill them. They
learn to dread and loathe the villains long before the
climactic encounter, increasing its emotional impact.

Preserve future surprises by withholding informa-
tion from the players. A monster attack scene might
allow their temporary characters to see shadowy fig-
ures materialize from nothing and attack. In a scene
of political negotiation or criminal plotting, you might
not tell the PCs what characters they’re playing.

Third-person vignettes require players who can
separate their knowledge of the events portrayed
from what their characters know.

DM'S WORKSHOP:
REPORT TO THE EMPEROR

In a saga-length campaign in which each of the PCs rules a
province of the Arcathian Empire, the characters level up,
triggering one of the campaign’s periodic one-year breaks.
You ask each player to come to the next session, which
starts with a meeting of provincial governors before the
emperor, with an accomplishment to brag about. A dry
recap of interim events becomes a fun competitive scene,
in which each player jockeys for recognition.

DM'S WORKSHOP:
ILLITHID ATTACK

As the kickoff to an adventure in which the heroes fight
mind flayers, assign each player a new character to play
in a third-person teaser. Each character plays a soldier
guarding a frontier outpost. Assign each soldier a name.
Half of the six characters work toward a goal that forces
them to interact with one another. After playing dice all
night, Conrad, Aldfrid, and Ellis have lost their wages to
Imric, Oswyn, and Hengist, and the former group wishes
the latter group to forgive their debts.

After the players roleplay their temporary characters
long enough to make them feel real and engaging, you
describe the horrible results of a mind flayer attack on
the outpost. Although you allow the players to describe
their temporary characters’ responses to the attack, don’t
use dice or rules to resolve the results. These poor soldiers
have no hope. The two players who can convincingly
describe countermeasures survive the longest. The illithid
leader, Khardaghk, as played with sinister relish by you,
interrogates and toys with the last two survivors. By the
time he slays the last of the soldiers, the players despise
Khardaghk and want to see him laid low—even though
their characters have yet to hear of him.
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THIS CHAPTER expands on the information
presented in Chapter 4 of the Dungeon Master’s Guide
to give you tips, techniques, and a few tricks to make
dynamic, exciting combat encounters for your game.
The chapter covers a wide range of topics.

+ Encounter as Story: Building on the story foun-
dations laid out in Chapter 1, this section discusses
encounters as turning points in the story of your
adventure and focuses on encounter objectives f
that add purpose to a combat encounter.
Player Motivations: This section focuses on
the player motivations described in the Dungeon | "
Master’s Guide and describes how to tailor combat
encounters to the players at your table.

Large and Small Groups: This information can }
help you design encounters for unusually large or
small groups of player characters. %

Encounters and Attrition: This section includes ' b
a discussion of encounter pacing and suggestions
for how to push characters onward when they

want to stop for an extended rest. ?

Creating Movement: Learn how to avoid static

encounters.

Terrain: Using additional terrain in your encoun-

ters, including terrain with inherent attack powers,

can make each encounter unique. |

Designing Traps: Use this guide to create traps
for your adventures; you'll find plenty of examples.

Pulling It All Together: An example encoun- L ¢
ter combines the elements of this chapter into a ' =
dynamic fight.
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TEVE ARGYLE

Failure is a possibility in any encounter; the more
pertinent question is how successfully the characters
deal with a challenge during an encounter. Following
are some examples of possible outcomes.

4+ The characters take advantage of their opportuni-
ties and deal with the threat successfully. The PCs

use few of their resources and enjoy the rewards of

the encounter with few setbacks.

+ The characters overcome the obstacles facing
them—at a cost. The PCs might head into the
next encounter with fewer healing surges or daily
powers at their disposal. Worse, an enemy that
fled the fight could raise an alarm (leading to
tougher encounters ahead) or escape with impor-
tant information.

4+ The characters fail to overcome the challenge.
They might flee from a combat encounter, or their
enemies could capture them. They don't receive
a reward for the encounter, they suffer a serious
setback, and they might have to work hard to over-
come the consequences of their failure.

The outcome of one encounter should play into the
next encounter. Success in an encounter carries the
characters toward completing the overall goal of the
adventure. Failure leads the characters to a new turn-
ing point.

FINISHING STRONG

Players find the end of a great encounter meaningful and
memorable. No matter what the scene is about, spice it
up and leave them wanting more. If the characters just
vanquished the main villain of the adventure, they might
stumble upon a mysterious fact or witness a strange event
that leaves them wondering if they have wrapped up the
adventure as neatly as they thought.

A sense of resolution can also provide a strong finish
to an encounter. When the characters achieve one of the
main goals of the campaign, give them an appropriately
lavish reward. Make it a truly memorable scene, full of
pomp and gravity. Allow the characters to bask in their
own glory.

Then set up your next adventure with a surprising twist
in the middle of the celebration! End your session with a
cliffhanger, and your players will be hungry for more.

—Yax and James Wyatt
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THE WATCHER

Although watchers might seem disinterested, they
are a valuable part of the group. Watchers can help
to round out the roles in a party, because they are not
as committed to playing a specific type of character
as some other kinds of players are. Watchers can also
help defuse the tension created when players’ moti-
vations clash by reminding everyone that D&D is a
game, and the players are supposed to have fun. Bear
that fact in mind if you start to feel frustrated that
watchers don't involve themselves more or take the
game more seriously.

Seating: Place verbose and enthusiastic watchers
next to shy or quiet players. A power gamer might
express frustration with the watcher’s choice of
character skills and actions, so separating these two
types of players might benefit the group. Placing the
watcher at the far end of the table can prevent his or
her socializing from interrupting you.

Encounter Types: You might find that a watcher
participates more in a combat encounter than in a
skill challenge or some other form of interaction that
doesn’t involve combat. This is often true because
a combat encounter offers a relatively limited set
of options (the character’s powers) that define the
actions the watcher can take, and the encounter has a
clear goal.

Ham It Up: The more you bring an encounter to
life, the more likely the watcher will pay attention.
Vivid descriptions of monster actions and envi-
ronments, or the player's own actions, can draw a
watcher in. For example, if the watcher says, “T use
eldritch blast on the orc, and I rolled a 22," you might
expound with: “A dark bolt of energy flies from your
fingertip and erupts around the orc, making it howl
in pain. What's your damage?” This technique keeps
the rest of the group immersed in the action and
encourages the watcher to use the flavor text for the
powers in the Player’s Handbook. In turn, the watcher
might want to roleplay and participate more.

Have Fun! The watcher wants to have a good time
with the group, so have fun. Don't take the game too
seriously, and don't let it start arguments among the
players.

DON'T TAKE 1T PERSONALLY
By definition, watchers are difficult to engage, so remem-
ber that it's okay—watchers have fun because of the
company around the table, not because they’re hooked
by the game. Don't take it personally. Also, make sure
that whenever any player comes up with an unexpected

= strategy or an innovative idea, you reward it and run with

it. This example shows the watcher that involved, engaged
players make the game fun for everyone at the table.

—James Wyatt, from

Dungeon Master 4th Edition for Dummies
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can take an extended rest before reaching the mon-
ster’s lair at the end of the journey.

You can present the characters with a few easy
encounters after the spike as they deal with scattered
enemy forces or minor remaining threats, or let them
spend the conclusion dealing with the consequences
of the outcome, in interaction with NPCs, or in
exploration.

ESCALATION PACING

In a model of escalation pacing, you put the char-
acters (and players) on a steady upward ramp of
increasingly difficult challenges until they reach the
top—a huge dramatic climax featuring a major villain,
world-shattering revelations, or both. The key to this
model is to deplete the characters’ resources, so that
when the PCs reach the climax, they're exhausted
and face serious trouble.

Because the escalation model relies on depleting
the characters’ resources, consider depriving the
characters of extended rests to ensure that they're
nearly tapped out when they reach the final encoun-
ter. The characters could be on a tight deadline, they
might be racing across the countryside in pursuit
of fleeing bandits, or they could be suffering from a

ENCOUNTERS AND ATTRITION

curse that prevents them from gaining any benefit
from an extended rest. You want to motivate char-
acters to proceed from one encounter to the next
without stopping for an extended rest (see the next
section, “Drawing Characters Onward”).

The escalation model works particularly well in
a game that has strong elements of horror or drama.
Ideally, the characters don't realize what serious
trouble they face until it's too late. Then they have to
do battle with no daily powers at their disposal and
precious few healing surges remaining.

The goal of escalation pacing is to build to a
terrible climax in which the players fear for their
characters’ lives. It’s not to wipe out the party or
force them to flee in defeat. The climactic encounter
should be big and scary, but it shouldn’t be more than
a level or two above their level. With their resources
drained, the characters will have trouble enough with
an encounter of around their level without trying to
handle something far more powerful than they are.
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TAcTICS

Don't worry about the physics here. A water-filling
chamber is about a cool scene, not the minutia of water
pressure or cubic volume. That said, consider the dun-
geon design and the location from which the water is
flowing. Perhaps setting off this trap allows the PCs to
access a previously flooded section of the dungeon.

Crushing Walls Room Level 11 Elite Blaster
Trap XP 1,200

When a character moves onto a central square in the room,
reinforced iron doors crash down over the exits, and two
opposing walls begin to press inward. Each iron door can be
opened to prevent accidental entrapment, but each door release
has three locks.

Trap: One square in the room is a pressure plate that makes
the walls press together when it is stepped on.

Perception

4 DC 16: Slight scratches in the floor and ceiling suggest
that the walls can move inward.

4 DC 21: A portion of the floor gives in when pressed down.
It might be a trapdoor or pressure plate.

4 DC 26: A hidden slot is above each door. Something
might fall out of it.

Initiative +4 Speed 1 (consider altering this

based on the size of the room)

Trigger

The trap is triggered when a creature enters the trapped

square, which is typically in the center of the room. When

triggered, the iron doors fall into place. Roll initiative. On

the trap's initiative count, the walls move inward.

CHAPTER 2 | Advanced Encounters

Attack
Standard Action

Area the entire room

Target: Each creature in the area

Effect: On the trap's initiative count, each wall moves inward

1 square. Creatures adjacent to the wall are automatically
pushed 1 square. When the crushing walls are 1 square
apart, they attack all creatures in the room until all are
crushed to death.

Attack: +14 vs. Fortitude

Hit: 3d6 + 5 damage.

Miss: Half damage.

Countermeasures

4 A character adjacent to the trapped square can delay or
disable the trigger with a DC 26 Thievery check.

4 A character adjacent to one of the doors can disable it
with a DC 26 Thievery check.

4 A character adjacent to one of the doors can use a key to
open one of its three locks, assuming the character has
the right key.

+ A character adjacent to one of the doors can open one of
its locks with a DC 21 Thievery check.

4 A character adjacent to one of the moving walls can prevent
its inward movement with a DC 21 Strength check. If
the walls are 1 square apart, the DC increases to 26. Any
number of characters can aid the one making the check.

4 A character adjacent to one of the doors can attempt to
break it down with a DC 25 Strength check.

4 A character adjacent to one of the doors can attack it in
an attempt to break it open (AC 5, Fortitude 10, Reflex 5;
hp 80).




RYAN BARCGER

TACTICS
The danger of this trap depends on the size of the

room and the speed of the walls. At least one doorway

should be accessible when the walls are still 1 square
apart, allowing the PCs a chance to escape.

You could change the trigger to something active,
such as a lever that an enemy might pull. This
becomes even more interesting if the enemy is still
engaged in the fight. Maybe the room has high walls
but an open top. Then the villain and his allies can
watch from above and attack the PCs, or the PCs can
attempt to move out of the trap by going up.

For a double whammy, put the PCs up against
this trap and a group of monsters that have phasing.
The phasing creatures move into and out of the room
through the crushing walls, taking advantage of the
space behind the walls for refuge from attacks.

Level 14 Minion Blaster
Tnlp XP 250

Giant Rolling Boulder

When tis trap is triggered, a huge rolling boulder is released
and crashes through a false wall. It begins rolling down the hall,
crushing everything in its path.

Trap: A trigger you define releases a distant boulder that
begins rolling toward the trigger area, and it rolls until
stopped.

