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AN ADVENTURE FOR 2"°-LEVEL CHARACTERS
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In Treasure of Talen Pess™, the player characiers explore
an ancient mountain garrison in search of a jade chalice
reeputed to be woril a small fortune. But the path to
the jade chalice isn't easy. A dragon and its kobold
minions have taken up residence in the garcison, and
some undead soldiers from long ago still haunt its halls
as welll

Mor are the PCs the only ones secking the jade chalice.
A hand of ore mercenaries known as the Nightlists are
after the chalice . . . amd they areived ot the dunpeon only
miinmles belore the PCs,

Treasure of Talon Pas is designed to take 2nd-level
characters to 3ed level, It is full of Bamiliar features of the
Dunceons & Dmacons™ game, including traps, tricky
kobolds, an evil wizard, and of course, a dragon.

There's also plenty of room for a DM to akter and expand
Treasure of Tulen Pass to Fitinto an ongoing campaign.

BACKGROUND

Treasure hunters actoss the region have long sought a
picee of jewelry known simply as the Jade Chalice. The
chalice i the missing part of a finely carved set that many
lscal lords woarld pay handsomely to be able to display on
thir mante] in their grand hall,

Recently, information has surfaced indicating that the
chalice was last seen centuries ago in the Tower of Talon
Pass. once & stronghold of an ancient human empire. In s
hevday, it housed soldiers puarding the neacdsy mountain
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pass. Bt barbarians sacked it shortly before the empire
fell, and today.only shards ol brick remain to hing at its
former glory.

Howewer, set into a cliff near o waterfall on the edpe
of the mesdow, a stone stairway leads downward into
the stronghold’s basement. Abont six months ago. a black
dragon named Skatharilarn found the subterrancan
seection and decided that it wonld make a comiorzabde
lair —even it was higher in the mountains than hlack
dragons usually live. Arriving with 2 train of kobold ser
vanis and a mercenary hiuman mage, Skatharilarn cleared
ot most of the dungeon, leaving only a few undead sol-
dhiers wmdisturbed {and a few secrel passageways be hasn’
discovered yeth

When the adventure begins, the PCs have just arrived
in Talon Pass and discovered the entrance to the tower's
hasement. The Nighefist orc mercenaries. following the
same information, arcived Jess than an hour carller, Mow
thev're pinned down in room 3, petting ready to make
anciher assault on the kobaldds o poasm 4.

ADVENTURE HOOKS

Any adventure hook that gets the PCs to the dungeon
erirance and chies them in to the presence of the Nightfist
orcs will work. For examiphe
# The PCs come across the aftcrmath of a battle betwern
the Nightfist orcs and a caravan heading up the rowd
to Tabon Pass. The sole survivor from the caravan tells
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them the story of the Jade Chalice before expiring in
classic pulp fashion,

+ A local lord hires the PCs to retrieve the Jade Chalice,
warning them that o rival bord has hired ore mercenar-
ies Lo snatch i fivst.

#+ The ghost of the jade carver who made the chalice
appears to the PCs ina dream. telling them to retrieve
the Jade Chalice, warning ol dire consequences il the
wres et their hands on i

Lewel 2 Major Quest: If the PCs successfully recover
the Jide Chalice rom Hareel Vaar, award cach character
an extra 125 X

[fthe POy seere hired o recover the chalice, their
cmplover pays them 260 gp for fts return, Otherwise, they
can sell it for that price, or pechaps hold soto it . which
youk can encotrape them to do if vou want it to become a
.ﬂ\:igniﬁl.'.'n:ll! ibemm i youEr CimpRagn.

MINOR CHARACTER HOOKS

In addition te implementing one of the adventure hooks

listed above, comsider wsing cither or both ol the miner

character hooks below, Adding o personal investment to

an adventure makes it more meaningiul for the charac

ters, and can deasw their attention more efeotively than

any monetary reward,

+ An aminons vision has sppeared to many servamts of a
deity affiliated with one of the characters in the party.
In this vision, undead beings beseath Talon Pass, lomg
forgotten to the world, have recently beon svakened.

Level 2 Minor Quest: I e PCs defear all the

undead creatures in rooms 2 and 9, pward eack PO an
extra 25 XL

+ An evil mage named Hareel Vaar is wanted in connec
tion with several thefis over the past few months. Oaoe
of the PCs has aceepted a commission to ot this man
down and returmn him, alive, to civilization.

Level 2 Minor Quest: IF the PCs return Haree]

Vaar to any fown or city withot killing him, award
cach PO an exiea 25 XP

GETTING READY TO PLAY

Other than spending a litthe time looking at the monster
and trap stat blocks, and reviewing the maps on the inside
covers of this baoklet you don't need any special prepara
tlon before running Treasme of Talon Pas.

IT yoar're using Treasure of Talon Pass as a stand-alone
adventure, you can give the plavers the charscier sheets in
the back of this booklet. Each two-page sheet describes a
pregenerated 2nddevel character.

If pou're using Teeasure of Talon Pass 1o start o new cam
paign, tell the players o make 2ad-level characters. They
can have any reasonahle amount of ordinary equipment,
phes one Bred-leve] magic e and ome Dat-level magic em
per character. Each character also has 20 gp in cash,

Treasure of Talen Pass employs the “parcel™ technigue
of treazure distribution deseribed i the Pungeon Masier's
Cruide®, You'll need nine treasure parcels in addition
to the Jade Chalice, which is an art item worth 260 gp.
You can wse the fist of parcels below, or yoo can create
your own using the rules in Chapter 7 of the Dungeon
Mazters Guide,

I yvou've using the “wish lst” suggestion in the Durgeon
Mester's Cadde, vou can assign magic items hased on those
lists. Mherwise, select magic wems feom the Plavers Hand-
ook appropriate for vour characters and the adventure,

Parced 1: Maghc item, level &

Pareed 2: Magic item, bevel 5

Parced 3: Magic item, level 4

Parcel & Talow amulet (new magic fem; soe page 240)
Pereed 5: Towves DOHD g peeinas + S0 g

Pareel o Town potions of healing + ¥0 gp

Parcel 72 150 pp+ 200 sp

Parcel B: Potion of healing + 40 gp

Parcel 9: 30 gp + 300 sp

Omce vou've assigned maghe ftems, apporton the treasure
parcels o ronms as given bebow:

Rapan 5: O puireel

Bavom f; Tawe parcels

Room &: Theee parcels

Boom 9: Twn parcels

Rovm 11: The Jade Chalice and one other pareel

Room SUMMARIES

Lo the encounters on the following pages for maore
detailed deseriptions of each roomeand i inhabitants.

1. Entry: This chamber is cropdy, but holds pedendial
whues for e PO

2. Infirmary: This room holds several nodead rem
nars ol the dungeon’s fermer inhalsdtands.

3. Prison Chamber: Most of the surviving orc merce
naries are here, readving o attack the kebolds in poom 4.

4. Pillared Hall: The kobolds have pinned down a bone
arc in this room.

5. Sacrifice Chamber: This secret rosm bolds o trap,
aswell as o shalt leading down o room &,

6. Kobold Sanctuary: The kobold leaders lair bere,
punrding the stairs down foroom 7,

7. Statue Koom: This veom bolds a nest of spiretop
drakes and twe puardian constrocis

§. Dragon’s Lair: The leader of the dungeon’s current
denizens lives in this natural cavern,

4. (iTicer Quarters: Theee more undead lair bere,
Iving in wait for living prey.

10. Hall of Champions: This antechamber i guarded
by an imp and three iron defenders,

11. Test of Valor: The linal chamber of the dungeon

Tholds & small glodintor pit, overseen by ihe cruel mage

Hareel Yaar.,



' ROOM I: ENTRY

SETUP

This room docsn't have monsters.

When the PCs first deseend the stairs, read

Thds stone chamber has an intect st of double doors i the east wall
and a set of dneble deors hanging precarioushy from @ single hinge an
the weest waell. Theres a weird mix of stone and jagged metal debris in
the southrwest cormer.

TACTICS

There’s nothing to fight here, but the PCs can gain some
clues that will help them in later rooms. It's also pos
sible that the PCs will retreat here if the hattle in room 3
doesnt go their way,

This room i also a good place o estabdish the common
picces of “dungeon dressing” that the PCs will be dealing
with throughout the adventure, See the Common Dun-
geon Elements section below.

FEATURES OF THE AREA

HMlumination: Mone, other than what the PCs bring
with the.

Western Doors: You don't bave to be a forensic geoius
tir realize that someone bosted these doors open from
inside this room. They're hanging outward, so the damage
was done hy someone trying to ged oot el roan 1. oot [nto
it A character who makes a TN 15 Perception check
notices that the splintering on the doors is lresh—someone
hroke these doors down less than an bour ago,

Eastern Doors: These ironbound wooden doors are
il intact. Judging from the darkness visible at the bottom
crack of the door, there's nothing illuminating the room
heyond. And no sound either. In crude Diraconic chiar
acters, painted across the door in red, is a single word:
“Don't.” {(The kobolds want to make sure they don't wind
ip Fighting the undead )

Wreckage: The rubble in the soatfowest corner con
sists of two of the spinning blades phllars found in room
5except the kebolds “disabled” these pillars when they
arrived, IFPCs spesud time sifting through the wreckage,
they learn the following:

+ Many of the stome pieces have a gently carved, curved
surface.

+ The metal parts appear to be some sort of hinged amd
jinited armature,

# There are pieces of 2 metal blade amid the wreckage.

If the PCs examine the wreckage, they gain bonuses when
they have to deal with the intact spinning blades trap in
I TOooM S,

- - T

e square = 5 feel

CommonN DUNGEON ELEMENTS
The fllowing elements are present in room 1 ami
throughout the dungeon, nnless otherwise noted.

Floor: The floors are flagstone tiles—a mix of 1-foot
sepurre stones and 1-fooe-by 2-foot rectangles.

Walls: The walls are masoney facing with a mix of
dlirt and stone behind them. Unless otherwise noted, it
requires a DG 20 Athletics cheek to-climb a wall,

Ceiling: All ceilings are 15 feet high, with stone bt
tresses supporting wooden planks. In a few places on the
upper level, the planks have rotted away, revealing a mix
of dirt and stone above.

[haors: The iron-bound wooden doors reguine a IMC 18
Strength check o force open. They are hinged to swing in
hath directions.

Stalrs: They're all seep enough to constituts diifficuli
terrain whien oy g .

Amblent Sound: The waterlall sutside the entrance
can be heard s dull nokse throughout the dusgeon,
although its loud enough in room 1 that PCs will have to
speak cleardy to be heard.

Moisture and Temperature: Enowgh mist from the
waterfall hlows in that the upper rooms (1 through b} feel
damp and have occasional patches of condensation on the
walls and floor, The downstairs i notloeably drier, excega
for rooem &, which has its own water soarce. All the rooms
are a little chilly-about 50 degrees Fahrenheit.,




Encounter Level 2 (660 XP)

SETUP

The undead here. once soldiers wounded in battle, wait for
further orders that will never come. They do not leave the
infirmary willingly bot will defend it oo the death—stricely
interpreting the last orders given them.

This epconnicr inchides the following creatures,

2 deathlock wights (1))

10 pack zombies ()

Unless the characters loudly converse or make other obei
oars nese, all monsters are distracted at the start of the
encounter. The pack mombies have a passive Percepdion
seore of I, and the wights have a passive Perceplion score

of 11.

If the Cs first open the door from room 1, read:
Eemmants af wood-ard-ramvaes frameworks are seartered across the
flogr. The chamber continues to the east, turming south heyond your
sight line. There's alse o dowmward stairwry in the southern wall,

When all PCxs are in the room, or when a brave PC
walks more than 20 feet into the room, read:

The door closes and locks of its own velition. And you kedr shuffling
footsteps coming from che southeast, Lots of Anffling footsteps

If the PCs first open the secret door from room 3,
resanel:

Two corpselibe creatures stand of attertion next to a figh table in the
center of the room. Two stiairways in the sastern wall leod upward,
and a door &5 set in the morthern wall,

Level 4 Comtroller
X175 each

Senses Perception +1: darkwision

1 Deathleck Wights

Mediwm natwral hamanald (urdesd )

Insigiative +4
HP 54; Bloodied 17
AC 18; Fortitwde 15, Reflex 16, Will 17
Immune disesse, poisonc Resist 10 necrotic: Yulnerable 5 radiant
Speed & . i
(%) Claw Istandard: at-will) + Necratic

ik s, AL 1db necrotic damage, and the target loses 1 healing

SRR,

¥ Grave Bolt (standied; atwill] + Necrotic
Ranged 20; +6 vs, Rellex; 1db + 4 necrotic damage, and the
Larget is imnenobilaed (e ends),

¥ Boankmate [mines encounte + Healing, Necrotic
Fr.angnd 10 affeces a descroyed undead creamure of a level no
higher than the dearhlock wight's level + 3; the target stands as
a frew action with a number of hit points egual o one-half =
hloodied valise. This posser does nod affect minbons.

<= Horrific Visage (standard; recharge 22 2] 28 | + Fear
Clese blast 5; +7 v WilL; 146 damage., and the target i pushed 3
SOUIAres.

Alignment Bl Languages Common

Skills Arcana +10, Religion <10 "

Str 10 (=2} Drex 14 {+4) Wis 9 [+1)

Can T4 {4} bt 1B GRSY Cha 18 (+6]

10 Pack Fombies Level 2 Minkon

aruEad aniemate (undead) ¥P 31 each

Fitiative + 4 Senses Perception +0; darkvision

HF 1; & miissied atnack never damages a minion.

AC 14; Fartitude 14, Reflex 10, WA 11

Immuorne disease, paisan

Spird 4

1) Slam {srandard; azwill)
+F s, ﬁﬁ;ddamagr.

Fack Attack y ;
3 pack rombic gains a +3 bonos oo its attack rof of it is adjacent to
at beast one ather pack zombée.

(¥ Lurching Sacrifice (immediate intermupt: encounter]

This posser trigpers automatically when a nonminion ally adjacent
to a pack zombie is hit by a melee attack. The pack zomébie is
destroyed, and the damage dealt to the ally is reduced by 5.

Alignment Unaligned Languages —

Str 14 {+3) Ehex (-1} Wis 8 (+0)

Conm T04{+1F Int 11-4 Cha 3 -3}



TACTICS

The pack zombies rush the 'Cs en masse
from the east. They tey to surround one
or maore PUs, cutting thesn of T from any
connrades still outside the door and fore
ing them down the stairs toward the
bover chambser,

Cigs thesir First turen, e deathlock
wights mewve to the two doors separating
the southern ares from the northern sec-
tion. One opens the door into the area
occupied by the TCs and uses korrific
visage, then graove balr,

The other deathlock wight waits for
a round after opening the donble doors,
then procecds quietly down the wide
hallway to artack the characters from
behiind. If antacked in melee, this wight
unleashes korrific visage, then fees back
Lo il comrde.

If the MCs come throngh the secret
dewor Fromm rooan 3, then the swights split
up and run for the teo doors during their
first turm amd the sombics come from the
castern stalrways during round 2.

Thez desthlock wights can’t use their
reanimation power on the pack sombics,
bart they can {and do) use it on each other.

FEATURES OF THE AREA

Mumination: None, other than what the PCs bring
with them.

Floor Debris: The wreckage on the floor is composed
of smashed cots once vsed when this was a bospital Lo
war wionnmded.

Door Lock: A 1M 15 Thievery check is sulicient b
npeen the northers door, 25 §s o THC 20 Strengeh check,

Becret Door: A 1M 22 Perception check i sulTicient o
nesticr this door hidden in tle stonework. T leads to room
3, and both seeret doors are obwvious froom within the hall-
wiay hetwoen them.

1 SqUATE =5 feet
¥ | - ”

PACK ZOMBIE
In rare cases, rombies who lived highly regimented Hves—
such as former soldiers—retain a tiny westige of that training
in undeath. These so-called pack rombies are more deadly
than normal zombie minions, though just as easy to
destron

Pack Zomsie TAcTics

Pack zombies attack as a group, gaining the bonus from pack
attack. They fight to the death, usually under the command
of some more powerful creature.

Pack ZomBie 1L.ORE
A chamcter knows the following information with a suc-
cessful Relipion check

DC 15: Pack rombies retain a vestipe of the combat
training and teanmwork they possessed in life, typically as
soldiers or mercenaries.

DC 20: Whether returned from death by foul ritual or
sheer force of evil willpower, pack zombies defend their
maslers even at the cost of their own existence.

INFIRMARY

ROomM 2
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ROOM 3: PRISON CHAMBER

Encounter Level 2 (777 XP)

SETUP
The ore drudges are gathered near the southern entrance,

with Hrimmobhl in the meidelle of the rooen amd the wolves
near the north. Hrimohl waits for the other orcs to ban
dage themselves before he pushes into the room again.

This encounter inchides the following creptures,

1 ore berserker ()

2 oray wonbves (W)

& orc drudges (1Y)

Unless the PUs loudly converse or make other obvi

ous noise, all monsters are distracted at the start of the
crncounber. The ore drwdees have o passive Perception
score of 10, and Hrimohl has o passive Perception score
afl 12,

If the PCx roond the corner from room 1, resd-
Bevond the corridor vou see @ barge. forchiit room with risty shackles
hanging from the stome walls, Ten wobes and o pile of dead ore bodies
are near the northern antrance, and you can wurke out @ couple of arcs
o thee far, southern end of the ropm. But the kmy shadows cast by the
torchedigher Rt that theere are move—perfaps a half dozen o s0.

If the PCs first open the secret door trom reom 2,
read:

A ore with a greatae says, "And kurry up with the barndages!” then
startsat the smimd gf the secrer door creaking apen. The tarchlit room
before you Ras shackles o thee walls, Walls sereen the northern and
sonthern areas of the romm from pour view

Lavel 4 Minion
Madivm nageral hamanald XP 44 each
Iritiaive +0 Lenses Perceprion +0; lowe-light wision

HP 1; a missed attack never damages a minion.

AC 16; Faninwde 15, Reflex T2, WH>I 12

Speed B while :h.'l:rglng'l

& Ore Drudges

Chubi (standard; acwilly + Weapan

+iws AC S damape.
Alignment Chactic el Languapes Common, Giant
Str 16 (=3) D B0 405 Wis 10 {+0}
Con 14{=2} Int 8 (-11- Cha 3 -T)

Equipment hide armos, club

Hrimohl, Orc Barsarkar Level 4 Brute
Medium natural bumamaid XP 175
Initiacive +3 Senses Pescoption +1; lowlight vision
HP 66 Bloodied 13: see aloo warrior's songe
AC15; Fortftude 17, Reflex 13, WAL 12
Speed G (8 while charging)
(1) Greataxe (standard; at-will) + Weapon

PR owm, ACC Td 12 4 5 damage fcric 1dTX + T7L
£ Warrinr's hgnhuhﬂ-ﬂ..lmﬂ:hnirwlﬂ: ]:hﬂEed'l"enl:ﬁmhﬂ:‘p

A+ Healing, Weapon
The ore bemserker makes 2 meles baxic attack and regaine 16 hit

xS,
Aligrament Chaotic il Languapes Common, Giant
Skills Endurines 10 Intimidane ©6
Ste 2047 D 13 (+3) Wis 10 (+7]
Con 16 (+5] bt 3 (<15 Cha 9 {+1)
Equipment keather anmar, greatas

Level 2 Skirmishar
Medium natural beast XP 135 each
Imitiatinee +5 Senses Perception 7 loa-light vision
HP 15 Bloodied 14
AL 16; Fortitande 14, Refles 14, Wil 13
Speed 4
() Bave (stanchard: s will)
=T ws AL (dt = ] damage, or 2d6 + ] damape againsg a prone

III'EP'I_

1 Gray Wolves

I tha gray sl hare comnbat aduanugr ayming thu Laigut, tie
targed is abio knocked prone an 2 hiz.

Alignment Unaligned Lanpuages -

Ser 13 (+2) Diex 14 (43} Wis 13 <2}
Con 1443} Ime2{-3)Cha 10(+1)
TACTICS

The ore drudges immediately charge imio the fray, getting
imtn medee combat with as many PCs ax possible,

Hrimeiahl and the wolves manewver to the skde or rear of
the group, looking for flanking opportonities, The wolves
work together to knock a PC prone.

Hrimohl and the wolves fight until slain, |_'|-1t|r thie ore
druwdges Mee out of the dungeon i Hrimohl dics and the
PCs putnumber the remaining drudges,



FEATURES OF THE
ARFEA

Mumination: The ores have dropped
torches near the noethern entrance, in
the mukddle of the room, and near the
sourthern enlrance.

Secret Door: A TH 22 Pereeplion
cheeck s sulficient to notbee this door
hidden in the stonework. It leads o the
cunken chamber in room 2, and both
secret doars are ohyviouas from within e
halbway between them.

Shackles: These are badly rusted and
wouldn't keep anyone prisoner lor long,
They have slots for pacdlocks, ot oo Jocks
wre present.

Corpses: The piles of kobseld and o
badies at the north and south ends of the
roststmy oot @y dilficull tereain.

LY

FRISONM CHAMBER

ROOM 3




R{}GM 4; ‘PILLA‘REE HALL

Encounter Level 1 (550 XP)

SETUP

e of the ores Faibed 10 retrea and sow crouches north
of the center pillar. He's effectively a noncombatant
{although he will fight if pressed) and isot worth experi
LT Points,

The kobold slingers are spaced out along the ledge, and
the kobold dragonshiclds are in the castern chamber,

This encounier inclmdes the following creatures.

1 ore berserker (03

3 kobold slingers (5)

2 kobold draponshiclds (1)

Mhe slingers have a passive Perception score of 17, and the
deagonshields have a passive Perception score of 12,

When the PCs reach the northwest doorway, read:
Kbalds stand atop a 10t ledge on the southern wall, whirling
slirtgs ard staring morthwand. Pressed againet the northern edge of o
centtral pillar is a bleeding orc trying to wrotd the sling stones, There’s
ariotheer exil in the noriheast pert of the roon, and wp on the ladge, o
turmacl heads south,

3 Kobold Slingers

Lavel 1 Artillery
Small natural hemanoid XP 100 exch
Inbtlative +3 Senses Perception = |; dariovision

HP 14; Bloodied 12

AC 13; Fortitmde 12, Reflex 14, WHll 12: see also trap sense

Speed 6
() Dagger {standard: a2 will) # Weapan

+5owns AC Tdd 4 3 damage.