Perception

4+ DC 23: A character near the distant false wall can

determine that it is thin and that a large space is behind it.

4 DC 28: A character realizes that the trigger is in tension
and that setting it off releases something.

Initiative +2 Speed 8 (consider altering this

based on the length of the roll and ©

the PCs’ speeds)
Trigger

The trigger might be an enemy pulling on a lever, a character

pressing the wrong button, or someone taking the gem
from a statue’s eye. When the trap is triggered, roll
initiative. On its initiative count, the boulder moves.

Attack

Standard Action Area trample attack in squares

or Immediate Interrupt  entered by the boulder

Trample: Each turn, the boulder moves its speed and enters

creatures’ spaces. This movement does not provoke
opportunity attacks. The boulder can end its move in

an occupied space. Creatures in the boulder's space at

the start of their turns have cover and can act normally.
When the boulder enters a creature’s space, the boulder
makes a trample attack. If a creature enters a square of the
boulder’s space, the boulder makes a trample attack as a
free action.

Trample Attack: +17 vs. Reflex

Hit: 3d10 + 6 damage, and the target is knocked prone.

Miss: Half damage.

Countermeasures

4 A character adjacent to the rolling boulder can stop
it with a DC 28 Athletics check. Making this attempt
provokes a trample attack as an immediate interrupt,
and the character’s Athletics check fails if the boulder’s
trample attack hits.

4+ A character adjacent to the trigger (or the location from
where the trigger is activated) can delay the trigger with a
DC 23 Thievery check.

4 A character adjacent to the boulder before it begins to roll
can disable the trap with a DC 23 Thievery check. The
character must have broken through the false wall first
(AC 4, Fortitude 12, Reflex 4; hp 30).
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TAcTICS

Simple, versatile, and effective, the pain vault is a
great way to keep intruders away from valuables and
sensitive areas. Creatures create or modify a pain
vault with triggers that warn nearby monsters or
guards when someone fails the first attempt in a skill
challenge, which increases the danger at the most
inopportune time.

SAMPLE ENCOUNTER

Controllers and soldiers typically guard a pain vault
because their control over movement makes the trap’s
debilitating blast hard to avoid.

Level 21 Encounter (XP 17,600)

+ 1 death priest hierophant (level 21 elite controller;
Monster Manual, page 209)

+ 1 pain vault trap (level 20 warder)

+ 3 rot harbingers (level 20 soldier; Monster Manual,
page 223)

Life Eater Haze Level 22 Obstacle

Hazard

With a violent hiss, billows of blue-tinged purple gas fill the
room. Each gasp of the vile stuff drains your strength and saps
your life essence.

Hazard: This strange gas steals the life from those within it.
Perception
4 It takes no check to see the gas.
Additional Skill: Arcana
4+ DC 24: The character recognizes the life-draining traits of
the haze.
Trigger
When a living creature starts its turn in the gas, the gas
makes the following attack.
Attack 4+ Necrotic, Poison
Opportunity Action  Area the entire room
Target: Each living creature that starts its turn in the gas
Attack: +23 vs. Fortitude
Hit: 1d10 + 6 poison damage, and ongoing 10 necrotic
damage (save ends). First Failed Saving Throw: The ongoing
damage increases to 15 necrotic. Second Failed Saving
Throw: The target loses a healing surge.
Countermeasures
4+ Making a close or an area attack that has the radiant
keyword nullifies the haze in the affected squares until
the end of the attacker’s next turn (or, in the case of a
zone, until the zone ends). Those who start their turns in
nullified areas are not attacked.

TACTICS

Undead use these hazards to obscure places of power
and treasure troves because of the obstacle’s ability to
deal damage to the living. A lich might hide its phy-
lactery in a large field of these mists.
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Level 13 Soldier
Medium immortal humanoid (devil) XP 800 each
Initiative +10 Senses Perception +14; darkvision
Beard Tendrils aura 1; enemies that begin their turns adjacent to
the bearded devil take 5 damage.
HP 129; Bloodied 64; see also battle frenzy
AC 29; Fortitude 25, Reflex 22, Will 23
Resist 20 fire
Speed 6
@ Glaive (standard; at-will) + Weapon
Reach 2; +18 vs. AG; 2d4 + 5 damage, and the target is marked
until the end of the bearded devil’s next turn and takes ongoing
5 damage (save ends).
4 Claw (standard; at-will)
+18 vs. AC; 1d6 + 5 damage.
Battle Frenzy
While the bearded devil is bloodied, it gains a +2 bonus to
attack rolls and deals an extra 5 damage with its melee attacks.
Devilish Teamwork
Allies adjacent to the bearded devil gain a +2 power bonus to
AC.

3 Bearded Devils (B)

Alignment Evil Languages Supernal

Skills Intimidate +11

Str 20 (+11) Dex 15 (+8) Wis 16 (+9)
Con 17 (+9) Int 10 (+6) Cha 11 (+6)

Equipment glaive

Level 11 Skirmisher
XP 600 each

Senses Perception +7; darkvision

2 Chain Devils (Kyton) (C)

Medium immortal humanoid (devil)

Initiative +14

HP 116; Bloodied 58

AC 25: Fortitude 22, Reflex 24, Will 19

Resist 20 fire

Speed 7; see also dance of battle

(D) Spiked Chain (standard; at-will)

Reach 2; +16 vs. AC; 2d4 + 7 damage.

{ Double Attack (standard; at-will)

The chain devil makes two spiked chain attacks.

{ Chains of Vengeance (free, when first bloodied; encounter)
The chain devil makes two spiked chain attacks.

4 Hellish Chains (standard; at-will)
+14 vs. Reflex; the target is wrapped in chains and restrained
(save ends). The chain devil can use its chains to restrain only
one creature at a time.

Dance of Battle (minor; at-will)

The chain devil shifts 1 square.

Dance of Defiance (immediate interrupt, when a melee attack
is made against the chain devil; recharges after the chain devil
uses chains of vengeance)

The chain devil shifts 1 square.

Alignment Evil Languages Supernal

Skills Intimidate +11

Str 19 (+9) Dex 24 (+12) Wis 15 (+7)
Con 20 (+10) Int 14 (+7) Cha 13 (+6)

l:\l"l'li R 2| Advanced Encounters
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4 Loathsome Chanters (L) Level 11 Minion
Medium immortal humanoid (devil) XP 150 each
Senses Perception +6; darkvision
HP 1; a missed attack never damages a minion.
AC 27; Fortitude 23, Reflex 22, Will 22
Resist 10 fire, 10 poison
Speed 6, teleport 3
(® Claw (standard; at-will)
+16 vs. AC; 6 damage.
<> Death’s Rebuke (when reduced to 0 hit points) 4 Psychic
Close burst 2; targets enemies; +14 vs. Will; 6 psychic damage.

Initiative +6

Alignment Evil Languages Supernal
Str 14 (+7) Dex 12 (+6) Wis 12 (+6)
Con 14 (+7) Int 10 (+5) Cha 12 (+6)

Level 11 Minion
Medium immortal humanoid (devil) XP 150 each
Initiative +6 Senses Perception +6; darkvision
HP 1; a missed attack never damages a minion.
AC 27; Fortitude 23, Reflex 22, Will 22; see also squad defense
Resist 10 fire
Speed 6, teleport 3
(1) Longsword (standard; at-will) + Weapon
+16 vs. AC; 6 damage.
Squad Defense
The legion devil hellguard gains a +2 bonus to its defenses when
adjacent to at least one other legion devil.

Legion Devil Hellguards

Alignment Evil Languages Supernal
Str 14 (+7) Dex 12 (+6) “Wis 12 (+6)
Con 14 (+7) Int 10 (+5) Cha 12 (+6)

Equipment plate armor, heavy shield, longsword

TJACTICS

The bearded, chain, and legion devils interpose
themselves between the PCs and the loathsome
chanters, using all their powers to prevent the ritual
from being disrupted.

The loathsome chanters (minion devils whose sole
purpose is to chant the words of the ritual) must use
a total of sixteen standard actions over the course of
the encounter to complete the ritual. For every four
actions they complete, four legion devil hellguards
arrive in the large entry room to help fight off the
player characters. If the chanters complete the ritual,
the portal is established and the characters must then
deal with the consequences.

FEATURES OF THE AREA

Illumination: Each brazier gives off bright light
in a radius of 10 squares, which is sufficient to illumi-
nate the entire area as long as the loathsome chanters
remain alive.

Braziers: The four braziers the chanters are using
in the ritual produce infernal fumes (page 60). When
the encounter begins, each brazier is surrounded by
a cloud of infernal fumes in a burst 1. Squares filled
with infernal fumes are lightly obscured. The fumes
can move up to 4 squares each round. A creature that
ends its turn in a square of infernal fumes takes 5 fire







CHAPITER 3

SKILL CHALLENGES are a versatile tool in

your DM’s toolbox, well suited to modeling a wide
variety of tasks the player characters might under-
take in the course of an adventure. From disabling
a (.'U]TIpiL‘X t['-".lp to l'lt"gﬂ[iﬂﬁ]'lg pf.'t Ce ]](’t\\-’t‘.el] war-
ring nations, skill challenges take complex activities
and structure them into a simple framework of skill

checks. They should never replace the roleplaying,
puzzling, and ingenuity that go into players’ approach
to those situations, but they place that effort into a
defined rules structure so you can more easily adju-
dicate them and players can more easily understand
the options available to them.

This chapter supplements the material in the
Dungeon Master’s Guide that introduces the rules for
skill challenges. The start of the chapter repeats the
fundamental rules for creating and running skill
challenges, since they've been updated since the first
printing of the DMG. From there, the chapter contin-
ues with lengthy advice for creating skill challenges
that are engaging and exciting for every player at the
table.

Here's the content of the chapter in a nutshell:

Skill Challenge Basics: The basic rules for skill
challenges, updated and all in one place, along
with an example of a challenge in play and a dis-
cussion of ground rules for creating a compelling
skill challenge.

Skill Challenges in Depth: This section
highlights five key elements of successful skill
challenges: time frames, allowing a variety of

e ——

options, preparing for failure, progressive chal-
lenges, and branching challenges.

Skill Challenge Examples: A series of examples
round out the chapter.

Some of the material in this chapter originally
appeared in the virtual pages of Dungeon Mag

at www.dndinsider.com. “Ruling Skill Challeng

is a regular feature in Dungeon, highlighting advice
and examples for DMs wanting to make better use
of skill challenges in their games.
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IASON A ENCLE

frightened witnesses. “What was that thing,” some-
one asks, “and where did it come from?”

Donn: Can I make an Arcana check to see if |
know anything about it?

DM: Sure.

Donn:1gota 14.

DM (marking down a success for the characters):
OK, you know that the creature was some sort of
demon, not native to the world. It was probably sum-
moned here.

Aelar: Can 1 look around and see if I can tell which
way it came?

DM: Sure, make a Perception check.

Aelar: With my keen elven eyes, 1 geta 17.

DM (marking a second success): Yes, you see a
weird-looking tuft of fur that it left behind, but when
you breathe on it, it dissolves into mist.

Chenna: I'd like to talk to the bystanders, and see if

any of them know where it came from. How about a
Diplomacy check—a 13.

DM (marking a third success): Well, everyone here
knows about as much as you do about where it came
from—they point to the door it came in through. But
one woman was standing near the door when it came
in—she was the first to raise the alarm—and she says
that she heard it whispering as it approached. Some-
thing about hunting for “the five.”

Baredd: The five? Like it was hunting for the five
of us?

DM: Maybe. Make an Insight check.

BASICS
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SKILI

Baredd: Ugh, only a 10.

DM (marking a fourth success): Good enough. It's
looking like someone summoned this thing to hunt
for you, and maybe you can follow its trail back to
whoever summoned it.

Aelar: Well, then I'll keep searching and see if 1
can find that trail.

Eglath: I've got a good Perception, too. I'll assist.

DM: OK, another Perception check?

Aelar: Only a 13.

Eglath: You get +2 from me.