% Sling Istandard: st will) # Weapon

Fanged 10/20; t6 v=. AL 1db 1 3 damage: see alio speciol shod:
The kabaold slinger can fire special ammunition am its sling,
Each of these slingers cornies 1 round of cach type of spegial
shind, desseribied bebow, A spevial shoe attack chat hics deals nanmal
damape and hors an additivnal effect depending cn its tepe:
Stinkpod: The target takes & -2 penalty o attack ralls [sine emdsp

Firepot (Firek The targes takes onpoing § e daenage (save end),

Gluept: The target is fmamolined (o ends)

Shifty (minses agwill)

The kobold shilts 1 square.
Trap Senze

The kalwalid y:lu a4+t hnn-ﬂ sl defermes apaineL Lraps.
Alijpnment Ful Comman, Dracenic -
Shills Acrohatics +8, Sl:ith +-'.IH,':|'E|1:¢|5-:|.-+1EI
Ser -1} Dex 17 (+3) Wi 12 (+1)
Con 12 {+1) It 9 (-] Cha 1040

Equipmendt keathes armaor. dagges, deng wath 20 ballets and 3 rounds
at speciad shat (see sbove)

1 Kobold Dragonshields Lewel 2 Soldior
Small narueal humamaid XP 125 each
Initiative 4 Senmses Perception +2; darksision
HP 36 Bloodied 15
AL 15; Fortitade 14, Reflex 13, Will 13; see aliootrop sense
Retist 5 acid
Sped &
Short Swoed [srandard: stwill) + Weapon
=T wm AL 1l + 3 damage, anel the target i marked ungil the end
of the: kb ﬁjgﬂr‘nhiﬂd'ﬁ. il fLTH,
Dragonshiebd Tactics (immidiate raction, when an adjacent enemy
shifts maey or an eneny e adfacent; at-will)
The kabold draporshield shifis 1 sguare.
Hni:.ﬂ.thui' ]
The kabaold dng«umlm:ld Fains-a +1 bonus mo arrack rolls per
kohold afly adjacent 1o the farget.
Shifiy iminon at-will)
Thee knbald shifts 1 square.

(e kabeald gaire a +F bona to 2l defenees apainss traps.
AlignmentBvil  Lengueages Camman, Draconic
Skills. Asrabatics +5, Saealth +F, Thievery +7
Str 4 1) Dwex 13 (+2} Wis 12 (1]
Can 12 () bt 9 (10} Cha 10{+1)
Eq_HEFH“ srale arm, hl.'.il.':,l shiield, alsart swesaed

Orc Berserker

Lovel 4 Brute

Medium natural humanoid ¥FP O [noncombatand)
Initiative + 3 Senmes Perception 41 kove-fight wision
Carrend HP 10

HF biy; Bloodied 33; soe ali worrior S surge
AL 15 Foctipade 17, Reflex 13, Wil 12
Sputiedd 41 (8 while charping)
(D) Graataee isandard, atwdll) + Wieapaon
8w AL 1412 + Edmagxu’-‘i‘r 1412 + 115
+Warriar's Surge istandand. isable coly while bloodied, encomue)
# Healing. Weapan
The arc berserker makes a meles hasic amack and regains 14 his
puints.

Mﬁm-l-]ﬂ,{mhi&nm
SerI0fT) Dex 13143} w_kmtm
Con 16 (+5) Int E{+1) Cha 31+1)

Equipment leather armos, greataxe

TACTICS

The kobalds stay on the ledge and use their slings, shoa-
'|:|:|g it w:trning 2% soom as the PCx iEppear. Em-h carries
three special shots of amminition (one of cach type) and
they prefer fouse these only against foes that do not have
COYVCE.

I dragomshields spend thedr ficst turn opening the
door from the eastern chamber and moving down the
hallway.

The dragonshicbds fight woril slain. I the dreponshicebds
bosth Fall, any remaining slingers fee o room G,



ROOM 4: PILLARED HALL

F‘EATLIR'EE OF THF AR‘EA cormer enablbes the kobolds v elimb up to the ledge that

ruuns along two sides of this chamber and across the sonth

Mumination: There is a torch in a wall sconce on the : :
ern edpe of the area that comtaing the pllars.

eastern side of cach colummn,

Ledge: The ledge is 10 feet off the ground. It takes a 1
20 Athleties check and 4 squares of movement to get up
on the ledge, )

Broken Column: The casternmost colimn
has collapsed and Fes in rubble oo dee floor {dil
ficult terrain). The celling saps somewhat bt
reimalns sturdy,

Secred Door: [ akes a D0 25
Pereeption check tospot this
thsar hickden in the wall
neasonry. It leads to room 5.

{re Berserker: His
statistics are identical to
Firimmeoh ] (the ore present in room 3} except that
Bsie has only 10 hit points lefi. He's just trying Lo
gt ont alive and will fTee through the northwest
hallway as soon as the passage looks clear. He
.-'. will attack i cornered. and will wse his warriors
= aurge if possible to regain hit points, but he's
= nnt worth any XP if e is engaged and defeated

before e can flee,

. EASTERN CHAMBER
[his room has piles of furs, a smoldering cook fire, and
2 simple kitchen equipmend, It's the primary living area
o fowr the kedsolds. The ladder in the southeast
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Encounter Level 1 (500 XP)

SETUP

There are no monsters in this room, just a trrapoand a weird
meagical effect.

This encounter includes the follewing obstacke.

1 spinning bladc pillar trap

When the PCs emerge from the corridor, read:

There’s an phvirus pir near the middle of this room. o simple stone
altar alony the narth wall, and twe glowing, gless coffing prappad
upright in the nortfovest and nertheost cormers. Brigtidy glowing mist

owirls inside each coffin
Spinning Blade Pillar Elite Lavel 5 Obstacle
Trap P 400
Blades rize put of Fidden compartments and spin wildhe aoress the
chamir,

Traps A spinning blade: pillar rives from the foor and spins like 2
o, maving its speed ina mndom direction and then atacking
in cach round. Towon't move ower the pit or owt of the rocen,
Spacial: F the characters exarmined the wreckage in room 1,
they gaina +7 bomes on all skill checks relaved v this trap.
\ # 0 17: The character notices trigpes plates around the
chamber
# [ 17 The character notices the hidden control panel
concealed along the wall. immediately norh of the entance.

Imitiative + Speed 1

When a character mowes inte & trigger square, the pillar rises
up fram the floor in the center of those four squanes, and
then blades spring sut and amsck.
v Attack
3 Standard Action Clase hurst 1
Targets: Each crepture in burst
Antacks + 140 v, AC twn attacks per tarpet
Hit: 3d8+3 damage
IF the spinmang blade pillar moves into a Large or smaller
charscter’s space, it pushes that character 1 square and

e

knacks the character prons,
l Countermeasunes
. + Llp to two characters can engape in a skill challenge wo
/ deactivate the control panel [ 22 Thievery. Complexity
% (8 sucoesses hefore 4 failures) Sucoes disables the rap,

Failire cavmes the spinning blade to act pwice in the roumsd
imake a second initiative roll for the trapl

“# Charcters can attack the spinning blasde pillas (87 18,
other defenses 15; bp 110; resist 5 all} or the contrel paned
(AL Th, other defemses 13; hp T0; resist 5 all), Dostroying
sither disables the entine trap.

EEATURES OF THE AREA
Nlvmination: The ghawving coffins brightly illumisate
everything in this tostn.

Shafi: & 30 foot-deep vertical shall connects his roon
i rooan &, opening above the pool. Anyone Lalling from
above takes 2d 10 domiage (the wider coshioss the 0D a bitl

Altar: Aogp a small shreine (not depicted on the map)
lies the treasure noted below-the st offering anvone
mude Before thic lortress fell

Coffins: Any damage will break open a coffin, releas-
ing three glamor spicits [rom within, These spirits look
like: humans dressed inoancient robes, and are neither
sentiend nor hostile. Aoy attack against & glamor spirit
amomatically hits, immobilixing it for 1 hewr. The attack
inmp creature becomes immobilized (sove eods) and takes s

2 penalty to defenses for the rest of the epcounter.

Any released spicits wander abast the room for 1
romeeed, then float dhown the shadd, 11 any glamor spirit
descends through the shafi, the POs hear o coar (froo the
dragon below). a gurgling sound. then silence.

The glamor spirits are worth an additional 100 X if
they are peleased, since their prescnce makes dealing with
the trap more difficule, I the charsciers elect not w break
open the coffinsg, they likewise cam an additional 100 XP
for their discretion,

IREASURE

O treasure parce] sits atop the altar o this roem.

£
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Kobold Wyrmpriest
Small meturol huranosd

Level 3 Artillery (Leader)
XP 150

Encounter Level 2 (650 XP)

Initiative +1 Senses Perceptinn +4: daekvicion

SETUP HP 34 Bloodied 18
The wyrmpriest leader of the kobolds lives here along with ;‘:; g“'ﬁ"""" 13. Reflex 15. Wl 15; $iw also trap sense
his cudee u_f'tm-d:-'guardﬁ_ Fm.n kahnlad dlragomnshiclds, () S (oo stwaill o Wie

If amy slingers retreated from room 4. they move up ontoe 37 s AC: 148 darmige,
the ledge and artack from there. 2 Energy Orh standard: st will] + wee text

This encounter incledes the following creatures. Ranged Tik +6 vs. Reflex: 1410 + 1 acid damage.

1 kobold wyrmpriest (K) <= Incite Faith (minor; incmanter)

4 kobold dragonshields (I Close baiest 10; kebield allies inthe busst gain 5 ternporary it

ROOM 6: KOBOLD SANCTUARY

points andd shift 1 square.
% Divagon Brdath frrandard; encournter) + see text

The wyrmpriest has a passive Perception seore of B4, amd Clase blam 3 +6ve F fe TAHLD 3 9c3d. dsmape. Miss: Half
the dreagonshiclds hove o passive Perception score of 12, damage.
1f any batile wok place in room 4 within the last 10 min- Shifty (minoe atwilly
utes {or if any slingers retreated 1o here), they're all ready The kobold shifts T sguare.
for a fight. Trap Sense ;
The kobald gains a 12 boms to ofl defenses against traps.
When the PCs lirst descend the stairs, read: wtﬂmm;mﬂwk
The stairs lead down into a mesth empty roee. A curtain covers a Ser 9D} Darm 16 (44 Wiz 17 (4]
hathvay heading west, and o raised passage beads west boyond this Con 12142} bt 4 (5] Cha 12042)
rovrmas well. Two kioholds stand in the middle of this raam, on gieard Equipment hide armr, spoae, bane mask
with swords and dhields ready.
When the PCs reach the western part of the room, F-E ATURES OF THE AREA
read: Mumination: A lit lantern sits near the soutreast
A lndder beads down off the ledge inta this room, full of shards of corner in the eastern chamber. The western chamber is
broken pattery. some of it piled in heaps en the floor. A stairway in the dark.
northewest cormer beeds dowriwerd. Ledpe: The ledge is 10 feret off the ground. It takesa DO

20 Arhletics check and 4 squares of movemnent W get up
Level 2 Soldier on the ledge, A lndder sdjacent to the western edpe of the
P 135 each ledpe enables the kobolds to pet wpand domin casily.
HP 1f; Bloodied 15 Treasure: Two treasure pareels can be found ina
See page 8 for full suatistics, bocked calsinnet (Thicvery DE 200 in the eastern pootm.

TACTICS \

e two dragonshiclds in
the castern section imime-
diately fall back through
the curtain, attempling to
lure the s into & trap.
The other two dragon-
shields wait on either side
of the short hallway, step-
ping out to flank intruders,
The wyrrmperiest and
any surviving slingers
froomm rooan 4 move along
the ledge o attack PCs
¢ in the western portion of
= the room. They fall hack il
: bloodied or i condromted
- om the ledge,

4 Kobold Dragonshields

Senall naturad hemeamoid

U sguare =

i S ot T
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Encounter Level 3 (750 XP)

SETUP

Hareel Vaar, the mage in room 11, uses this room for his
drake-breeding project. His drakes are kept behind o set
of curtains becanse Vaar thinks the glowing statue was
disturbing thelr sleep, Three of the drakes are inside the
curtained area in the middle of the room, while the fourth
is outside. A pair of arbalesters stands on the stage area,
ame: 10 either side of the statue.

This cucounter includes the following creatures.

2 arbalesiers (A)

4 spirctop drakes (5}

The arbalesters have a pasgve Perception score of 19, and
the spiretop drakes have a passive Perception scone of 13
{and three of them are relying on hearing alone since they
start hehind the cuctain)

ARBALESTER
An arbalester is a form of homunculs, which i a construce
created to guard specific places, objects, or beings. They
require no food or sleep, and they can maintain their watch
indefimitely.