DM (marking a fifth success): OK, you head down
the stairs in the direction the thing came from, and it
looks like the trail’s gone cold. But then Eglath points
out a pair of feet sticking out from a dark corner—
maybe another one of the demon’s victims.

Chenna: Surely more people saw it come this way,
then. Can I use Streetwise to find out?

DM: Sure.

Chenna: Oh no! A 1! Well, that gives me a 9. ‘

DM (marking down the group’s first failure): Well,
you find some people to ask—unfortunately, they're a ‘
group of thieves in the middle of a crime, and they're
not too happy about being interrupted. Why don't you
all roll initiative?

A quick combat encounter with a group of halfling
thieves interrupts the challenge briefly. but it continues
along these lines when the combat is over, with all charac-
ters contributing their strengths to the completion of the
challenge.
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Also, be sure to distinguish between what the
characters find desirable and what the players enjoy.
The characters probably don't like being attacked
by drow assassins in the middle of the night, but
the players will probably have fun playing out the
encounter. Failing a skill challenge can create
plenty of problems for the PCs, but the best kinds
of problems are the ones that lead to additional fun
encounters.

Consider these options as consequences for failure
in a skill challenge:

4+ Increase the difficulty of the characters’ next
encounter, or throw an encounter at them that’s a
clear result of the failure.

+ Assess the characters one or two healing surges
each.

+ Impose a lingering effect, such as a disease or a
curse that works like one, that hinders the charac-
ters for some time.

+ Impose story-related consequences: The charac-
ters are too late to save the captives, they lose the
duke’s favor, or they fail to gain some key informa-
tion to help them in the adventure.

+ Require the characters to attempt the skill chal-
lenge again.

STAGES OF FAILURE
An effective way to make a skill challenge lively is
to provide immediate consequences for each failed
check in the challenge—such as a brief combat
encounter, or more opponents appearing in the midst
of an ongoing combat. Each time the characters fail,
the consequences become gradually worse, climaxing
in the termination of the skill challenge after 3 fail-
ures. See “Hunting the Mastermind” on page 90 for
an example of this technique.

Aside from combat encounters or combatants,
here are some penalties you can assess in response to
failed checks in a challenge:

4+ The character who failed the check loses a healing
surge or (in a combat context) takes damage.

4+ The characters must spend time or money making
up for the failure.

+ For the rest of the challenge, no character can
achieve a success using the same skill that was
used for the failed check.

+ Ifthe challenge takes place in a combat situation,
the character who failed the check is dazed or
even stunned until the end of his or her next turn.
Or, an opponent is angered and gains a +2 bonus
to its next attack roll.

NGES IN DEPTH

HALLENM

SKILI































LOLTAN AOROS & GABGR SZIKSZAI

the character might choose either side to receive the
success, or choose not to apply the success at all.

Dungeoneering (moderate DC by level): One of
Hallber’s main arguments is that Parsain needs
better defenses. The character can take the day to
plan out defenses and make a case that Hallber's
reinforcements are unnecessary, or use this study
to underscore Hallber’s arguments. A failed check
means the character’s disagreements with other
experts leaves the issue muddied and tempers frayed.

History (moderate DC by level): The character makes
a historical case for one side or the other. These argu-
ments are well treaded, but a successful check brings
some fresh detail to light. A failed check means the
character’s point does not hold up to examination and
opens the door to a more devastating counterpoint.
Each time this skill adds a success to one side or the
other, the History DC for adding another success to
that side increases by 5.

Intimidate (hard DC by level): Openly threaten-
ing the diplomats might not be the best approach,
but there are more subtle ways to use this skill. The
character whispers in the ears of the diplomats of one
side, reminding them of the recent dangers facing
this town and the likelihood that they’ll return, per-
haps making it seem a less desirable prize. A failed

roll means the diplomats see through the character’s
actions.

Stealth (moderate DC by level): The character spends
time eavesdropping on one side and shares that infor-
mation with the other side. A failed check indicates
that the character passed on misinformation.

Secondary Skills: Endurance, Nature, Religion.

Endurance (moderate DC by level): The stakes are
high, and when matters are most heated, the negotia-
tions stretch into the wee hours of the night. When
a day’s negotiations end with the two parties either
tied in successes or with 2 failures accumulated, the
characters must make a group Endurance check. If at
least half the group succeeds, the characters’ ability
to stay in control of their faculties serves them well
as fatigue shortens tempers and frays nerves, and
the characters can negate 1 accrued failure. If less
than half the party succeeds, someone has snapped,
perhaps even one of the characters, and the side rep-
resented by most of the characters who failed their
checks accrues another failure.

Nature (moderate DC by level): Haggling over dis-
crepancies in their respective maps, both parties
agree on the third day of negotiations to send out
a surveying team to iron things out. If a character
who is trained in Nature has not antagonized either
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In addition, in the big, interconnected social web of
a city, failure breeds failure. Each time the characters
accrue a failure, also roll on the random events list.

If the characters lie low, staying out of sight or even
leaving the city, the city slowly returns to normal.
Each day that passes without the characters accruing
any failures (whether because they succeed on all
their checks or because they don't attempt checks),
roll a d20. On a 10 or higher, subtract 1 failure from
their accrued total.

At the end of the adventure, when the characters
have finished their business in Suderham, award them
400 XP each for overcoming this 9th-level challenge.

EFFECTS OF FAILURE

Three or more failures: The town guard sched-
ules more patrols. Increase the DC of all Athletics
and Stealth checks by 2.

Four or more failures: The secret police become
more active in questioning townsfolk. Increase the
DC of all Diplomacy and Streetwise checks by 2.

Five or more failures: The guard reserves are
called into duty. Random encounter results of 6-10
become guard patrols in the military, wealthy, and
official quarters (as if you had rolled a 15-20).

Six or more failures: The guards and secret
police become more active. Increase all check DCs by
an additional 2.
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Seven or more failures: The city is on a high
level of alert, with guards actively searching from
house to house. Each time the characters attempt to
take a short rest in a building or alley in town, roll
a d20. On a 16 or higher, the characters encounter
a guard patrol (as a random event result of 15-20).
If they try to take an extended rest, a guard patrol
encounter occurs on a roll of 10 or higher.

Eight or more failures: The town is in a state of
combat readiness. All DCs increase by an additional
4, and all random events are guard encounters.

RANDOM EVENTS

Life in the big city is full of surprises, and Suderham
is no exception. Whenever the PCs take an action as
part of this skill challenge (except evading pursuit),
roll a d20 and consult the following list of events. If
the characters are in the official quarter, add 5 to the
roll. The characters might avoid any complications,
they might take a penalty (or a bonus) to the skill
check made as part of the challenge, or they might
need to make a few checks to avoid a potentially dan-
gerous situation.

If the PCs fail a check made as part of a random
event, they do not suffer a failure for the skill chal-
lenge unless the event states otherwise.

1-5: No event.
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THE MONSTER Manual books offer hundreds
of enemies to include in your encounters, but you can
further customize these monsters, to tailor them to
fit the feel and flavor of your campaign. This chapter
adds more elements to your DM'’s toolbox by expand-
ing the options from the Dungeon Master’s Guide and
adding a new tool: monster themes.

This chapter includes the following sections:

4 Monster Themes: Each monster theme provides
a suite of powers you can draw upon to add to
existing monsters or use when you create new
monsters. You then create thematic links across
encounters, even when using monsters that might
not normally be associated with each other. The

section also details nine themes drawn from
D&D lore.

& Templates First introduced in the Dungeon
Master’s Guide, this section on templates includes
more than a dozen new monster templates, as well
as class templates for each of the nine classes from
Player’s Handbook 2 and the FORGOTTEN REALMS®
Player’s Guide.

+ Creating Monsters: Updated guidelines for how
to create your own elites, solos, and minions.

SIMEONOV “"CALADER"

GEORG
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Fire Resistance
This creature gains resist 10 fire.
Level 11: Resist 20 fire.
Level 21: Resist 30 fire.

LEGION INITIATIVE

This power benefits monsters that want to choose
where the fight occurs, whether by charging at PCs
before they can react or by moving to a more defen-
sible position. Bearded devils with legion initiative can
win initiative more easily, exposing PCs to their beard
tendrils aura when the characters’ first turn comes up.

Legion Initiative
This creature gains a +5 bonus to its initiative check if at least
one ally is within sight.

SQUAD DEFENSE

Obviously, this power requires appropriate allies to
have any effect, so pair a controller, a minion, or a
soldier with legion devils or other creatures of this
theme. A line of hobgoblin soldiers with squad defense
becomes nearly unbreakable.

Squad Defense
This creature gains a +2 bonus to all defenses while adjacent
to a legion devil or any creature that has the Legion of Avernus
theme.

TRIUMPHANT SURGE

This power works best when its owner, a brute or a
soldier, can survive late into the battle. Most ogres
don’t have the discipline for the legion, but the rare
ogre warhulk that doesn’t wash out gains great effect
from triumphant surge.

Triumphant Surge (whenever this creature bloodies an enemy or
reduces an enemy to 0 hit points)
This creature gains temporary hit points equal to one-half its
level.

Level 5 Soldier (Leader)

Hobgoblin Legionnaire

of Avernus

Medium natural humanoid

Initiative +8

HP 64; Bloodied 32

AC 21; Fortitude 21, Reflex 18, Will 19; see also squad defense

Speed 5

(@) Spear (standard; at-will) + Weapon
+12 vs. AC; 1d8 + 5 damage. If the hobgoblin commander hits
with an opportunity attack, it shifts 1 square; see also lead from
the front.

« Tactical Deployment (minor; recharge [i][f 1))
Close burst 5; allies in the burst shift 3 squares.

Infernal Wound (standard; recharge [ [£1)
The hobgoblin commander makes a melee basic attack. If the
attack hits, the target is marked and takes ongoing 5 damage
(save ends both).

Lead from the Front
When the hobgoblin commander’s melee attack hits an enemy,
allies gain a +2 bonus to attack rolls and damage rolls against
that enemy until the end of the hobgoblin commander’s next
turn.

Hobgoblin Resilience (immediate reaction, when the hobgoblin
commander becomes subject to an effect; encounter)
The hobgoblin commander rolls a saving throw against the
triggering effect.

Squad Defense
The hobgoblin commander gains a +2 bonus to all defenses
while adjacent to a legion devil or any creature that has the
Legion of Avernus theme.

XP 200
Senses Perception +5; low-light vision

Alignment Evil Languages Common, Goblin

Skills Athletics +14, Endurance +7, History +10, Intimidate +9
Str 20 (+7) Dex 14 (+4) Wis 16 (+5)

Con 16 (+5) Int 12 (+3) Cha 10 (+2)

Equipment scale armor, heavy shield, spear

ENCOUNTER GROUP

Many hobgoblins find the Legion of Avernus to their
liking. Those who rise to positions of command lead
small platoons of devils into battle.

Level 6 Encounter (XP 1,330)

+ 1 hobgoblin commander (level 5 soldier)

4+ 10 legion devil grunts (level 6 minion: Monster
Manual, page 64)

+ 2 spined devils (level 6 skirmisher; Monster
Manual, page 66)
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Hellbound Soldier

Humanoid

Elite Soldier
XP Elite

Hit Points +8 per level + Constitution score

Resist 5 fire
Level 11: Resist 10 fire.

Level 21: Resist 15 fire.

Saving Throws +2

Action Points 1

4 Devilish Mark (minor; at-will) 4 Fire
The target is marked until the end of the hellbound
soldier’s next turn. If the marked target makes an attack
that does not include the hellbound soldier, it takes 5 fire
damage.

Level 11: 10 fire damage.
Level 21: 20 fire damage.

Agonizing Smite (free, when the hellbound soldier hits a
target it has marked with a melee attack; recharge 2] )
+ Fire
The attack deals ongoing 5 fire damage, and the target
is dazed (save ends both). Aftereffect: The target takes
ongoing 5 damage (save ends).

Level 117: Ongoing 10 damage.
Level 217: Ongoing 15 damage.