Homunculi can understand fidy complex orders, and
they follow imstructions with no thoeght of self-preserva-
tion {unless, of course, they are ordered to avoid taking
damageL

Little myore than a powerful crossbow bolted toa wooden
chassis, an arbalester moves about on three articulated

begs,

ARBALESTER TACTICS
A homunculus can be attuned toa specific area. creature,
or object, puarding it with itz life. The homunculus gains
certaln powers and benefits in this guard role (a5 noted in
its statistics) and singlemindedly attacks creatures that trig
ger its guard condition(s).

An arhalester i often tasked with guarding an area.
This area can be up to 5 squares on a side. It makes ranged
attacks whenever possible.

ARBALESTIR L ORE
The following information can be obtained with a success-
ful Arcana check.

DC 15: An arbabester is a particular type of homunculus,
particularly well designed to guard a particular area.

DT 20 Ax long as foes are present in the area puarded
bry the arbalester. its withering barrage of crossbowlike bolts
continues without slowing.

When the PCs first descend the stairs, read:

A 12-foot-tall stafue of @ rendcing warrior dominates te eastern
part of this raom, In the cemter is a flving drake in from of a set of cur
tuzires hanging from the ceiling bke a tent There’s o SHoot-kigh stage
befrind the statue along the castern wall. with a pair of cosshow-like
constructs starding guard.

1 Arbalesters Level 4 Artillery
Mesdiuam natural ansmage ¥P 175 gach
Lenses Perceprion +8; darksision

EOSTTUCT |'|:::|'|'||,.-|I|.'_|,.'|||'ZI

Initiative +h
HP 4%, Bloesdied 21
AL 17, Portitude 16, Reflex 15, Wil 15
Immune disease, poison
Speed &
(¥ Slam (standard: at will}
H v A Tdd 4 T damage-
(7% Bolt {standard: aewill)
Fange 20040; + 8 vs. AL Td8 4 4 damage.
< Double Shot {standard: recharge (22 2/[E : see alvo guard area)
The arbalester makes two bolt stgacks, vither against a snphe
target g against e turpets within 3 wjuares of euch othir,
Guard Area
Ar the seart ol the arbalesees neen, ifan enemy is in its guarded
areq, the arhalester avtomarically m:_h.'l:r:gﬂ s double shot

e,
Aligmment Unaligrimnd Languages - ;
Ser 15 10y Deex 18126) WS T3
Con 13 (-11 Int 501 Cha 3 (-3}

Level 1 Skirmisher
¥P 100 eack

4 Spiretop Drakes

Smuall natoral beait (reptiled
Imitiztive th Sermues Perceplion +3
HE 79; Blosdied 14
AE Th: Fortitude 17, Reflex 74, Will 13
o 3. fiy & (horver; sew ks fTyhy attack
Bite (azan dand; arwill)
s, AL T o+ 4 damagn.
(£ Savatah [standard: atwill)
+i w5, Refles; 1 damape, and rhe: spiretop draloe steals 2 small
abiject from the such s a vial, scroll, ar coin.
*Hmmiﬂm;?tm
The spiretop drake flics up 1o B squares and makes coe melee
hasic attack ai any paint during that movement. The drake
doesn't provoke oppommunity attacks when movimg away from the

rarg:l: nl"l!m :.uach'_
itrﬂ ll-'[l} Dul'.Ef-r-iI?:l “‘]’.:TEHB:I
Con 13 {+1} Int.3 (-4} Cha 11 (+0)
TACTICS

The arbalesicrs don't leave their posts on the stage, con
tinuing fo Fire as long as they can see any MO8 The area
coch arbalester puards is outlined on the encounter map
Thee lirst spivetop drake engages the POs imusedialely,
and another one Hlics out from behind the curain ineach
suhsequent round. AT the drakes st o the same point in

the imitiative order.



FEATURES OF THE ARFA

Ilumination: This veem is lit by brasders {as wrches) in
the sorthwest and northeast cornees, and the statoe (as o
candle] in the east,

Stage: The ledge is 5 feet of the ground. It takes a DO
20 Athletics check and 2 squares of mavement Lo get up
on the ledae, 1F PUs nse the statwe as extra handholds and
footholds, the Athletics check T drops to L.

Nest: The drakes emerge from a nest that's blocked off
from the rest of the room with curtains, The curtains offer
tatal concealment but are destroved by even T poimt of
damaege,

Statue: The statue s=f into the ledpge is 2 menacing
humanoid in spiked plate mail and 2 hefm that covers the
fece, Made of a swirling green marble, it glows sofily,

Tapestries: The Large tapestry along the western wall
depices a mumber of armored soldiers with swords (naot
unlike the statuc) marching up a clearly magical stairway
1o a white castle butli on a clond. The tapestries hanging in
the mortheast and southeast corpers depict heraldey—and
il yon ever wanted the chance to implicate that a niobie
Fymily in vour campaign had a sinkster past, mow’s your
chaneoe.

Secret Door: A 130 27 Pereeption check is sufficient o
netice this door hidden in the stoncwork., It's also locked
[ Thicvery DC 200, and none of the current dungeon denid-
sens have found the door vet, much less the key. It leads to
room 9, and the seeret door is hidden in both directions,

HAaLLwWAYS

Twer halls bead oot of this room.

The eastern hallway hasn't been discovered by the new
inhabitants of the dungeon vet. It dusty and umraveled.
and it ends in a short staivease leading to a doar.

[Tee western hallway is the main llll:lﬂ:llJ_Hl.'ll;llT of the
lowver bevel of the dungeon. Several dark, damp, rough-
hewn tunnels lead ont of this hallway, The two at ground
lewel are dead emds, but the other fwn tunnels—bath alsong
5 et above the floor— provide access o sther aress of the
dungenn {specifically, to room B and to the castern hall-
way between romms 7 and 91

STATUE ROGM

ROOM 7




Encounter Level 4 (875 XP)

SETUP

Skatharilarn is the dragon who leads the kobolds and pays
[Harul Vaar very well for his services as a mage. He usu-
ally lounges in the northeast corner of the room.

Thiz encounter inclodes the following creature,

1 youmg black dragon (1)

Skatharilarn has a passive Porcepdion score of 19

When the PCOx first enter the chamber, read-
T fearweres dominate this raom: a paol of water in e center af the
roomm and o black dragan that’s cooling its toil in it

TACTICS

Before using his breath weapon for the fiest time, Skathari-
Lirn uses frightiul presence, then spends an action point 1o
v his breath weapon, As combat continwes, Skatharilarsn
uses his breath weapon as often as he can, and e even
risks opportunity attacks if necessary o get indo bettes
position before doing 5o,

Diews't Forget about the dragoa’s tail slash, and when vou
can, use the push at the end of this attack to put the PCs in
the water. The more you can keep the N5 i difficuls tee-
eain, the more likely they are to be nicely grovuped for the
breath weapon.

[Fthe PCs released any of the glamor spicits in romm
5. then Skatharilarn begins the battle withow his breath
weapon, which was used against the spirits but hasat
recharped vet. Boll recharge normally for it

This battle is more fun il Skatharilarn moves around,
even when it isn' tactically necessary for him fo do so.
Remember that as & Large creatuve, be can move throagh
the squares of Small creatures.

Skatharilarn lights wntil slain. He pursues fleeing s
unless he's bloodied, in which case he remains in his Lair
tlick his wounds. If given the chance lor a short rest, be
expemds his only healing surge and regains 30 hil points:
ifthe characters flee and return the next day, he regaing
anwsther 30 hit points.

FEATURES OF THE AREA

MNumination: Skatharilarn sits in the dark. The only
illumination is what the PCs brought weith them, unless
they released the glamor spirits in coosm 5. I any of
the spirits are down here, scatter them throughowt the
chamber. They're immaobile. but they sl shed light as
a candle,

Shaft: A vertical shafi connects this roong (o oo 510
the PCs descend from room 5, they fall or climb down into
thee 2-foot depth ol water in the center ol the pool. They
take 2d10 domage if they fall (the water does cushion the
bl sormewlat)

Pool: The water is only 2 feet deep, bot thats enough o
mnake if difficult terrain

Treasure: Three treasure par
vels are hidden {Perception [C
15] im abcoves high on the north
wall.




Level 4 Solo Lorker

voa
XFBTS

Young Elack Dragon
Large reatviral |'r|ag_i-:al beast (aquestic. dragea|
Inittative +11 Senses Porception +3; darkvisio
HP 124: Blooslied 11} see 2bo Bloodied breath
AL 27 Foatigude 18, Reflex 20, Wil 17
Re=izt 1% acid
EII.IinE Threnes +5
Spead 1, fly 7 (clemayh overkand flight 10, 5wim 7
Action Poings 2
(F) Bine (srandard: avwill] + Acid
Reach 2; +10v= AL 1db + 3 damsape, and ongoing 5 acid damape
tsave endsh
(%) Claw {standard: atwill)
Reach 2; 1 8w, AC: 1d4 + 1 damagpe.
£ Double Attack [standarnd azwill)
The dr;lul}ﬂ ikt claw attacks.
4 Tail Slash mspediate seaction, when a melee arrack misses the
despon a1kl
Tine dlrapon isses its tail i attack the enemy thar missed ic reach
348 ws, A 16 = A damage, snd e g & pushed T sguare.

4= Breath Weapon {mandard: recharge [ 35 )+ Acid
Chose blas 5: =7 wi Heflew; 1d12 4 3 acid damape, asd the targer
Lakies oapeng & acid damage and takes o —4 penaly to AC (=ve
eraids Barhi
= Bloodied Breath [Free, when first bloodied; ancounter) + Acid
Tlsi: dragan’s breath weeapon recharpes, and the dragon uses it
irmane-dianely.
o Cloed of Dackness (starlaed; sistain minar; recharge 2250 28
+ Tone
Close burst 2; thes paner creages & zone of darkness that rermains
m place until the end of the dragen’s next tume The zone blocks
Ime af sight for all creatures except the dragoa. Any creature
entiredy witlin the area {except the dragonl is blinded,
> Frightiul Presense (standard; encounter) + Fear
Clore burst b; targets enemies +5 v Will the target i afmntnd
urtil thee e of the dragon's next turm Afeereffids: The tasget
takes & -2 penalty to attack rodis [srve encls)

.nigtmﬂuu: Fail i Lanpuapes Commue, Drageic

Shills Matwe +7, Stealth +17
Dex 2004 T)
Imt 12 {+ 3]

Wis 15 {+1)
Cha 162}

Ler T (+5)
Coa 10045

DRAGON'S LAIR

ROOM 8

s
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ROOM 9: OFFICER

Encounter Level 1 (600 XP)

SETUP

The door at the far end of the hallway inside this room is
halFopen. luring the characters into a trap.

Mothing happens until the PMCs open one of the doors in
thic lallyeay. Then the woadead amack!

This encounter inchades the following creatures,

I wraith (%)

2 ghonls ()

All the undead have passive Percepiion scores of 12,

When the PCx look down the hall, read:
You see a shadow of meovenent flif across the halFopen door

When the PCs open any door, read:

The doors along the side of the haltway [Ty openl Behind the eostern
arul western doors are cadmverows creatures of rodting flestywith [oll-
img fongues and feral oyes, Then a shadowy presence (Toats through

tfae dove to the north. grasping ehon humds purstretched.