Devil’s Pawn
When a devil adjacent to the hellbound soldier takes
damage, that damage is reduced by 10, and the hellbound
soldier takes 10 damage.

ellbound soldier

: b | ¢ CHAPTER 4 | Customizing Monsters
28 S

Mad alchemist

MAD ALCHEMIST

Alchemists can be a little off kilter by nature, but
years of pondering esoteric formulas and inhaling
or imbibing the results of one too many experiments
gone wrong can send even the sanest alchemist over
reason’s edge. Though they are masters of their craft,
mad alchemists dabble in unstable and bizarre for-
mulas that explode with strange effects. Sometimes
even they are surprised by the mad effects they create
with their admixtures, elixirs, and concoctions.
Prerequisites: Humanoid or magical beast, Intel-
ligence 12.

AND ALCHEMY

If you have access to Adventurer’s Vault, you can custom-
ize the mad alchemist by swapping out the alchemist fire
power with another volatile alchemical item of its level
or near it. If you want a more complicated mad alchemist,
you could even give one two different types of volatile
alchemical items to throw during combat.

RAVEN MIMURA/KEIREM BEYIT
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Mad Alchemist

Humanoid or magical beast

Elite Artillery (Leader)
XP Elite

Hit Points +8 per level + Constitution score

Resist 5 poison
Level 11: Resist 10 poison.
Level 21: Resist 15 poison.

Saving Throws +2; +4 against fear and charm effects

Action Points 1

=& Alchemist Fire (standard; at-will) 4 Fire
Area burst 1 within 10; level + 3 vs. Reflex; 2d6 fire
damage. Miss: Half damage.
Level 11: 3d6 damage.
Level 21: 4d6 damage.

Toughening Concoction (minor; recharge [i )
Close burst 3; targets allies; the target gains 1d6
temporary hit points (roll once and apply the temporary
hit points to all allies) and a +2 bonus to AC and Fortitude
until the end of the mad alchemist’s next turn.
Level 11: 2d6 temporary hit points.
Level 21: 3d6 temporary hit points.

Unstable Admixtures
Each time the mad alchemist scores a critical hit with its
alchemist fire (or any swapped alchemical power; see the
sidebar), or grants temporary hit points to three or more
allies with mughening concoction, it gains another random
effect from its power. Roll a d6 and consult the following
table. The effect applies to one enemy hit by the alchemist
fire power, or one enemy within the burst of the toughening
concoction power. If multiple targets are available, the
alchemist chooses which target is affected.

Roll Effect

1  The target is dazed (save ends).

2 The target takes 5 ongoing poison damage (save
ends). Increase the ongoing damage by 5 per tier.

3 The target gains vulnerable 5 cold, fire, lightning,
poison, or thunder (mad alchemist’s choice) (save
ends). Increase the vulnerability by 5 per tier.

4 The target is immobilized (save ends). Aftereffect: The
target is slowed (save ends).

5 The target is blinded (save ends).

Slithering idol

6 The target is polymorphed into a frog (save ends).
While in this form, it is slowed and dazed, and cannot
make attacks or use powers.

SLITHERING IDOL

The corrupt and degenerate yuan-ti are fervent fol-
lowers of Zehir, the god of poison and serpents.
When a cult or cabal of these snake-worshiping
mutants is blessed by their dark god, they are served
and protected by a slithering idol—a physical manifes-
tation of Zehir’s favor. Powerful, nimble, and able to
calm the violent urges of enemies around them, these
snake hybrids can take many forms, but the one they
prefer is that of a giant snake. Many yuan-ti revere
these creatures as walking gods, and the zealous lay
down their lives in an instant to protect the existence
of a slithering idol.

Prerequisite: Beast (reptile), humanoid, or magi-
cal beast.

TEMPLATES

Al
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Slithering Idol

Elite Skirmisher (Leader) =
Beast (reptile), humanoid, or magical beast XP Elite

Senses Low-light vision

Slither Blessing aura 5; each ally within the aura ignores
difficult terrain when shifting.

Hit Points +8 per level + Constitution score

Resist 5 poison
Level 11: Resist 10 poison.
Level 21: Resist 15 poison.

Saving Throws +2

Action Points 1

¥ Hypnotic Eyes (minor 1/round; at-will) ¢ Charm
Ranged 5; level + 5 vs. Will; the target can’t make
opportunity attacks (save ends).

Slither Shift (move; at-will)
The slithering idol shifts 3 squares, ignoring difficult
terrain.
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CHAPTER 5

CHAPTERS 6-8 ofthe Dungeon Master’s
Guide cover creating and running adventures, weav-
ing them into campaigns, and rewarding players. This
chapter expands on the information presented in that
book. The range of topics presented here can help you
create exciting, immersive stories and epic campaigns
for your players’ enjoyment.

+ Alternative Rewards: Sometimes player charac-
ters appreciate rewards that are less tangible than
a magic item or monetary reward. This section
discusses divine and legendary boons and grand-
master training, which function like magic items
but allow you to tell different stories in your game.

Item Components: As an alternative to simply
handing out magic items, you can require char-
acters to gather the ingredients of an item and
assemble it to earn their treasure.

Artifacts: Building on the four artifacts presented
in the Dungeon Master’s Guide, this section further
discusses how to use artifacts and presents seven
new artifacts. Unique artifacts in this section
include a few designed to benefit a whole party of
characters and one intended to remain relevant for
an entire campaign.

Organizations: This section discusses how to add
depth to your campaign with organizations, such
as villainous groups, rivals to the player characters,
and friendly organizations that might be patrons to
the characters.

Campaign Arcs: The chapter concludes with
four example campaign arcs—broad storylines for
campaigns that take characters from levels 1-30.
This section gives special emphasis to the paragon
tier, leading into the paragon campaign material
presented in the next chapter.
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DiviNE BOONS

Although the deities in the D&D world do not have
omniscient powers, they do take an active interest
in important events. A character might gain a divine
boon as a reward for doing something that directly
aids a deity or harms a deity’s enemies.

An adventurer’s typical activities fall into that
definition. A divine boon comes into play when the
gods take a personal interest in an event, such as a
character performing a task worthy of drawing the
gods’ attention. Killing orcs that attack a temple does
not deserve a divine boon. Slaying the high priest of
Tiamat as he attempts to rally an army to conquer an
entire continent in the Dragon Queen’s name—now,
that accomplishment deserves a divine boon.

DivINE BOONS IN THE CAMPAIGN
Divine boons can come into play when the charac-
ters perform a great deed for a deity. Alternatively, a
boon might come out of nowhere, and its appearance
kicks off the next story arc in your campaign. The
boon might come with a quest, or the character who

receives the boon could draw the attention of the dei-

ty's enemies. Perhaps the boon comes from the rival
of the character’s chosen deity.

In any event, make receiving a divine boon a
major affair in a campaign. A deity has just taken
notice of a character!

A divine boon is a good reward for one of the fol-
lowing activities:
+ Avenging the death of a deity’s beloved servant.
4+ Rediscovering a long-lost temple.
+ Foiling a major plot by the deity’s enemies.

4+ Saving one of the deity’s favorite servants from
danger.

You might also bestow a divine boon as a preemp-
tive reward, a gift handed out before the characters
undertake a perilous quest. Bahamut might appear
to a paladin the night before an adventure, providing
advice for the coming quest and granting the paladin
a boon to aid him or her in a future encounter.
Boons never occur in a vacuum. When the deities

meddle in the world, the other deities (and other enti-

ties, such as primal spirits) might involve themselves.
If Bahamut grants his champion a boon, Tiamat
might target that champion for death or create a dark
prophet of her own to oppose him.

The actual mechanics of the boon take one of two
forms. You can duplicate the effects of a magic item,
or you can use one of the following sample divine
boons, designed to correspond with the deities of the
D&D pantheon. A boon effect equates to an item of
its level and feels like a divine gift.
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the cambion mage Gallrak, the silver hands absorb
Gallrak’s arcane power and grow even more potent.
In game terms, you just handed the PC a higher-level
version of the boon, replacing a treasure parcel as
appmpriﬂtt‘. In [hc 5(0!’}'. Fenstern I'(_'Clailns t]](‘.‘ power
that Gallrak once stole from the pool. As an alterna-
tive, perhaps Fenstern must return to the pool after
defeating Gallrak, and place the cambion’s heart in
the pool to improve the boon of the silver hands.

SAMPLE L EGENDARY BOONS

Book of Five Truths Level 8+

Scribes recorded five truths on scrolls at the start of the Dawn

War and then scaitered the scrolls throughout the planes of

existence. Each scroll grants its reader essential insight into the

nature of being.

Legendary Boon

The First Truth vl 8 3,400 gp

Property: Gain a +2 item bonus to Insight checks and
Perception checks.

The Second Truth Lvl 13 17,000 gp

Property: Gain a +1 item bonus to Wisdom ability checks
and Wisdom-based skill checks (but not Wisdom attacks).

Power (Daily): Immediate Interrupt. Trigger: You are hit
by an attack that targets your Will. Effect: You gain a +5
power bonus to Will against the attack.

The Third Truth Lvl 18 85,000 gp
Property: When performing a ritual, roll twice and take the
better result.

The Fourth Truth Lvl 23 425,000 gp
Property: Gain a +2 bonus to Will.
Property: Gain a +5 item bonus to initiative checks.

The Fifth Truth Lvl 28 2,125,000 gp

Property: Gain darkvision and a +6 item bonus to Insight
checks and Perception checks.

Power (Daily): Minor Action. You can see invisible crea-
tures as if they were visible. Sustain Minor: The power
remains in effect.,

Lidda’s luck was uncanny. When all hope seemed lost and she
was sighing her last breath, fortune smiled on her. She rose

to her feet, drove her sword into the young dragon’s eye, and
smiled.

Legendary Boon 680 gp
Power (Daily): No Action. Gain a +2 power bonus to a sav-
ing throw you just rolled; use the new result.
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Heartblood of Festergrim

Bathing in the blood of the slayer of King Algus and ravager of
the forest of Lorem might not make you immune to fire, but it
helps.

Lvi19 105,000 gp Lvl 29
Lvl24 525,000 gp

Legendary Boon

Property: Gain resist 10 fire.
Level 24 or 29: Resist 15 fire.

Power (Daily): Immediate Interrupt. Trigger: You are hit by
a fire attack. Effect: You and each ally within 5 squares of
you gain resist 20 fire until the start of your next turn.
Level 24 or 29: Resist 30 fire.

Quickening Waters Level 22

The fey spring that feeds the gleaming Sehalandria River, which
rushes from the Feywild to the world, grants preternatural speed
to anyone who drinks from it.

Legendary Boon 325,000 gp
Property: Gain a +2 item bonus to speed.
Power (Daily): Minor Action. Take a move action.

Silver Hands of Power Level 14 or 19

The pool of Ralyar glows with arcane power. When the wizard
Fenstern dips his hands into the pool, he shrieks in pain. In
exchange for this power, Fenstern accepts the momentary agony
of the pool transforming his hands into living quicksilver.

Legendary Boon Lvl 14 21,000 gp
Power (Daily): Free Action. Trigger: You are hit with a daily
power. Effect: You can use an at-will power.
vl 19 105,000 gp
Power (Daily): Free Action. Trigger: You score a critical hit
using an encounter power or a daily power. Effect: That
power is not expended.

Level 19+

2,625,000
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GRANDMASTER TRAINING

Garras had traveled for weeks across the fire-blasted Plains
of Iron to find this simple thatch hut that belongs to Davros
Elden, the finest swordfighter the world has ever known.
Garras throws his cloak over his shoulder and adjusts his
armor as he strides toward the door.

As Garras raises his hand to knock, a middle-aged male
human wearing a frayed robe throws open the door. His
gut hangs over his belt, and his right hand grasps a tan-
kard of ale.

“First, you took too long to arrive. Second, you have ter-
rible balance, and I doubt I can teach you anything. Third,
that cloak is ugly. Return in a year, and show me you've
improved. Maybe then I'll take you in.”

The door slams shut. Garras turns, and his back stiffens
as shame, anger, and defeat rush over him. He reaches
down to the flask at his belt, and the door flies open again.

“Do I smell Barovian whiskey? Maybe you're not as
stupid as you look. Bring that flask over here, and let’s talk.”