Level 5 Soldier

2 Ghouls

Mediam naguwral hamanaid (undead) ¥P 200 cach
laitkative +5 Senwns Percoption +F, darfovisian
HP & %; Bloodsed 141

AC 11 Fortiude 18, Reflex 20, WIR 1T
Immune disease, poison Resist 10 necrotic; Yolnerable 5 radiant
Speed &, chmh 4
() Clanws {standdard; acwdll) n
17 we AL 1d6 - 4 damage, and the target ks immohilized {save
enwdsl
4 Ghaulish Bite (seandard; at-will] . .
Target must be mmmabilized. stunmed, or unconsciows; T, AL
3di # 4 demage. and the target is stunned Dave emds],

 Skills Seealth +11
Str T4 A Dhex 19 {#15) Wis 11 i+
Con 15 (-4} bt 10442} Cha T2 045}

Level & Lurkoer

Wiaith

Miedium shadow humanold (undead) KNP 200
Indtiative =10 Semmes Perception +2: darksision
HP 1Y, Bloodicd 18

Regeneratinn 5 {if the wralth takes radiant damage. repeneration is
negated until the erd of the wraith’s next tem)
AC 16; Fortibude 13, Reflex 16, WiHll 14
Immune disease, poison; Resisd 10 necrotic, msobstantst
Vislnerable 5 radeant {see alio regeneration st
Ty & [herver): phasing ; see s shodin glide
%!;:liﬂr'fﬂ!h {uranelard: anawill) + Megraric
+8 v Redles, 106 + 4 necrtic d.a:m__q:-. arsd the tarper is
wapa ket d (save ends).

 Combat Advantage # Necrotic

The wrakth deals an extra 1d6 necrotic damage against any target
it has combar advantage against.

Shadow Calicle (menve; encounter]
The weaith hifts & syuares,

e Wiraith
A huenavid Killed by & wraith rises as o froewilled weaith o
hie szart of s cotatoe’s next fumm, appearing in the space whese i
divd farin the nearest wneccopied spacel, Raisivg the slain creature
(using b Baise Bhead ritual) does not desoroy !“"F' ;..'un.urhul: wraath,

Skills Stealth +11 ;

S} Drex 18 [+5) Wi 1043
Con 13 (+3) Int G (<0} Cha 15 (+4)
JACTICS

The wraith uses phasing to pop in and out of combat
throughout the encounter. It stayvs away from any PO who
has a light source onless it can ambosh thot PC alone
The ghouls gang up against a single P'C i possible.
All three undead fight vntil slain,

FEATURES OF THE AREA

Mumination: MNone, other than what the PCs bring
with them,

Doors: The doors are all unlocked.

Treasure: Two treasure parcels can be found in a
leecked cheest {Thievery D 15} in the sorthern room.




" ROOM 10: HALL OF CHAMPIONS

Encounter Level 1 (600 XP)

SETUP

The iron defenders mindlessly patrol the room, while the
ity watches and listens at the door,

This encounter includes the folbowing creatures.

1 imp (1)

3 iron defenders (I}

The imp has a passive Perception seore of 18, and the iron
defenders have a passive Pereeption score of 16,

When the PCs first open the door, read:

T the right af the door, rublie strewn acrass the floor pertially blocks
aff o side charmber. Ahead 1o the north is a double door set tnto o
gleowing archway and anather, larger chumber to the west. A tiy
wiriged Fumanid flitters nervusly in the northeast chamther,

Level 3 Lorker
AP 150

lmp

Tiry immariz! humenold (dewil]

Initiative +8 Genses Peroeprion =B: darkvisian

HF 410; Blogudied 3

AL 17- Fortitwde 15, Reflex 15, Wl 15

Ra=sbst 15 fire

Speed 4, 1k 6 [hover]

(1) Bite (rtamndand: arwil)
67 e AC; 1d6 + T dasrse.

4 Tail $ting {standard: recharges when the imp uses vanish) + Polson
¥8 wn A7 148 + 3 darnage, and the imp makes 2 secondary
attach mpainst the same targes. Secondary Atfack: 5 v, Foctiode:
the target takes onpuing 5 poison damage and a -2 penalty o
Will definee [save ends ot

Vanish (standard; at-will] + llusion

The i becomes insdsible wntil the oo of its nest oo uridl it

agtacks.

Afiprienent Evil Languages Camimis, Sapernal
Skifls Arcana 9, Bluff +3, Stealth +%

Sar 12 (+2) Dex 17 (141 Wis 14 (+31
Can 1644} Ing 16 (44 Cha 16 (+4)

3 lron Defenders Lewel 3 Soldier
Mediums naceral anémaste iconstruct, homunculus) %P 150 gach
Imigiatise +5 fenzes Perception +h darkvlsan
HP 47; Bloodied 23
AC 18; Fortitude 16, Reflex 15, Will 13
Errmmee desease, poison
Specd &
() Bite (saarnbard; atwill)

+ R, AC: 148 + 5 damages

attacks the img; at-will]

Thwe iron diefender makis a bite attack apsinst the encom.
Pursaie amnd Attack

Whsen the iron delender makes an oppestunity attack, it shifs 1

Agare h:?um ar afver the ﬂl'-tﬂ_l:k.
Sl Dex 1503 Wis 11 {+1}
Con 15 143} Int 5 {-2) Cha E i+
TACTICS

The tmp wants to lure the characters across the diffienkt
terrin into the northeast part of this chamber. As seon
as at least two characters have come after it, the imp flies
threugh a narrow tunnel near the ceiling that crosses the
central halbway and also provides access to room Il
There, it commands the three fron defenders hiding
around the corper to charge in and attack.
[ iron defenders fight until stain, but i the imp s
liloodied it Mies back intoits pareew tumnel and into room
11 to warn Hareel Yaar.

FEATURES OF THE AREA

Mumination: The archway {see below)
sheds light as bright as a Linterm.

Archway: Over the double door is a stone
archway made of the same glowing stone as
the statwe In room 7. Inscribed in Commeon
are the words "End it with valor”

Debriz: There vsed o be green ghowing
statues throughout this room, but theyre fust
green, glowing wreckage now,

Frescoes: Running in a hand around the
perimeter of the room are a series of fresco
portraits on the walls, depicting clamipions
from long ago. I you want to provide a con-
pection tovour engalng game. a famillar fnce
or name among the porteaits will suppest than
sommeone in vour campaign world knews about
this place—and perhaps did battle in room L1

|
i
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CHAMPIONS

HALL OF

ROOM 10:
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Encounter Level 3 (750 XP)

SETUP

When the cncounter stans, the human mage Hareel Vaar
is unseen in the upper part ol the rooim. The decrepit
skeletons are concealed in a cell underneath the western
bl thar pruviaed drabies are in asimilar cell under te
northern ledge: and the Blaging skeleton is under the case
ern ledyge. (The ereatures in the cells are pot depicted on
the map}

Ihis encounter ineludes the following coeameres.

5 decrepit skeletons (5)

2 puard drakes ((z)

1 blazing skeleton (B)

I human mage (M)

Hareel Vaer has o pasive Perception soore of 15 The

other monsters are locked in their cells and don't perocive

anwvithing until it's their turn o fight.

When the I"Csx first open the doors, read:

Befare you is a square oom with spibes set mto the walls. Ahove you,
the ragmn opens outwitrd, b vou can't see the extent of B upper
reaches from where you ore,

Once the PCs are all inside, read:

A porteullis drops right behind you, and o mirthifel, bovering voice

says, O behalf of Shatharilor welcome fo the Test of Valor, Can

youwin the Jade Chelice? T think not”™ Then the western wall stides
denue and skelefoms pour mat.

Level 3 Artillery

Hareel Vaar, Huoman Mage

Madiurn namural Burnanoid i XP 175
Imitiatiee +d Senses Perception -5
HP 42; Bloodied 21
AC1F, Fertitude 13, Beflex 14, WHl 15
Speed &
i) Qumarterctaff (standard; at will) # Weapon
<4 ve AC; 1dE damagpe.
() Magic Mssile (standard; av-will] + Force

Ranped 20z 47 w=. Reflex; 2d4 = 4 foroe damage.

& Drancing Lightning (standasd; encounter] + Lightning
The mape makes 2 separate attack agains 3 different tegpets
ranged T0: 47 we. Reflex Td6 4 Bghaning damage.

=5 Thunder Burst [uandard: encounter) + Thundes
frea bupa T within T =0 e Fortitade: T8 + 4 thander
armpe, and the Garper s damed | endsl

Alipnenand Amy Langaiges. Carmmin

Skills Adcama +11

Ser 100+ Drew 14 (+4) Wiz 1T i+5)
Con 12 [43) Int 18 {=6) Cha 12 (+3)

Equipment robes. quartersiasi. wand

Lewel 1 Minion

EP 20 mach

5 Decrepit Skeletons
Medium natural snirmate (undead)
i tiative <3 Semses Perception 12: darkvision
HP 1; & missed attack never damages a minioan,
AC 16; Fortitude 13, Reflex 14, Wil 73
Immuane disease, poison
d &

(&) Lompyword (standard: ot will) + Weapon

i s, AL |Ll|r|.|:|5-|l.
) Shorthow (sandand; arwill) + Weapan

'FI'.mgﬁ.I 15730, +6 v, A 3 damage.
A'Ilg,umlntl.:ln.ipm:l- I.:nf.ngu -
Str 1541 Drex 17 4435 Wi 1 (433
Con 13 §+1) Int % [-4] Cha 3-4)
Equipment heavy shicld, longswornd, shortbosr, quneer of 10 arroas

Lewel 5 Artillery

Miedtuen matural animace [undead) ¥P 200

LinEriadive < Semses Perceprion =4; darkvision

Fiery Awra (Fire| aura 1; any crearure stars ivs o inothe agra takes
5 fire damage.

HP 573; Bloodied 36

AC 19; Fortitmde 15, Reflex 18, Wil 16

Imimmene disease. poton; Resist 10 fire, 10 necrotic: Vulnerable &
radiant

Speed & :

(¥ Bazing Clanw {standard: ag-will) # Fire
1B AL T ¢ T alamage, ard angaing b fire damage |2ave
ek,

(55) Flarme Db (standard stwill) + Fire
Furigedd 1k 5 wa. Refbex: 2d4 + 4 fire damape, aisd onpoing 5 fire
g (s anads

Alipnemanr Unaligned Languages -

Sae 13 (L) Do 18 {Hi) Whis 15 [+d}

Lo 10 1450 Tmg 4 {13 Cha B 0]

Blazing Skeleton

Level 2 Brute
K125 each

1 Guard Drakes

Small naturad beast (repile]

Initiative + 3 Senses Pesceptinn 7

HF 48; Bloodied 24

AL 15: Fortitude 15, Reflex 13, Wil 72

Ieremume Bear (while within 1 squeses ol an slly)

Speed &

(4 Bite {stancards s will) ’
#B oy AL TdT0 & 3 alemage, or Tel Tl + 9 damage while within )
sajuerery il sl

Aligmemernd Linaligned Lanpuigis —
Ser 1650 +4) D 15 [+3} Wi 12 i+I}
Con T8 (+5) Ime 3(-30Cha 12 (=1}

TACTICS

Eoll initiztive for all the momnsters when the batibe begins,
even though most of them won't ace for a few rounds,
Fourr of the decrepil skeletons engape in melee immeedi
ately, The fifth one lingers near the cell door and uses his
shwarthosy insteal.
Hureel Vaar relegses the two puard deakes on roond 2
and the blazing shebson on round 4. 1P any PCs get ool of



the pit early, Harcel releases all
remaining monsters, then tmrns
his atteotions to the cscaping
characters,

Hareel doesn't revesl bimself
right away, but taunts the PCs
throwghoui the battle. Boll initia
thve For him at the start of the
fight: his presence in the initiative
order reminds you o oot the
(s or cheer on the mnsiers af
least omee a round,

On round &, Hareol Vaar stops
to the edge of the pit and casts
either thunder burst or dancing
lighttming (if he can't place the
thamder berst without hitting one
of his allies), Im bnter rownoeds he
pelics om magic misstle,

[T the fxep from reom 10 sur
vived, he stays cdose o Hareel
Vaar, attacking only to defend the
(| PR

Al the monsters fight wntil
slain. They don't leave the battle pil.

THE REWARDS OF VALOR

Mot contendt simply to allow the combatants” own prowess

o determine the owleomee o battbes here, the formeer secu-

pants imbmed this arena with certain magical propertics
that twist the fates of those within,

Each timwe a character or cresture in the pil soones @
eritical hit. becomes bloodied, or rechices a foc to O hit
proints, rofl 1d6. Add 2 1f the triggering creature’s side is
outrmbered (count only ereatures in the lower pit arca.

1 You teleport indo a randomly chosen unoccupicd
corner of the pit,

13 You and each ol your allizs regain Ld10 by (il
bloodied) or take 1d10 damage (if not hloodsed).

45 You and each of your allics gain a +2 boous o
attack rolls and skill checks until the end of the
triggering creature’s next turn.

h You gain an extra standard action, which you
st use before the end of your next tuen o it is
biast,

These are treated as immediate reaction effects. Only
characters and creatures on the lowest level of the pit can
irigger or e affected by these effects.

FEATURES OF THE AREA

Ilumination: A magic chandelice. chained 1o the
ceiling, hangs 30 feet over the pit and provides bright
iHumination. A PC can take a standard action toloog a
rope over one of the chandelier arms, then climb the rope
at half speed with a I 10 Athletics check. A I'C atan
altitude at least as high as a ledpge can make a DC 15 Acro
batics check as a move action to swing to that ledge.

Porteullis: This iron perteullis requires o DC 28
Strength cheek to force upward enough for someoae to
squeene underneath it.

Pit Walls: Climbing the 10-foor-high pit wall requires a
13 20 Athletics check for DO 0 if climbing a ladder) and
4 squares of movement. A character cin climb the spiked
witlls instead (Athbetics T2 15), but a Griled check deals
1di damage to the character.

Spiked Walls: Any character pushed, pulled, or
slid into o square containing spikes takes an extri 1d6
damage.

Plank Bridge: These rickety wooden plan ks can Told
up te 200 pounds hefore breaking: a fall deals 1410
damage.

Bars: The middle level of the room is separated into
right small sections by stont wonden bars (Serength [ 23
o brealk).

Ladder: Hareel Vaar uses the ladder Iving on the top
level to get down to the middle level.

Levers: Alomg the sorth wall of the upper room are the
levers that control the porteullis and the moving walls,
Flipping one is 2 minar acthon,

Treasure: Near the levers, a display case holds the Jodce
Chalice and one other treasure parcel.

| Vg TP (-“" w_{‘."f

TEST OF VALOR

ROOM 11
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CONCLUSION

With Hareel Vaar ciefeated and the Jade Chalice in PC
hands, the adventure is over. Unless the PCs petively seck
ot encoumters they bypassed, they depart the dungreon
with no further encounters, and their trip back to civiliza
tion is likewise uneveniful.

ExranDING THE ADVENTURE

The casicst way to expand the adventure is to physically
make the dongeon biggee. The castern walls of romms 4
and 9 are good places to add a hallway leading to whatever
sort of room you like. I you want o play up the dragon’s
lair. add a few natural caves that connect to room 3, and
put s of the dragomn’s minions Geod meee of the deag-
oan’s hioard!) there,

I yorur DWEDD growp has more or fewer than five players,
consider adjusting the encounters to compensate, For each
charecier above or below five, add or subteact mansters
warth absout 206 of the encounter's total XP budget. For
exampde, in room 3 vou could add an additional gray wolf
il vou have six players ot your table, If you add monsters
ine s wary, o shaould alse add extra freasure pul.‘vl.'l."ls as
described in the Dumgeon Master's Guide,

You can also Mesh out the encounters maore Tully or
rebuild them o suit the tastes of vour group. In room 11,
for examiple, the PCs might engage in a skill challenge
with Hareel Vaar before the doors start opening and hatde
begins. You could add some needlelang drake swarms to
room 7., reduckng the number of spiretop drakes to com:
pensate, The Cs might be abde to explore room 2 without
a fight—or even get the undead to work for them—if they're
able to impersonate cilizens of that ancient empire and
fool the deathlock wighi.

WHERE Do WTE GO FROM
HERE?

Treasure of Talon Pess condains a momber of threads thai

cizn bead o further adveniures. For example:

# The ores in the dungeon might not comprise the entire
Mightiist mercenaries group. The surviving Mightfisis
certainky wani to avenge their fallen comrades and are
capable of arriving at exactly the most inconvenient
micameent for the 1'Cs,

+ The Jade Chalice conbd have mystical signilicance
beyond its intrinsic value. i might be s focos foran
anckent riteal, & minor artifact, or even the vessel fora
ghost (malevolent or henign).

+ The PCs could learn more about the ancient empire that
harilt the dungeon in the first place. Foture dungeons
coutbd have similar layouts, traps, and decorative details,
Yo can build o whaole campaign around the notion of a
reminant irying io revive that ancient empire, or merely
inchade another anciend frieess later and wait for your
plavers o say, “Hey, didn't that feriress near Talon Pass
have Frescoes like this?”

+ Soimewhere out there, Skatharilarn has relatives,

An angry parent or sibling could seek a measure of
vengeance against the PCs that killed the dragon. Alter
natively, s whe bring Skatharilaro’s bead back o
civilization might find gainful emplovment sdien word
spreads that they've capable of facing down a dragon
{even & young one) in its lair.

NEW MaAcIC ITEM

Bearing o single dragoa’s chive this mecklace sharpens vor aifocks

aradd disconrdges murdmlers a5 well
w3 a80 gp
Ttem Shot: Meck

Enhancensent: Fortitude, Reflex, and Wil

Property: Gain +1 fem bonus to damage molls when you have
coembat advantage.

Powaer {Dadlyk Minar Action. Until the end of the encounter,
any criature thas hits you with a meles attack takes 146

damage.



Ll orenkd

Mlame;

Genders

As a dwarf, o share many quarlities with the earth and vk f
T meenstiain eorsraee, Yoou are sirootg, hardy, and depemdabile. Az

a fighter, vouer job is to defensd your allies. You are Brave, laval,
and deveded tothe couse of geodiess,

Lewed 2
Hit Poimts 37 _
Bloodied 13
Healing Surges per Day 12
Healing Surge Value 3
Initlative +1 Action Podnts
T FENSES

AL Fortitude Reflex Wik

19 16 17 13
ATTACKS
Melee Basic Attack: +58 (maul) Darnage: 1db + &
Ranged Basic Attack: +4 ({dagger) Damage: 1d4 + 1
ATWnL PowiRrs

Cleave Fighter Attack 1

You fit one enemy; then cleave into aeniher

At-Will = Martial, Weapon

Standard Action Melee weapon

Target: e creature

Attack: +8 ws, AL

Hit: 2d6 + 6 damage. and an enemy adjacent to you takes 3
damage.

Reaping Strike Fighter Attack 1
Vou puncieity vour scything astacks with wicked fals and smll
custiryy Blows that slip thraugh your eniery'y deferses

Ar-Will + Martial, Weapon
Standard Action

Target: Qe creature
Atack: +8 vs. AL

Hitz 2d6 + & damage.
Miss: 3 damage.

Melee weapan

EncounTER POWER

Spinning Sweep Fighter Attack 1
Yo spin heseath vour etvemy’s guard with a fomyg. powwerfil cut.
and then sweep vour leg through his an Instant later 10 Emack him
head vver hecks

Encounter + Martial, Weapon

Standard Action Melee weapon

Target: {he creature

Attacks +8 s, AL

Hit: 2d6 + b damage, and you knock the targer prone

Dany POWERS
Brute Strike Fighter Attack 1
Yy shasrer @roer and bone with a ringing Fow,
Diaily + Martial, Reliable, Weapon
Siandard Action Meler wapon
Tarpet: Cne creature:
Amtack: +8 v AL
Hit: Gdb 4+ & damage-
Miss: You don't expend the use of this power.

Unstoppable Fighter Utllisy 2
Yo fer your adrenaline surge carry vou through #hee harlie
Daily + Healing, Martial

Mimer Auction Personal

Effect: You gain 2d6 + 3 temposary hil points.




Ractar Tralrs

Heighi: 4' 37 Weight: 200 [b, Size; Medinm

Speed: 5 squares Vision: Low-light

Languages: Common, Dwarven Alipnment: Cood

Skill Bonus: +1 Dungeoneering, +2 Endurance (already
included].

Cast-Iron Stomach: +5 racial booms to saving throws
apainst poison,

Dwarven Resilience: You can vse vour second wind as a
minor action,

Stand Your Grownd: When an effect forces you to mave
through a pull, a push, or 4 slide—you move 1 square
less than the elTect specifies

Im addition, when an attack would knock vou prons,
voun can make an immediale saving throw o avoid Fall

ing prane,

Crass FEATURES

Combat Challenge: Every time you attack an eneiny,
whether that attack hits or misses, you can choose to
maark that tacget. The mark lasts wotil the enad of your
next turn, While a tarpet is marked, it takes a -2 pen
aley o attack rolls o any adtack that doesa't inelhade
voul as a target, A creature can be subject (o only one
mgack ad atime. A new mark supereedes a mack that was
already in place.

I addition, whenever a marked eneny that is
adjacent to vou shifts or makes an attack that does not
inctuche your, you can make a melee basic attack against
that cnemy as an immediate interrupt.

Combat Superiority: You gain a +2 bonus to opportunity
attacks.

Fighter Weapon Talent: Yoo gain a +1 howus o attack
rolls when using two-handed weapons (already
inhaclecl),

Frars

Power Attack: When making a melee attack, you can
take a -2 peoalty fo the attack roll. I the attack hits, oo
gain a +3 bonns to the damage roll,

Dwarven Weapon Training: You gain a +2 feat bonus
by damage rolls with axes and hammers (such as your
mianl}.

Ability Scores

Check Modifier

Str 16 +4
Con 16 -4
Dox 13 +7
Int 10 +1
Wis 14 +3
Tha 11 +1

Skills (Ability) Trained? Modifier

Arhdetics (Str) Yas +4
Bluff (Cha) +1
Diplomacy (Cha) +1
Dhmgeoneering {Wis) +5
Endurance (Con) Yes =11
Heal {Wis) 43
History (It} +1
Insight (Wis) +3
Intimidate (Chaj Yos -
Matiare [Wis) +3
Perception {Wis) +3
Religion (o) i1
Streetwize (Cha) +1
Thicvery (Dex) +2
GEAR

Armvor: +1 maogic seale mall {see below),

Weapon: +H respunding manl {see below), daggers [5), Your
daggers have a range of 510 as thrown weapons.,

Adventurer's Kit: This kit inchades: a backpack, 2 bed-
roll, fling and steel, a belt pouch. two sunrods, ten davs
wrirth of trail rations, 50 feet oF hempen rope, and a
waterskin,

Grald: 10 gp

- Magic Scale Mail
Aser of basic yer effective enchonged arnor:
Lwl T | 3{:I.'|‘g|_'|

Enhancement: AC (already included)

AETounding Yau

A thmevdering el soursdsswhen thies weapor lits, dazing its tonget,

LWl2  +1 50 gp

Enhancemsent: Artack rolls and damage rolls (already inchided)

Critical: +1dG thunder damape

Poswar {Dadlye Fres Action, Use this power when you hit with
the wieapon. The target Is dazed wndil the end of youwr next
furmn




HALFLING ROGUE

Marmes: Genders _

As a halfling, you are resourccful and known for vour quidk

swits it stendy nerves, Asa rapine, Four job i fe dart in and
deal massive damage, and use your skills to aid your aliles as
IeCEESIErY

Lewel ¥
Hit Poinis 30

Bloodied 15
Healing Surges per Day 7

Healing Surge Valse 7
Indtiative =5 Action Points
[DITENSES

AC Fortitude Reflex Wil

17 13 18 15

ATTACKS

Melee Basic Attacks 47 [dagges) Damage: 1d4 + 2
Ranped Basic Attack: 10 (dagger) Damage: Tdd ¢ 5
Ranged Basic Attack: +7 (hand crosshow) Damage: 1di +4

Awm Powrrs

Deft Strike Rogue Attack 1

A finatl humype Brings ven dnlo an auhamidgeons posilicn,
A-WHL -+ Martial, Weapon
Stansdard Action
Target: One creatuns
Special: You can move I squarcs before the attack,
Attacke =10 vs, AT (dagger) or +7 wa. AC (hand crosshow)
Hir: 13 4 & dmageidagef}nr'ldﬁ + 4 damage (hand
Unﬁhmv_l-.