As an unmatched warrior, spellcaster, trickster, or
priest, the grandmaster writes the texts and creates
the disciplines that others follow. A character who
displays persistence, luck, or determination could
earn the chance to study at the feet of such a master
and learn techniques beyond the normal limits of
mortal achievement.

Similar to divine boons and legendary boons,
grandmaster training gives characters access to
magic item powers without the need to own those
items. In this case, a character masters a new ability
through hours of focused, intense training. This train-
ing requires more than rote practice: it involves study
with an expert in armed combat or magecraft.

GEORGH SIMEONOY "CALADER"




































They might suggest a certain course of action—always
one that is brash and unconventional. Even limited as
they are, the artifacts’ communications advance their
goal of bringing more daring action and excitement
into the world.

Rash and Reckless share a friendly sense of com-
petition. Each pair of boots seeks to goad its owner
into the greatest, most flamboyant and foolhardy
deeds. This competitiveness rubs off on the owners
of the items, leading to characters who constantly
seek to outdo each other in performing outrageous
stunts. The artifacts reward this type of behavior with
increased concordance.

CONCORDANCE

Each pair of boots has its own concordance with its
owner. Much of the artifacts’ concordance depends
on the wearer accomplishing outrageous stunts.
Maneuvers that are daring but not quite brilliant can
increase the artifact’s concordance with its owner by
1, while a truly legendary act (as determined by the
DM) might increase it by 3.

CONCORDANCE

Starting Score 5
Owner gains a level +1d10
Owner is a rogue or a bard +2
Owner is trained in Acrobatics and Athletics +1
Owner pulls off a maneuver with great panache +2
Owner rushes into danger (maximum 1/encounter) +1
Owner falls due to a failed Athletics check -1
Owner expresses caution =1
Owner flees from a combat encounter -2

PPLEASED (16-20)

“I know! Let’s sneak into the baron’s keep to find out what
he’s up tol”

“And we can steal his scepter while we're there!”

The artifact is delighted with its owner, who dis-
plays the kind of behavior that the boots approve of. It
encourages thoughts of daring adventures and reck-
less behavior, which it knows its owner will pursue.

Power (Daily): Move Action. You shift your speed.
Power (Encounter): Free Action. Trigger: You score a criti-
cal hit. Effect: The target is dazed until the end of your

next turn.

SATISFIED (12-15)
“Caution be damned!”

“Twice damned, I say!”

The artifact sees encouraging signs that its owner
is capable of truly legendary acts and gently urges the
character to pursue a course of foolhardy action.

Property: You gain a +2 bonus to Bluff checks while using a
disguise.

HOWARD LYON
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KEREM BEYIT

During this phase, the PCs periodically notice
the Red Marauders in pursuit. Later, the PCs learn
that an oracle warned the Marauders about the char-
acters. The Red Marauders believe that if the PCs
succeed in their mission, they will destroy the pre-
cious planar breach.

The Red Marauders retrieve the final piece of
Machiku's consciousness before the PCs do, bringing
on a final showdown that ends the Red Marauders’
role in the storyline. This encounter launches the PCs
into their epic destinies.

Her mind intact again, Machiku lays out the mis-
sion that defines the rest of the PCs’ careers: The
Restharrow Breach is a symptom of a bigger problem.

Epic TiER: ASTRAL CATASTROPHE
The entire Astral Sea is undergoing a series of turbu-
lent changes. If it is not stabilized, the whole plane
will implode, destroying the universe. Over the eons,
excess magical energy has built up in the Astral Sea.
Every time a deity or an immortal works a mass-scale
ritual, the charge increases. Certain plane-spanning
artifacts and vehicles also leak magical energy. The
Astral Sea must discharge part of this energy before
anyone can work great magic safely.

At the same time, conflict continues to escalate on
the planes: the Blood War (see Manual of the Planes,
page 89) has flared up again. When demons and

devils are not battling each other, they raid other
planes, searching for artifacts that will give them an

advantage. The relics the fiends deploy and the plane-

spanning modes of travel they use to retrieve the
components leak a large amount of dangerous energy
into the Astral Sea. Neither evidence nor persuasion
convinces either side to disarm, because both evil
forces suspect they might come out on top if they are
left to their own devices.

To end the threat, the PCs must intervene in the
Blood War and deal enough damage on both sides to
force the adversaries to back down. The characters

must inflict harm on both groups equally. Otherwise,
one side could win the Blood War, an outcome nearly

as dire as mutual destruction.

PI1LLARS OF THE STATE

This campaign puts the PCs, fated from birth to be
kings and queens, in the center of a political saga.

HEroIC T1ER: THE YOUNG HEIRS
Each PC begins as a likely heir to the throne in one
of the Six Kingdoms. (You can adjust the number of
kingdoms to the size of your player group.) The Six
Kingdoms have historical and cultural similarities
but act as politically independent nations that share
a common coastline. Once great, each kingdom

gt
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VINCENT DUTRAIT

Once the players figure out these precepts, and per-
haps tire of self-directed exploration, the adventurers
stumble across a rival group of time-trippers. The
God-Killers, a conspiracy of wild-eyed arcanists, seek
to free the mortal races from the supposed tyranny of
deities. The God-Killers have been wreaking havoc
throughout the time stream in their quest to pen-
etrate the mythic realm of the deities.

The climactic battle that destroys the God-Killer
leadership elevates the PCs to epic tier.

Eric TIER: ASCENSION

Shortly after achieving this victory, the PCs realize
the God-Killers partially succeeded at their plan.
They erased the spotlight deities—and Asmodeus—
from history.

Wherever the PCs go in their time vehicle, they
find a crisis set off by the absence of a spotlight deity.
The adventure allows them to solve the localized
problem, but another disaster awaits them at each
future destination. Eventually, the PCs discover that
the God-Killers’ partial success rendered the time
stream unstable. Ifit is not eventually rectified, the
absence of the spotlight deities will unravel all exis-
tence. To prevent this catastrophe, the characters
must visit the mythic past by replicating the altera-
tions to the God-Killers' time vehicle that allowed

them to cross the barrier that separates ordinary and
mythic time. The changes wrought by the absence of
the spotlight deities complicate the mission, which
extends through a series of adventures until they
reach the upper reaches of the epic tier.

The climactic sequence of the campaign occurs
when the PCs reach the beginning of time and find
the spotlight deities still missing. The surviving dei-
ties cannot begin the myth of creation without the
spotlight deities. The PCs piece together the final
revelation: They must become the deities and take
part in the creation stories. And one PC must doom
himself to eternal evil and torment by taking on the
role of Asmodeus.

As an epilogue, the players realize what they
must do to ensure the integrity of the universe. They
must disassemble the machine and scatter its pieces
throughout time, so their past selves can discover it,
go back to the dawn of time, and become the found-
ing deities. All the PCs’ actions were predestined to
bring about the creation of the universe.
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CHAPTER 6

A PLAYER character's early career likely
entails hack-and-slash adventure, descending into 3
near-surface dungeons, and skirmishing with

kobolds, orcs, and gnolls. At paragon status, bold hori-
zons unfold before the PCs. They battle in new places

and attract adulation and danger in equal measure.
This chapter includes the following sections:

+ Paragon Status: Whether players reach this
status level by level or the DM starts characters
at the paragon tier, when a campaign reaches #
11th level, the stakes change. Paragon tier cam- 5
paigns might take PCs into the murky depths of
the Underdark or across the scarred landscapes
of cursed lands. The characters could explore the
planar realities of the Astral Sea or the Elemental
Chaos. At the paragon tier, PCs are becoming pow-
erful enough to ascend thrones, command armies,
and build new empires from the ruins of the old.

§ — —

Sigil, the City of Doors: Introduce plane-hop-
ping, paragon adventurers to the PCs’ potential
new home base, Sigil. Sigil offers an infinite
number of dimensional gateways to other loca-
tions. If the PCs fall into disharmony with the city
and its residents, they might learn why people also
call the city “The Cage.”

| — S—

A Conspiracy of Doors: This adventure for
11th-level player characters introduces Sigil to
your campaign. If it exists, the saying goes, you
can find it in Sigil. But what happens when the
supply lines are cut and expected imports don't
arrive on schedule? That's when Estavan, the face
of the Planar Trade Consortium, seeks out a group
of adventurers to trace the supplies back to their
source and discover what’s causing the holdup.
What starts as a minor inconvenience could lead
to panic, starvation, riots, or worse (such as the
attention of the Lady of Pain) if the supply lines
aren't restored.
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strip them of gear, and imprison them. Once cap-
tured, the characters await torture, interrogation, and
slaughter. Although the PCs might escape through
cunning, luck, or success at a skill challenge, they
might find that losing crucial food and equipment is
an equally serious threat to their survival.

Unaligned Underdark races, such as dwarves and
deep gnomes, also dislike crusading characters and
bar them from entering settlements. Adventurers
might find these races secretive, ungenerous, and
suspicious. Harboring adventurers who attacked
neighboring drow, mind flayer, or aboleth settle-
ments would invite reprisals from these formidable
enemies. Also, past raiding parties from the surface
world have abused dwarfand deep gnome hospitality
by stealing food, water, artifacts, and secrets:

Characters should not necessarily trust dwarves
and deep gnomes who welcome adventurers into
their strongholds. Thieves and slavers run some of
these communities, and they bind sleeping guests,
strip them of valuable magic, and sell them to drow
or fomorian neighbors.

DEePRrRIVED OF CONTACT

The Underdark limits opportunities for player
characters to interact with NPCs. Adventurers can't
wander into a settlement and casually engage strang-
ers in conversation. Adventurers might go for weeks

CHAPTER 6 | Paragon Campaigns

without seeing a chatty vendor. a rumor-dispensing
bartender, or an informative street urchin. Other
explorers and the occasional hermit or madman
account for the few communicative, neutral creatures
that the group might come across. These circum-
stances might make exploring the Underdark an
unpleasant experience for actors and storytellers.
Without interaction scenes, interludes between
encounters shorten in the Underdark, so increase the
number of encounters you prepare per session.

LOCATING SHELTER
Characters needing rest in the Underdark face a dif-
ficult challenge. The adventurers must make their
own safe place here. First, the characters must find a
location, within raiding distance of their target, that
enemy patrols do not monitor. Few chambers meeting
this specification exist. Searching for a suitable base
can take days of combat-filled exploration, because
no race relinquishes a good base. Creatures of all
types covet a cavern capable of providing decent shel-
ter. Explorers should consider taking lairs only from
unintelligent or antisocial creatures, since outposts
held by civilized races receive regular visitors capable
of taking them back.

The original occupants of the adventurers' new
base might not return, but other creatures could take
up residence in the adventuring group’s absence.
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STREETS OF ANARCHY

The forces of chaotic evil seek conquest without the
responsibility of rule. Cities and nation-states over-
run by demons and other evil beings devolve into
madness and destruction. After the common people
flee or die, champions of evil run rampant. Some
corrupted subjects remain, furiously defending their
shattered turf for reasons they no longer recall. To
gain reinforcements, these depraved subjects raid
caravans and capture unsuspecting adventurers.
Captives must escape or face transformation into
demonically controlled minions of the Abyss.

WORLD HOPPING

[f you or your group enjoys playing in multiple D&D
worlds, a world-hopping campaign means you no
longer have to choose between them. You can dip into
the epic sweep of a ForcorTeEn REALMS campaign for
one story arc and then switch to an EBERrRON cam-
paign’s pulp-noir fantasy for the next. You can build a
world-hopping campaign in an episodic structure or
connect the adventures in the various worlds with an
overarching continuity in the storyline.

[n an episodic campaign, the adventurers move
between worlds like rootless wanderers. They might
travel a circuit between established worlds or visit
a new world with a new story every session, never
turning back. The second approach challenges you
to create increasingly extreme or distinctive worlds.
Don’t worry about the depth of detail; focus on a
single memorable world concept. Choose a theme for
the adventure, and then create a world that expresses
that theme in an exaggerated way. World creation
and adventure design involve the same process.