Melee or Ranged weapan

Sly Flourish Rogue Attack 1

A distracting flourish cmeses the encmy 2o forget the frade ar liis

throat.

At Will + Martial, Weapon

Standard Action Melee or Ranped weapon

Target: (e creature

Attack: +10 v AC {dagper) or +7 vi. AC (hand crossbow]

Hit: 1d4 + 8 damage (dagger or 1d6 + T damage (hasd
crusshiowh,

EncountEr POWERS

Positioning Strike Rogue Attack 1
A firtse stmehle amd a shove place the enemy weacthy where vou
want him.

Encounter + Martial, Weapon

Standdard Action Melee weapan

Target One creature

Attacks +10 vs. Will

Hit 2d4 = 5 damape, and you can slide the Lrget 3 sguarnes,

s

[THgs
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Second Chance

Halfling Racial Powes
Luck and sorall size contbine fo work i jour favor g v didye
VIHIT CTREHT S attack.

Enmoander

Immesdiate ntermugpt Personal

Effect: When an attack hits you, force an enesrry 1o roll the
attack again with a -2 penaley. The enemy uses the sexciad
roll, e i it's bower,

Tumble Ropue Utility 2
Yoot tromlile out of horei's way, dodsging the opportungst atlacks if
VO TS,

Encounter + Martial

Mowe Actlon Personal

Effect: ¥ou can shift 3 squares.

Dany PowiR

Thringyl a series of fieimets aruf himes, you raarsezver vaner foe right

wherne vow wiil frimm.

Diaily + Martial, Weapon

Srandard Action

Tarpet: One creature

Attzck: +10ve, AT [dagper) or +7 v AC (hand crosshiny|

Hit: 3d4+ 5 damage (dagger) or 3d6 + 4 damage (hand
crpsshaw). and you can slide the target 1 square.

Effect: Until the end of the encounter, each time you hit the
target you can slide it 1 square.

Melee or Ranged weapon




Facial Trams
Height: 4' (1 Weighit: 55 [h.
Speed: b sguares Vision: Mormal

Languages: Commuon, Grohlin

Siwes Small
Alignment: (rood

Bkill Bonusz +2 Acrobatics, 42 Thievery {already
inahuded),

Bold: +5 racial bonus to saving throws against lear.

Mimble Reaction: +2 racial bonus to AC against oppor
tenity attacks, Your todal bonuws i +5 doe (o Ariful
hsdger)

Crass FraTuRFs

Artful Dodger: You gain a +3 bonus to AT against oppor-
tunity attacks. [Your tofal booos is +5 due to Mimble
Heaction)

First Strike: At the start of an encounter, vou have combai
advantage against any creatures that have not vet acted
in the encounter.

Ropue Weapon Talent: You gain a +1 bonus to attack
redls when using a dagger {already inchacded).

Sneak Attack: Once per round. when vou have comibar
advaniage apainst an eoemy and are using a light blace,
a crosshow, or o sling, vour attack against that enemy
cleals an additional +2d8 points of damage.

Frars

Backstabber: The extra damape dice from your Sneak
Atvack class feature increases [eom dts wo dBs (already
inchaded),

Halfling Agility: When vou use vour hallling secoad
chance ractal feamure, the attacker takes a -2 penaliy io
the new attack roll {already incladed ).

GEAR

Magic Ivemm: +1 arulet of protection (see below)

Armor: Leather,

Weapon: +1 vicious dagger (see below), daggers (10], hand
crosshow, bolis (200, Your daggers have a range of 5710
as thrown weapons. [Your +1 vicleis degger automati
cally returns to your hand after wou throa i) Your
hared erossbow has o range of 10720,

Adventurer’s Kit: This kit inclodes 2 backpack, o bed
redl, Mok anel steel, 4 belt pouch, twe sunrods, ten days
worth of trail rations, 50 feet of hempen rope, and 2
walerskin.

Thieves' Toals: To use the Thievery skill properly, yon
neeed the right picks and pries, skeleton keys, clamps,
and s0 om. Thieves' tools grant a +2 bomms to Thievery
checks to open a lock or disarm a trap.

Grold: 25 gp

Amulet of Protection
Thiis Tigher Blive cxmualer inorenses vour defimses.
L1 +1

fem Slot: Meck
Enhancement: Foritude, Reflex, and Will (afready incluced)

300 gp

Vicious Dagger
S widdirs claim theis weapon Likes pledsare in dealing pain.
[1¥ Y | L2 gp

Enhancement: Ansck rolls and damage rolls (abready included)
Critical: +1d12 damage

Ability Scores Check Modifier

Con 13 iy
Dex 18 +5
Int 17 +1
Wis 10 #
Cha 16 g

Skills (Abiliny) Modifier

Acrobatics (Dex) Yes 11
Arcana (Int) +1
Athletics [Str) +2
Bluff{Cha} Yo +9
Dunpesneering (Wis) |
Endurance (Con} +2
Heal (Wis) +1
History {Int} +1
bsight (Wis) Yas +B
Intimidate {Cha) +4
Mature (Wis) 11
Perception (Wis) Yos +6
Religion (Int} 1
Stealth (Dex) Yos =10
Streetwice (Chal 14}
Thievery {Dex) Yas 12



HUMAN WIZARD

Mamie: Gender:

Az a lmoman, you are decisive and rosh. You are nothing if nor
adaplable. As a wizard, vou chuteel arcane forces o exert con
tral that linders foes or Wasts them inte obfivion. Magic iz voar
ari form.

Level 2

Hit Poions 27

Bloodied 13

Healing Surges per Day 7

Hq.:llng SII!-E' Value &
Initiative +F Action Points _

DevemnseEs
AC  Fortltude Reflex Wil
15 14 17 17

ATTACKS
Melee Basic Attack: +4 {quarterstafif} Dimage: 1d8 + 1
Ranged Basic Attack: ~& (magic mussile]  Damage: 2d4 = 5

AW Powers

Ghost Sound Wizard Cantrip

Wirh a winl, v orete aon ilfusonye sound that ermanates fram
sty close i

A\l + Arcane, Hiusion

Stamdard Action Ranged 10

Tarpet: One abject or unoccupied square

Effect: ¥ou cavse a sound o= quiet & s whisper or a5 loed as
a yelling or fighting creature to emanate from the target.
I you whisper you can whisper quietly enough that only
creatures adiacent bo the target can hear your words,

Waith @ ware of your faral, you conse o beighr lighr o appear on
the tip af vwur s1aff upen some ather objeo, of in a meariy space,

Ar-Will + Arcane

Minor Action Ranged 5

Target: Gne object or unoccupied squane

Effect: You cause the target to shed bright light thae fills the
et 's square and all squanes within £ squanes of i The
e Lasts Bor 5 minutes, Putting it out i a free action.

Special: You can have only one lght cantrip active at a time If
youl create A new light, your previowsly cast light winks out.

Magic Missile

Yo Tatenels a silvery balr of forer af wn enemmy:

AC-Will + Arcane, Force, lmiplement

Standard Action Ranged 20

Target; One creatisne

Attack: +6 vs Reflex

Hii: 2d4 + 5 force thmﬂgr.

Special: This power can be used to make ranged basic antacks,

Wizand Attack 1

Ray of Frost Wizard Attack 1

A Bliszeringly cold rav of white frost streaks to yoar ferger.

A-Will + Arcane, Cold, Implement

Standand Action Ranged 10

Target: One creatuns

Attack: +6 v Fortitude

Hit: 1d6 + 5 cold damape, and the target is showed until the
end of yosr next tum.

Scorching Burst Wizard Attack 1
A werrical colurmm of golden flomes burns all within

At-Will + Arcane, Fire, Implement

Standard Action Area burst 1 within 10 squanes
Targe-t: Eaich creature in burst

Adtack: +6 v Bedlex

Hile: 1d6G + 5 fine damage.

Frcountir Powrrs
Wizaerd Attack 1

Burning Hands
A Jeoree buert of [Tt ervepits frore yorer fards and soordes mearby foes.
Encounter # Arcanse, Fire, Implement

Standard Action Close blast 5

Target: Each creature in blast
Adtacks +6 vi Reflex
Hii= 2do + 5 fire damage.

Wizard Litiliey 2

Yo v itarhier creature o chovse con suddenly beap grear
distiEtes,
Encounter + Arcane
M Action
T;rgﬂ: You or ane creatures
Effect: The farget makes an Athletics check w0 jump with a

+ 110 poawer bomes, and the target does not have to move

make: a running jump.

Ranged 10




Dany Powrrs

Acid Arrow Wizard Attack 1

A shimmering arrce of green, ghowving liquid sreaks o your rarger

arul Bursts in o speay of stzzfivg ocid,

Daily + Acid, Arcane, Implement

Standard Action Ranged 20

Prineary Target: O creature

Attacks <6 vs, Reflex

Hit: 2d8 = 5 ackd damage. and ongoéng 5 arid damage (s
ends) Make a secondary artack.
Secondary Target: Fach creature adfacent to the primary target
Secondary Attacks +6 vi Roflex
Hit: 1d8 + 5 acid damage, and ongoing & acid damage {save
enids),

Miss: Half damage, and ongning ! ackl damage to primary
target (s ends], and no secondary attack.

Sleep Wizard Attack 1

Yz e o will agaio e fovs, secking to overwfaelm them
with o clide of sraginal weariness,

Draily + Ascane, Implement, Sleap

Standard Adction Area barst 7 within 20 squares

Target: Each creature in borss

Attack: +& vs, Wil

Hit: The targes ks slowed (save onds), [ the targes fails its fimst
saniing throws, the target falls asleep (e ends)

Miss: The tarpet is showwred (save endsi

Expeditious Retreat Wizard Utility 2

Yirur form Ifurs a5 you kol withdnaw from the barrlefield,

Diaily + Arcans
Move Action Perscnal
Effect: Shift up to twice your speed.

Racial Tralrs

Height: & 0" Welsht: 180 Ib. Size: Medinm
Speed: b sguares Vision: Mormal

Languages: Commmon. Draconic  Alignment: Good

Human Bonuses: One cxira at-will power, beat, trained
skill, +1 1o Fortitucde, Befles, and Will defenses (alreuwdy
tnelwded).

LLASS FEATURES

Spellbonk: Your spellbook holds vour daily attack spells
and vour utility spells. After an extended rest, prepare
oo of vour teo daiby attack spells facid arrow or sleep)
and one of your two atility spells fexpeditions retreat or
Jump) e use for that dage,

Wand of Accoracy (Implement Mastery): Once per
cascmaer as i free sction, sou i a S boois ona single

attack roll appinet one tarset when using vour wand.