You might, for example, create an adventure about
the horrors of war. What would a world of incessant
warfare look like, and how would its cultures behave?
Next, consider what NPCs embody these attitudes.
Now, build your encounters from a set of visual
images associated with your world concept: a strong-
hold. a battlefield, and a landscape ravaged by past
engagements.

The model of a new world for every adventure also
works well for improvised games, where you must
constantly create new encounters to suit your play-
ers. Improvisation frees you from tracking recurring
characters and plot lines, and it allows you a fresh
start every few sessions.

Conversely, the adventurers can follow a single
storyline as they hop from world to world. They might
try to prevent a catastrophe or an invasion that threat-
ens the known spheres of existence. This approach
allows your world-destroying villain to take out a few
realities and still face defeat in the end. Another take
on the concept sends the adventurers to gather pieces
of a device that enemies or ancients scattered across
multiple realities.

AMELIA STONER
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buildings across the open hollow overhead. This is a
place where the horizon curves up instead of away,
where the sky above is always filled with the gray arc
of the other side of Sigil's ring. In fact, the horizon in
front of you and behind you curves up, so that you are
always at the bottom of the ring. Line of sight rarely
exceeds more than a few hundred feet due to the con-
centration of buildings, so the effect isn’t prevalent or
as disturbing as it could be.

up AND Down

No matter where you stand within the hollow interior
ring that Sigil occupies, down is always toward the
ground beneath you, and up is in the opposite direc-
tion. Flying through the open space between the ring
is perfectly possible, but as with most other locations,
the danger of falling remains constant. You always
fall toward the side of the ring you're closest to. And
falling hurts.

DAY AND NIGHT

Sigil has no sun or moon, but it still has a day-night
cycle. Each twenty-four-hour period slides from deep
darkness to bright light and back again on a regular
cycle. The sky gradually fills with a magical lumines-
cence until the light reaches its brightest intensity
(the equivalent of noon in the natural world), and
then it begins to fade.

At daybreak, the darkness gradually brightens
to dawn, with the light increasing in intensity until
midday. The light then steadily wanes into a twilight
gloom before plunging into blackest night. Unless the
night is particularly overcast or foggy, some ambient
light shines down from above. This is not the light of
distant stars or a moon, since Sigil has none of these.
Instead, the fires burning in the streets and buildings
above light the night sky with flickering pinpoints of
brightness.

The overall cycle provides six hours of bright day-
light and six hours of deepest night, each separated
by a six-hour period of gloomy twilight.

WEATHER

If it isn’t raining when you arrive in Sigil, wait a
couple of minutes. A light rain tends to be the usual
weather in the City of Doors. The rain falls through
the ever-present smoke from the multitude of fires,
ranging from a nearly imperceptible mist to a con-
stant drip of cold, greasy water. When it isn’t raining
(a rarity), the streets fill with fog that can be as wispy
as gossamer or so thick as to reduce visibility to a few
feet. Even on the brightest days, when the rain stops
falling and a breeze blows calmly through the streets,
Sigil is cool. At night, when darkness falls, the streets
can get uncomfortably cold. And then the rain starts
again.
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ASHLEY CARD

the planes. These unusual artistic expressions some-
times turn into fads that spread like wildfire through
the city. Most burn out as quickly as they sprang up,
but every once in a while a new flavor takes hold and
works its way into Sigil’s cultural consciousness.

THE LOWER WARD

Artisans and other skilled laborers dwell in the
sulfurous haze of the Lower Ward, where the fires
of the Elemental Chaos rise through lava-filled

pools and chasms to power smithies and forges. The
Great Foundry sits at the center of the ward, with
warehouses, mills, forges, and small workshops sur-
rounding it in ever-widening circles. The ward is
named for the disproportionate number of portals to
the Plane Below that can be accessed here.

People living and working in the Lower Ward tend
to be stubborn, hard-working, and a bit secretive. It’s
a rough-and-tumble place, and those who frequent
the area know that they have to be able to take care
of themselves, since there’s little in the way of law or
protection on these hot, steamy streets.

Scalding steam and stinking smoke rise from the
Great Foundry to form a layer of haze that hangs eter-
nally over Sigil’s rooftops. The workshops of smiths,
glassblowers, and other artisans are clustered here.
Vents from the Elemental Chaos lend them magical
heat and other forms of energy. Tools, hinges, pots,

nails, and other goods made of iron pour forth from
the workers in the Great Foundry on a regular basis.
Since the fall of the factions, a group of bladelings
(see Manual of the Planes, page 116) have taken up the
responsibility of running the Great Foundry. Much
of the city is just happy to have new goods to buy and
sell, but some wonder about what deeper agenda the
strange humanoids have put into play.

Elementals, demons, and other creatures of the
Plane Below roam the streets of the Lower Ward.
Some come to Sigil to conduct legitimate business
(though most would balk at what the demons call
legitimate), while others use the portals to handle
darker, more dangerous deeds in the City of Doors.
It isn’t unusual to see archons working the forges and
foundries, or to encounter barlguras or mariliths in
the seedier taverns, or to discover a free-roaming
elemental searching a dark alley or the ruins of an
old workshop or warehouse.

The Shattered Temple, another prominent struc-
ture in the ward, stands as a reminder of things that
have gone away. Once the site of an imposing iron
temple, today all that remains is a zone of destruc-
tion. Not only is the god it was once dedicated to dead
and forgotten, but the faction that held this place as
its headquarters fled the city in the aftermath of the
Faction War.
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Level 13 Minion
Medium natural humanoid XP 200 each
Initiative +10 Senses Perception +10; low-light vision
HP 1; a missed attack never damages a minion.
AC 25; Fortitude 25, Reflex 23, Will 23
Saving Throws +5 against poison effects
Speed 5
(@) Warhammer (standard; at-will) ¢ Weapon
+20 vs. AG; 9 damage.
2 Crosshow (standard; at-will) # Weapon
Rang(_ed 15/30; +20 vs. AC; 9 damage.
Aimed Shot
A dwarf thug gains a +2 bonus to attack rolls and deals an extra
3 damage with ranged attacks against creatures that don't have

5 Dwarf Thugs (D)

cover,
Combined Fire
Dwarf thugs can make a combined ranged attack against a
single target. For each dwarf thug participating in a combined
attack, increase the attack roll by 1 and the damage b)_r 1.
Alignment Unaligned Languages Common, Dwarven
Skills Athletics +17, Endurance +14, Stealth +15
Str 22 (+12) Dex 18 (+10) Wis 18 (+10)
‘Con 16 (+9) Int 11 (+6) Cha 10 (+6)

Equipment chainmail, warhammer, crossbow with 20 bolts

Level 14 Elite Soldier
XP 2,000

Human Gladiator (G)

Medium natural humanoid
Initiative +12 Senses Perception +9
Fighting Focus aura 1; each enemy that starts its turn within the
aura is marked until the start of its next turn.
HP 276; Bloodied 138
AC 30; Fortitude 26, Reflex 26, Will 24
Saving Throws +2
Speed 6
Action Points 1
@ Gladius (standard; at-will) + Weapon
+21 vs. AC; 2d8 + 6 damage.
4 Knock to the Dirt (minor; encounter)
+19 vs. Fortitude; the target is knocked prone.
+ Well-Placed Kick (minor; recharge [3%] {1)
+19 vs. Reflex; the target is dazed and slowed (save ends both).
4 Sand in the Eyes (minor; encounter)
+19 vs. Fortitude; the target is blinded (save ends).
& Gladius Display (standard; at-will) # Weapon
Close burst 1; targets enemies; +19 vs. Reflex; 2d8 + 6 damage.

Alignment Unaligned Languages Common
Skills Acrobatics +15, Athletics +18

Str22 (+13) Dex 16 (+10) Wis 14 (+9)
Con 18 (+11) Int 12 (+8) Cha 17 (+10)

Equipment light shield, scale armor, gladius (short sword)

DEVELOPMENT

[f the brigands are defeated but any of them manage
to escape, then they will gather allies and attempt to
get revenge against the adventurers. This retaliatory
attack might not happen for days or weeks, but the
brigands will watch the adventurers from afar, get

a sense of their patterns and habits, and then strike
again when the characters least expect it. These
brigands are part of a larger band of thieves and cut-
throats operating in Sigil, and they don't take well to
losing a battle.

.‘ k._
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FEATURES OF THE AREA

Illumination: Dim light from the vortex in the
square. Darkness in the alleys around the square.

Bench: Two benches in the square are difficult
terrain.

Building: The buildings surrounding the square
are locked tight and are 20 feet high. Anyone falling
off a building roof takes 2d10 damage. A character
can climb to the roof of a building with a DC 23 Ath-
letics check.

Fountain: The fountain in the square gurgles with
running water. The fountain is difficult terrain.

Oxcart: A cart laden with crates and barrels,
hitched to the ox that pulls it, is parked next to a
building. If the rope securing the ox is cut, the ox
bolts at the first sign of trouble—pulling the cart along
with it. It moves 6 squares each turn. Any creatures
whose squares it moves through take 9 damage and
are pushed 1 square out of the way.

Stalls: The stalls are empty. They are blocking
terrain.

Vortex: The vortex is a swirling, pulsating cloud
of arcane energy. Any creature that enters the vortex
is attacked: +16 vs. Will; 1d6 + 6 damage, and the
target is dazed (save ends). Whether the attack hits or
misses, the target slides 1d6 + 1 squares west.

ENCOUNTER

STREET

Al







The cranium rat arcanist swarms have a group
mind. Each swarm makes all of the other swarms
within 10 squares of it smarter and more powerful.
They leave the heavy lifting of battle to the wererats
and oozes, preferring to hang back and use their
ranged powers from a distance. When only one
swarm remains, it attempts to escape deeper into
the sewer.

Level 12 Brute
XP 700 each

Senses Perception +9; blindsight 10,

tremorsense 10

HP 150; Bloodied 75

AC 24; Fortitude 26, Reflex 22,Will 22

Immune gaze; Resist 10 acid, cold, fire, lightning

Speed 4; see also flowing form

(® Slam (standard; at-will) # Cold, Fire, Lightning
Reach 2; +15 vs. AC; 3d6 + 5 damage, and ongoing 10 cold, fire,
and lightning damage (save ends).

Flowing Form (move; at-will)
The elemental ooze shifts 4 squares.

Elemental Backlash (immediate reaction, when the elemental
ooze takes damage; at-will) # Cold, Fire, Lightning
The elemental ooze releases elemental energy that deals 5 cold,
fire, and lightning damage to all enemies adjacent to it.

<> Elemental Burst (when first bloodied, and again when reduced
to 0 hit points) + Cold, Fire, Lightning
The elemental ooze releases a burst of elemental energy;
close burst 2; +15 vs. Reflex; 3d10 + 6 cold, fire, and lightning
damage, and the target is pushed 2 squares.

2 Elemental Oozes (0)

Large elemental beast (blind, noze)

Initiative +9

Alignment Unaligned Languages —
Str 24 (+13) Dex 16 (+9) Wis 16 (+9)
Con 20 (+11) Int4 (+3) Cha4 (+3)

Level 14 Controller

3 Cranium Rat Arcanist

Swarms (R)

Medium natural beast (swarm) XP 1,000 each

Initiative +16 Senses Perception +22; low-light vision

Mind Whispers aura 1; each enemy that begins its turn in the aura
takes 5 psychic damage and a -2 penalty to attack rolls until the
end of its next turn.

HP 141; Bloodied 70

AC 28; Fortitude 27; Reflex 25; Will 26

Resist half damage from melee and ranged attacks; Vulnerable 10
against close and area attacks

Speed 6, climb 3

(® Swarm of Teeth (standard; at-will)
+19 vs. AG; 1d8_ + 5 damage, and ongoing 5 damage (save ends).

(®) Psychic Bolt (standard; at-will) # Psychic
Ranged 20; +18 vs. Will; 1d10 + 6 psychic damage, and the
target is dazed (save ends).

% Psychic Barrage (standard; recharge (3] i) 4 Psychic
Area burst 1 within 10; +16 vs. Will; 2d10 + 6 psychic damage,
and the target is stunned (save ends).

Group Mind
For each cranium rat swarm within 10 squares of any other
one, increase attack and damage rolls by 1, and increase the
Intelligence score of each swarm by 2.

Alignment Evil Languages telepathy 10
Str 18 (+11) Dex 16 (+10) Wis 17 (+10)
Con 21 (+12) Int 10 (+7) Cha 18 (+11)
T M N . \_
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DEVELOPMENT

[f the adventurers defeat the cranium rats, they must
eventually deal with the ramifications. The rest of the
pack seeks revenge against them, and the cranium
rats are experts at manipulating others by mental
suggestions. The adventurers don't really want these
creatures as long-term enemies, and they should look
for ways to appease them and make amends.

FEATURES OF THE AREA

Illumination: Dim light from the sputtering
torches hung sparingly throughout the area.

Bridges: Rickety planks cross the sewer channels
in various places.

Lair: The alcove where one of the cranium rat
swarms begins the encounter is the lair of the cra-
nium rat pack. It contains two level 15 treasure
parcels (see Dungeon Master’s Guide, page 128).

Ladder: A ladder leads up to the streets above.

Rubble: Piles of rubble and trash are difficult
terrain.

Sewer Water: The sludgy water flowing through
the channels is 5 feet deep and is difficult terrain. It
cost 2 squares of movement to move from the water
onto the sewer platforms. Any creature that enters
the water or starts its turn there takes 5 acid damage.
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Level 11 Elite Lurker
XP 1,200

Senses Perception +7; tremorsense 10

Ghost Spider (S)

Large shadow beast (spider)

Initiative +9

HP 129; Bloodied 64

AC 25; Fortitude 25, Reflex 24, Will 22

Resist insubstantial

Saving Throws +2

Speed 6, climb 6 (spider climb), phasing

Action Points 1

(D Ghost Claw (standard; at-will) % Necrotic
+14 vs. Reflex; 1d8 + 5 damage, and the target takes ongoing 5
necrotic damage an(_i is wea_kened (save ends both).

§ Phasing Attack (standard; at-will)
The ghost spider makes two ghost claw attacks. The ghost
spider can shift 6 squares between the attacks.

} Phasing Web (move; recharge (5] 11)
The ghost spider shifts 6 squares, phasing through enemies. It
attacks each enemy it phases through; +14 vs, Fortitude; target
is immobilized (save ends).

Alignment Unaligned Languages ~
Skills Athletics +1 5, Stealth +14 o
Str 20 (+10) Dex 18 (+9) Wis 15 (+7)
Con 20 (+10) Int 1 (+0) Cha 10 (+5)

Level 10 Skirmisher
XP 500

Wight Life-Eater (W)
Medium natural humanoid (undead)

Initiative +9 Senses Perception +3; darkvision
HP 104; Bloodied 52

AC 24; Fortitude 22, Reflex 21, Will 21

Immune disease, poison; Resist 10 necrotic; Vulnerable 5 radiant
Speed 7

(P Claw (standard; at-will) 4 Necrotic

+15 vs. AC; 2d6 + 5 necrotic damage, the target loses a healing
surge, and the wight shifts 3 squares.

Alignment Evil  Languages Common

Skills Stealth 13

Str 18 (+9) Dex 16 (+8) Wis 6 (+3)
Con 16 (+8) Int 10 (+5) Cha 17 (+8)

The ghost spider phases into and out of the tomb
to hunt, using part of the area as a lair. When living
creatures enter the tomb, it attacks and inadvertently
helps the wights. Although the wights seek to end
humanoid life, they have no interest in the fluids and
flesh that the ghost spider feasts upon.

If the ghost spider loses more than three-quarters
of its hit points, it seeks to phase out of the tomb and
escape.

The wights fight until they are destroyed.

DEVELOPMENT

The body in the northern side chamber is the real
Fesdin Crale. He has obviously been drained of life
by the wights. A character who makes a DC 16 Per-
ception check finds a copper coin in his pocket. One
side shows the icon of the Planar Trade Consortium
(a long caravan moving through a portal); the other is
engraved with the words “Crale’s Arcane Wonders.”
A pouch on Crale’s belt holds a small journal in
which the sage has kept a record of customers and
transactions as well as other notes. The most recent
entries seem to be tracking a series of disturbances

car i -
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Battle Wight Commander (C) Level 12 Soldier (Leader) S
Medium natural humanoid (undead) XP 700 [
Initiative +12 Senses Perception +12; darkvision “E
HP 106; Bloodied 53 <
AC 28; Fortitude 26, Reflex 23, Will 26 0
Immune disease, poison; Resist 10 necrotic; Vulnerable 5 radiant +
Speed 5 =
(@) Souldraining Longsword (standard; at-will) % Necrotic, .

Weapon <

+18 vs. AC: 1d8 + 7 necrotic damage, and the target loses a B

healing surge and is immobilized and weakened (save ends both). <
3 Soul Harvest (standard; recharge [:2] (2] 11)) 4 Healing, Necrotic ®

Ranged 5; affects an immobilized target only; +15 vs. Fortitude; ;

2d8 + 7 necrotic damage, and the battle wight commander and =

all undead allies within 2 squares of it regain 10 hit points. !
Alignment Evil Languages Common 0
Skills Intimidate +18
Str 24 (+13) Dex 19 (+10) Wis 14 (+7) w
Con 22 (+12) Int 15 (+7) Cha 24 (+13) /5
Equipment plate armor, heavy shield, longsword ==
2 Battle Wights (B) Level 9 Soldier
Medium natural humanoid (undead) XP 400 each e

Initiative +7

HP 98; Bloodied 49

AC 25; Fortitude 22, Reflex 18, Will 22

Immune disease, poison; Resist 10 necrotic; Vulnerable 5 radiant

Speed 5

(® Souldraining Longsword (standard; at-will) 4 Necrotic,
Weapon
+15 vs. AC; 1d8 + 5 necrotic damage, and the target loses a
healing surge and is immobilized (save ends).

3 Soul Reaping (standard; recharge [:][{1]) 4 Healing, Necrotic
Ranged 5; affects an immobilized target only; +12 vs. Fortitude;
2d8 + 5 necrotic damage, and the battle wight regains 10 hit
points.

Senses Perception +3; darkvision

Alignment Evil Languages Common

Skills Intimidate +14

Str 20 (+9) Dex 13 (+5) Wis 9 (+3)
Con 18 (+8) Int 12 (+5) Cha 20 (+9)

Equipment plate armor, heavy shield, longsword

related to portals that lead to Sigil. The final entry
reads as follows:

“A creature called Arthani seems to be the common factor,
though she never appears in the same shape twice. Estavan
must be warned that Tradegate is the next target!”

FEATURES OF THE AREA

[llumination: Darkness.

Body: The dead body of the real Fesdin Crale. See
“Development” for details.

Cracked Ground: Any creature that enters a
square of cracked ground stops moving and falls prone.

Fountain: The fountain is actually a portal. A gate
key is required to operate the portal.

Webs: Any creature that enters a square of webs
stops moving and is immobilized (save ends).

Coffins: The coffins are used by the wights. The
battle wight commander’s coffin contains a level 12
magic item.




Encounter Level 13 (4,300 XP)

SETUP

1 lamia devourer (L)
2 mezzodemons (M)
6 cyclops guards (C)

If the adventurers take the coin they found on the
dead merchant back to the shop, they find that the
pretender who sent them into the trap has vacated
the premises. In the back room, a door opens onto a
small, empty space. Anyone carrying the coin who
opens the door activates the portal to Tradegate.

If the characters don’t have the wizard’s coin or
don’t open the door in the back room, some other
method of getting to Tradegate might be required.
Estavan has already left the town, but Nera is still
hanging out at the tavern, enjoying a short break
from her regular duties for the Consortium. She can
inform the adventurers about the portal to Tradegate
in Crale’s shop and give them a key to use it. If the
PCs ask about a way to get to Sigil, she says, “There’s a
portal to Sigil in Tradegate, of course.”

Level 13 Elite Controller

Medium fey magical beast (shapechanger) XP 1,600

Initiative +8 Senses Perception +13

Swarm's Embrace aura 1; an enemy that starts its turn in the aura
takes 10 damage.

HP 260; Bloodied 130

AC 27; Fortitude 25, Reflex 24, Will 26

Resist half damage from melee and ranged attacks; Vulnerable 10
against close and area attacks.

Saving Throws +2

Speed 6, climb 6

Action Points 1

(P Cursed Touch (standard; at-will)
+17 vs. Fortitude; 1d10 + 6 damage, and the target is dazed
(save ends).

< Devouring Swarm (standard; at-will)
Close blast 5; targets enemies only; +15 vs. Fortitude; 3d6 + 4
damage.

< Swarm Burst (standard; recharge [2:] 1))
Close burst 5; targets enemies only; +15 vs. Will; the target is
pushed 3 squares and immobilized (save ends).

Change Shape (minor; at-will) ¢ Polymorph
A lamia can alter its physical form to appear as an attractive
Medium humanoid of any race or gender (see “Change Shape,”
Monster Manual 2, page 216).

Squeezing Swarm
By altering its shape, a lamia can squeeze through small
openings as if it were a Tiny creature (see “Squeeze,” Player’s
Handbook, page 292).

Lamia Devourer (L)

Alignment Evil Languages Common, Elven

Skills Arcana +14, Bluff +16, Insight +13

Str 13 (+7) Dex 14 (+8) Wis 14 (+8)
Con 18 (+10) Int 17 (+9) Cha 21 (+11)

ARRIVING IN IRADEGATE

When the adventurers move through the portal into
Tradegate, they discover that something isn't quite
right in the usually bustling town. Read:

You step through the broken window of a deserted building
into a quiet alley. The alley opens onto a wide street that
leads south toward the town square. You notice that not
only is the alley unusually quiet, but the entire town seems
to be deserted. The only activity you immediately notice is
in the town square, where glowing lights and the crackle of
strange energy indicate that something is happening near
the arched gate in the center of the square.

Perception Check

DC 18 You spot large humanoids moving around the
arched gate, each silhouetted against the glowing lights.
DC 23 People throughout the town have slumped over
where they were standing or in the middle of some activity,
and now they lay here and there, apparently fast asleep.

Level 14 Minion

6 Cyclops Guards (C)
Large fey humanoid XP 250 each
Initiative +10 Senses Perception +15; truesight 6
HP 1; a missed attack never damages a minion.
AC 27; Fortitude 26, Reflex 23, Will 23
Speed 6
(@ Battleaxe (standard; at-will) ¢ Weapon

Reach 2; +17 vs. AC; 7 damage.
4 Evil Eye (immediate reaction, when a melee attack misses the
cyclops guard; at-will)
The cyclops guard makes a melee basic attack against the
attacker.

Alignment Unaligned Languages Elven
Str 22 (+13) Dex 16 (+10) Wis 17 (+10)
Con 20 (+12) Int 11 (+7) Cha 11 (+7)

Equipment hide armor, heavy shield, battleaxe

Level 11 Soldier
XP 600 each
Senses Perception +13; darkvision

2 Mezzodemons (M)

Medium elemental humanoid (demon)
Initiative +9
HP 113; Bloodied 56
AC 27; Fortitude 25, Reflex 22, Will 23
Resist 20 poison, 10 variable (2/encounter)
Speed 6
(D Trident (standard; at-will) + Weapon
Reach 2; +18 vs. AC; 1d8 + 5 damage.
4 Skewering Tines (standard; at-will) ¢ Weapon
Requires trident; reach 2; +18 vs. AC; 1d8 + 5 damage, ongoing 5
damage, and the target is restrained (save ends both). While the
target is restrained, the mezzodemon can't make trident attacks.
<+ Poison Breath (standard; rec e (2] [i1]) # Poison
Close blast 3; targets enemies; +16 vs. Fortitude; 2d6 + 3 poison
damage, and ongoing 5 poison damage (save ends).

Alignment Chaotic evil Languages Abyssal
Skills Intimidate +11 B

Str 20 (+10) Dex 15 (+7) Wis 16 (+8)
Con 17 (+8) Int 10 (+5) Cha 13 (+6)

Equipment trident
















Pod Demon (D)

Large elemental humanoid (demon)

Initiative +12 Senses Perception +10; darkvision

HP 176; Bloodied 88

AC 27; Fortitude 25, Reflex 27, Will 29

Resist 15 variable (2/encounter)

Saving Throws +2

Speed 8

Action Points 1

(P Slam (standard; at-will) % Poison
+20 vs. AC; 1d6 + 5 damage, and ongoing 5 poison damage
(save ends).

% Detonate Minion (minor 1/round; recharge [ [i3]) 4 Poison
Ranged 10; targets one podspawn; the podspawn explodes,
dropping to 0 hit points and dealing 1d8 + 3 poison damage to
each creature adjacent to the podspawn.

% Spew Podspawn (standard; at-will) 4 Acid
Close blast 3; +18 vs. Reflex; 2d6 + 5 acid damage.

< Generate Podspawn (standard; recharges when first bloodied)
+ Poison
Close burst 2; +18 vs. Reflex; 3d6 + 5 poison damage. Effect:

If the pod demon has fewer than four podspawn, it spawns
podspawn into unoccupied squares within the burst, bringing
its total number of minions to four.

-3% Fling Podspawn (standard; at-will) 4 Acid
Area burst 1 within 10; +18 vs. Reflex; 2d6 + 5 acid damage.

Combat Advantage
A pod demon’s attack deals 2d6 extra damage to any target
granting combat advantage to it.

Level 15 Elite Artillery

If a pod demon has fewer than four podspawn at the start of its
turn, it spawns one podspawn within 2 squares of it.

Transfer Essence (move; at-will) # Teleportation
The pod demon swaps positions with a podspawn within 10
squares of it.

Alignment Evil Languages Abyssal, Common
Str17 (+10) Dex 20 (+12) Wis 16 (+10)
Con 21 (+12) Int 12 (+8) Cha 24 (+14)

Level 15 Minion Skirmisher
Small elemental humanoid (demon)  XP 300 or 0 if encountered

4 Podspawn (P)

with pod demon
Initiative +14 Senses Perception +6; darkvision
HP 1; a missed attack never damages a minion.
AC 29; Fortitude 28, Reflex 28, Will 25
Resist The podspawn shares any resistances that its pod demon
progenitor has.
Speed 8
(@ Corroding Slime (standard; at-will) 4 Acid
+20 vs, AC: 12 acid damag_e.
Dangerous Proximity
Any enemy adjacent to a podspawn grants combat advantage to it.
Alignment Evil Languages Abyssal, Common :
Str 13 (+8) Dex 20 (+12) Wis 8 (+6)
Con 21 (+12) Int 5 (+4) Cha 15 (+9)

TACTICS

The hazard drops rocks each round on its turn. The
adventurers can eliminate this hazard by succeeding
on a skill challenge. Note that the falling rocks attack
all creatures in the affected zone, including the pod
demon and its spawn.

As soon as the pod demon realizes that intruders
have entered the chamber, it orders its minions to

1 square = 5 feet
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engage them and set up flanking situations for it to
take advantage of. Then it moves in, takes advantage
of combat advantage by employing its slam attack,
and then spends a minor action to use detonate
minion. It retreats after that to use its ranged attacks.
Every round at the start of its turn, it spawns one pod-
spawn within 2 squares of its position. When it has
two or fewer minions remaining, it uses generate pod-
spawn to create more, The pod demon is a demented
and twisted creature that fights to the death.

DEVELOPMENT

The presence of the demon causes the cavefire mush-
rooms to grow sick and die. As soon as the PCs defeat
the demon, the mushrooms begin to improve.

The body belongs to the cultist who accompanied
the demon and set up the falling rocks hazard. After
he completed his ritual, the pod demon killed him.

A DC 16 Perception check allows the adventurers
to discover 500 gp and a note that shows the location
of a Planar Trade Consortium warehouse in Sigil’s \
Market Ward.

FEATURES OF THE ARFA

INlumination: Dim light. The gloom of the
Shadowfell mutes light sources used in this area,
reducing the radius illuminated by 50 percent. For ﬂ
example, a torch illuminates 2 squares instead of 5.
Magical light sources are unaffected.

Mushroom Patch: These patches of faintly glow-
ing mushrooms are difficult terrain.

Pool: The pool of water is 3 feet deep.
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Encounter Level 15 (6,300 XP)

SETUP

Tarvas Demoncaller (T)

1 needle demon (N)

2 vrock swordwings (V)

2 immolith deathragers (D)

The adventurers return to Sigil on the day of the
Festival of Doors. The celebration is set to kick off at
nightfall, in just a few hours, but a grand soiree seems
to be the furthest thing from the minds of the citi-
zens. Read:

The streets of Sigil appear to be on the verge of chaos and
violence. Angry protestors fill the Market Ward, exchang-
ing nasty words with merchants and each other as tempers
grow exceedingly thin. More dabus than usual float in
plain view, and even these mysterious creatures seem to

be nervous and on edge. “Where's our cavefire wine?” one
protestor calls out. Another shouts, “I heard that all ship-
ments have stopped. How will we survive without food and
water?” A rock occasionally sails out of the crowd to nar-
rowly miss a merchant’s head.

ENCOUNTER D5: THE WAREHOUSE

In SIGIL

Here are some things the adventurers might want to
do upon returning to the City of Doors.

Seek Out Estavan: The adventurers can find
Estavan in his office in the Clerk’s Ward. He appears
more agitated than when last they met, and he leaps
up and starts asking questions as soon as they enter
the office. He wants to know what they've found out,
because he feels more and more certain that some-
thing bad is about to happen. If they didn't find the
clue about the warehouse, Estavan tells them that he
has been out of contact with the manager of the place
and he is overdue for a report from that location. He
asks them to go check it out for him while he explores
a few last leads. If they did find the clue and mention
it, Estavan asks them to go ahead and see what's going
on there. “Hurry,” he implores them. * I believe that
Sigil and the multiverse have no time remaining for
us to waste.”

Look for Tarvas Demoncaller: The adventurers
might decide to go back to The House of Song and
seek out Tarvas. A DC 23 Streetwise check points the
adventurers toward a warehouse in the Market Ward.
“Strange things have been happening all over the

b suare = 5, feet




city,” one local tells them, “but the weirdness appears
to be centered on that building.”

Level 15 Controller (Leader)
XP 1,200

Tarvas Demoncaller (T)

Medium natural humanoid, human

Initiative +9 Senses Perception +12; darkvision

Demonic Command aura sight; demons in the aura gain a +1
bonus to attack rolls and a +2 bonus to damage rolls.

HP 140; Bloodied 70; see also demon link

AC 29; Fortitude 24, Reflex 27, Will 28

Speed 6

(D Quarterstaff (standard; at-will) ¢ Weapon
+20 vs. AC; 1d8 + 6 damage.

| Touch of the Demon (standard, usable only while bloodied;
at-will)
+20 vs. AC; 2d8 + 6 damage.

¥ Elemental Bolt (standard; at-will) 4 Fire, Lightning
Ranged 5; +18 vs. Reflex; 1d8 +6 fire and lightning damage.

-3% Explosive Summoning (standard; at-will)
Area burst 1 within 10; Tarvas summons a small demon that
appears in a square adjacent to him and then moves up to 10
squares and explodes; +17 vs. Reflex; 1d10 + 6 damage, and the
target is slowed (save ends).

<% Demonic Wrath (standard; recharge [i))
Area burst 1 within 20; +17 vs. Reflex; 4d8 + 5 damage, and the
target takes ongoing 5 damage (save ends).

Demon Link (miner; at-will) # Healing
Tarvas can transfer up to 22 damage he has taken to a demon
within 5 squares of him. He cannot transfer more hit points
than the demon has remaining.

Alignment Chaotic evil Languages Abyssal, Common

Skills Arcana +16, Insight +17, Intimidate +17, Stealth +14

Str 12 (+8) Dex 15 (+9) Wis 21 (+12)

Con 12 (+8) Int 18 (+11) Cha 20(+12)

Equipment robes, quarterstaff

Level 14 Skirmisher

2 Vrock Swordwings (V)

Large elemental humanoid (demon) XP 1,000 each

Initiative +13 Senses Perception +14; darkvision

HP 140; Bloodied 70; see also spores of madness

AC 28; Fortitude 26, Reflex 24, Will 24

Resist 10 variable (2/encounter)

Speed 6, fly 8; see also flyby attack

(@) Falchion (standard; at-will) + Weapon
Reach 2; +19 vs. AC; 2d8 + 7 damage.

} Flyby Attack (standard; at-will)
The vrock flies up to 8 squares and makes one falchion attack
at any point during that movement. The vrock doesn’t provoke
opportunity attacks when moving away from the target of the
attack.

< Frightful Screech (standard; recharge [i))
Close burst 3; deafened creatures are immune; +18 vs. Will; the
target is pushed 3 squares and immobilized until the end of the
vrock’s next turn.

< Spores of Madness (free, when first bloodied; encounter) 4

Poison

Close burst 2: demons are immune; +17 vs. Will; 1d10 + 5

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

Alignment Chaotic evil Languages Abyssal
Skills Bluff +16, Insight +14 _
Str 23 (+13) Dex 19 (+11) Wis 15 (+9)
Con 20 (+12) Int 12 (+8) Cha 19 (+11)
| am= T -

THE WAREHOUSE

This large building is one of many used by the Planar <
Trade Consortium to store goods before they are
loaded on caravans or distributed to the markets in
Sigil. This particular location has been comman-
deered by Tarvas Demoncaller, chosen because he
seeks revenge against the Planar Trade Consortium
for some real or imagined slight. He hopes that by
disrupting trade into Sigil, he can cast doubt upon the
Consortium’s ability to provide for the city. Cutting
off the flow of goods, he hopes, will lead to a level of
panic and rioting that would be enough to send the
Lady of Pain on a rampage and result in the banish-
ment or even the destruction of the Consortium.

Level 15 Brute
XP 1,200 each

2 Immolith Deathragers (D)

Large elemental magical beast

(demon, fire, undead)

Initiative +11 Senses Perception +9

Flaming Aura (Fire) aura 1; any creature that enters or starts its
turn in the aura takes 10 fire damage.

HP 185; Bloodied 92

AC 27; Fortitude 30, Reflex 27, Will 28

Immune disease, fire, poison; Resist 15 variable (2/encounter);
Vulnerable 10 radiant

Speed 6

@ Claw (standard; at-will) # Fire
Reach 4; +18 vs. AG; 3d6 + 6 fire damage, and ongoing 10 fire
damage (save ends).

% Deathrage (free; when first bloodied and again when reduced
to 0 hit points) 4 Fire
Close burst 4; +17 vs. AC; 3d10 + 6 fire damage.

Alignment Chaotic evil Languages Abyssal

Str 25 (+14) Dex 18 (+11) Wis 15 (+9)

Con 25 (+14) Int 9 (+6) Cha 20 (+12)

Needle Demon (N)

Level 12 Controller
XP 700

Medium elemental humanoid (demon)

Initiative +10

HP 123; Bloodied 61

AC 26; Fortitude 23, Reflex 23, Will 25

Resist 15 variable (2/encounter)

Speed 6

(D Claw (standard; at-will)
+17 vs. AG; 2d6 + 5 damage.

4 Claws of Betrayal (standard; requires combat advantage against
each target; at-will)
The needle demon makes two claw attacks. If both attacks
hit the same target, the target takes ongoing 10 damage (save
ends).

4§ Tail Whip (immediate reaction, when an enemy moves into a
square adjacent to the needle demon; at-will )
+17 vs. AG; 1d6 + 2 damage.

< Rage of the Betrayed (standard; recharge i) ¢ Charm
Close blast 5; targets enemies; +16 vs. Will; the target is
dominated (save ends).

Alignment Chaotic evil Languages Abyssal

Skills Bluff +17, Insight +14, Intimidate +17

Str 16 (+9) Dex 19 (+10) Wis 17 (+9)

Con 19 (+10) Int 14 (+8) Cha 22 (+12)

Senses Perception +9; darkvision

This encounter concludes on the next page.
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