FEATS

Action Surge: You gain a +3 bonus to attack rolls vou
make during any actbon vou gained by spending an
action point,

Check Maodificr

Abllity Scores

Str 11 i1

Con 13 +

Chex 14 +3

Int 18 +5

Wis 12 +2

Cha 10 +1

Skills { Ability) Trained? Modifier
Acrobatics (Desx) +3
Arcana (fnt) Yes 110
Azhletics (Str) =1
Bl ((Tha) 1
Diiplomacy (Cha) +1
Dumpeaneering [Wis) Yas £
Endurance (Con| +2
Heal (Wis) 1
Histary (Ind] Yes +10
Insight (Wis) #1
Intimidate (Cha) +1
MNature {Wis) Yes =7
Perception [Wis) 2
Refigion {Int} Yes +10
Stealth (Dhex) +3
Streetwise (Chal +1
Thievery {Dhex) +3

Imiproveed Inmitiative: You gain a F4 boaus B initiatbe
checks falready incloded ).
Human Perseverance: Yo g:iin a4 1 hormes to say ing

tharowes.

GEAR

Magic Ttems: +1 magic wand, +1 closk of reststance (see
Bl

Armor: Mone.

Weapon: (uariersiafl

Adventurer's Kit: This kit includes: a backpack, a Bed-
roll, flint and steel, s bell pouch, two sunrsds, tn days
worth of trail rations, 50 feet of hempen rope, and @
warlerskin.

Spellbook

Coold: 23 gp

A bysic wamd, enchanted so as to chammel arcane amenpr

lwl T =1 R0 zp
Enhancement: Attack rolls and damape rolls falready included)
Critical: +1di damage

Thris crimson-hemmed clook can be aotivatad 1o privvide minm

resdstanee i all attzik=

lvl2 o+ Llbgp

Enhancernent: Fortitude, Reflex, and Wil [already inchnded)

Power |Dailyk Minor Action. Gain resist 5 to all damage umntil
the start of your next tum,




HALF-ELF CLERIC

Gender:

YETHTE

Az @ vl elfl vou combine the best features of yvour fieman and
elf heritage. You are charismatic and confident. As @ deric, you
wse vour prayers o heal and bolster your allivs.

Level 2

Hit Points 31

Bloodied 15
Healing Surges per Day 9
Healing Surge Value T
Indtiatise =1 Action Poinis

DEFENSES
AT Fortitude Reflex Wl
18 13 11 16

ATTACKS
Melee Basic Attack: +5 imace) Damage: Tdd + 2
Ranged Basic Attack: <3 (crombow) Damage: 143

ATWnL Powrrs

Lance of Faith Clerkc Antack 1

A briflivnt vy of light sears vour foe with goebden radianoe, Spoar

blies of gl lnger around the target. guiding vour ally’s arnack,

AWl + Divine, Implement, Radisnt

Standard Action Ranged 5

T:rgm: One cresture

Atack: +4 ws. Reflex

Hit- 1d5 + 3 radisnt damapge. and one ally you can sec gains
a +2 poweer bomes o bis nest attack roll against the target.

Sacred Byt shines from above, sedring a single ememy with irs
rdsance while ar the s time aiding an ally with @s henificent

e
At-Will = Divine, Implement, Radian
Standard Action Ranged 5

Target: One creatune

Attack: +4 ve Reflex

Hit 146 + 2 radiant damage, and one ally you can see chooses
either 1o gain remporary hit points equal to your Charisma
mdifier + ane-half your keved or to make a saving throw.

Envcountire Powirs

Channel Divinity: Armor of Bahamut Feat Power

Biharmur proteces vou or a friend from devestating b

Encounter + Divine

Speciak You can use only one of your three Channel Divinity
powers in any sngle encountes.

Immediate Interrupt Ranged 5

Trigger: An enemy scores o critical it on you or an ally

Effect: Turn a critical hit against you or an alky within range
into a mormal hit

Channel Divinity: Divine Fortune  Cleric Featur=

e the flase of peril, vou Faold trose o veur fisith e Feceive a special hoom.

Encouenter + Divine

Special: You can use only one of your three Channel Divinity
pronwers inoanmy :ingh: encounier.

Feew Actian Perdonal

Effect: ou gain a +1 bonus to your next attack mll or saving
throw before the end of your next am,

Cleric Feature

Channel Divinity: Turn Undead
Yiou seer unded foes, push them Back. and root them i pliece,

Encounter + Divine, Implement. Radiant

Special: You can use only one of your three Channel Divinicy
porweers inany 1ing'|t=. encounter.

Standard Action Choge burst 1

Target: Each undead creature in biarst

Adtacks +4 v Will

Hit 1d10 + 4 mdiant damage, and your can push the tarpet
& sguares. The tarpet & immsobilized until the end of your
ekt turme

Mizs: Half damage, and the tarpet is not pushed or
imamobilized.

Healing Strike Cleric Antack 1

[Hvine radignee glemms from your weapon. When you smibe yvur

emerm vourr deiry bestows o minor bessing i the form of kealing

o o or e o power allies

Encounter + Divine, I-k-a'lirlg.. Radiant. Weapon

Standard Actign Melee weapan

Tarpet: T coeatun:

Artack: +5 ws, AL

Hit: 248 + 7 radiant damage, and the target is marked ungil
the end of your next turn In sddition, you or one ally within
% squares of you can spend a4 healing surge. Add 3 to the
number of hit points gained from the healing surge.




Healing Word

You whisper o brigf praver ax divine light woshes over your targer.

helping to e its wanerneds.

Encounter (Special} + Divine, Healing

Speciak You can use this power twice per encounter, buat only
oo prer roumd

Minor Action

Targe: You or one ally

Effect: The target can spend a bealing surge and repxin an
additional 1db + 3 hit poims.

Cleric Peature

Close burst 5

Dany PFOwWERS
Beacon of Hope

A et o ivine energy Haraes vour faes and heals wur allies

Daily + Divine, Healing, Implement

Standard Action Clase barst 3

Target: Each enemy in burst

Antmehs +4 v W

Hit: The target & weakened wntil the cnd of its next turn,

Effect: ¥ou and all your allses in the burst regain 8 hit paings
apiece, and your healing powers mestore an exira 5 hit points
witil the endd of the encoanter,

Cure Light Wounds Cleric Unility 2

Yous wtter o simiple prever amd gl the power to instanely heal

werkiteds, aand vonr ol momertarify suffuses o or g wanerded

et witl a dim siher gt

Daily + Divine, Healing

Standard Actinn

'E:l'gﬂ: You or ane creature

Hffect: The target regains hit points as if it had spent a heal
Ing surge. Add 3 to the number of hit points gained fram
the healing surge.

Cleric Attack 1

Melee towch

Raciar Trairs

Height: 5 117 Weight: 160 Th,  Size: Medinm
Speed: 5 squasres Vision: Low-Tight

La (TR R Tt oo, Dirsconic, Flven
Alignment: Lawlul Grood

Skill Bonos: +2 Diplomacy, +2 Insight {alveady included).
Group Diplomacy: You grant allies within 10 squares of
your @ +1 pacial borms o Diplomacy ehecks.

Crass FFATURES

Healers Love: When vou grant healing with one of your
clevie powers that has the Healing keyword, add 3 1o
the mumber of restored hit points (already incloded).

Frars
Channel Divinity: Armor of Babamut: You can invoke
the power of vour deity fo use the armor of Bahamut

Fll:!l\'l-\':'l'.

Gronp Insight: You grant allies within 1) sepuares of
yeur it +] pacial bonus to Insight checks and bndtlative
checks,

Ability Scores Check Modifier

Con 14 3

Drex 11 =1

Int TO &1

Wis 16 +4q

Cha 16 4

Skills {Abiity) Trained? Modifier
A (Ehed) +0
Arcana (int) Yes b5
Athletics (Ser) 1
Bluff (Cha) +3
Diplomacy (Cha) 2§
Dungeoneering (W) ‘3
Endorance (Con) 2
Heal (Wis} Yos +3
Histary (Int) Yes +5
brasig it (W/is) 53
Intimidate {Cha) +3
Mature {Wis) £3
Perception (Wis) 3.
Religion {Int) Yes +5
Stealth (Dex) +
Strectwise (Cha) =3
GEAR

Armor: +H dwarven duinmail (see below).

Weapon: +1 mungic mace isee below], crosshow, bolts (200
Your erosshow has a range of 15/30.

Adventurer’s Kit: This kit inchides: a backpack, a bed-
roll, fTint and sieel, a belt pouch, two sunrods, ten doys
worth of trail rations, 50 feet of hempen rope, and a

waterskin.
Holy symbol of Bahamut
Geold: 10 gp

Crafted I the finest dwarf armoramiths, this armor was onee ondy

aerilable tr dwarves, though now zome armersmiths will ereate o

sl for whaever can pay the price.,

b2 21 LD gp

Enhancement: AL {alresdy inchuded)

Property: Gain an item bonus 1o Endurance checks equal o
the armor's enhancerment bonus (abeady included]),

Power [Daily + Healing: Free Action, Regain hit podnts as if
yuis had spent a healing surge.

A bsic enchanmed weapan
1 #1 360 gp

Enhancermnent: Atmack rolks and damage mlls (already included)
Critical; +1d6 damage




DRAGONBORN PALADIN

Gender:

Marme:

As i dragenborn, you have dedicated your [ife to honor and the
pacrsieit of exceflence. As o palnding, you are a divine warrior com
mirted 1o the cause of life and gordness,

Lewel 3
Hit Points 33
Bloodied 16
Healing Surges per Day 11
Healing Surge Value 10
Imitiative +1 Action Points
Dryrnses
AC  Fortitwde Reflex Wl
i 15 13 14
ATTACKS

Melee Basic Attacks: +% (longsword)  Damage: 1d8 + 5
Ranged Baslc Attack: +7 (javeling Damage: 1db + 4

AW Powrrs

Divine Challenge Paladin Feature

You boldly confront a nearby enemme searing &t with divine Gk if

i igmores your chullenge.

At-Will # Divine, Radiant

Minor Action Close burst &

Target: One creature in burst

Effect: You mark the target. It resnaies marked until you wse
this pnwver apsinst snother target, or if you fail te engage
the targer (See Below & creature can be subject 1o onby
one mark at o Gme A new mark supersedes 2 mark that
was already in place,

While a target is marked, it takes a -7 penalty to amack
rolls for any attack that doesn't inclade wu a5 a tasget.
Also, i takes & radiant damage the fivst gme it makes an
antack that doesn't inclucde you as a target before the start
of your next turm.

£ your turn, you muost engage the target you chal-
|=rlg=:|'nr challenge a different tarpet. To enpage the target,
you muost either attack it or end yooar turn adjacent to e
If none of these events ocour by the end of your term, the
muarked comdition ends and you can't ase Divine Challenge
07 JOUE et e

Yisu can use Divine Chadlenge once per tum.

Holy Strike Paladin Artack 1

Fane serike arenery with your weapon, which dgrites with hahe

bight.
Ar-Will + Divine, Radiant, Weapon
Standard Action Meler WO
T.:rgﬂ'. (e creature

Attache +9 ve, AL
Hit: 1d8 + & radiant damage. B you mardked the target, you
gain a +1 bonws to the damage rofl.

on Hands Paladin Frature

Youir diviree toach insrannly leals wounds

AWl (Speciall + Divies, Healing

Spedial: You can use this power ance per day,

Minor Actinn Medes touch

Target: Cine creature

Effect: You spend & healing surge but regain no hit points.
Instead, the targes regains hit points as if it had spent a
hnalng SRR Yoo masst have at least one Imalirlg SUTRE
remalning to use this power.

Valiant Strike Paladin Attack 1

Az wota Dirlrg wmr weapuon fa bea; the odids agames vou add
strpngifs ro vourr aftack,
ArWAI + Dhvine, Weapan
Standard Action

T:rgl:t: D creaturne
Antack: +9, + 1 per encmy adjamnt b wou v AL
Hit: TdE + & damage.

Meles weapon

Encounter PowErs
Channel Divinity: Divine Mettle
Your unswerving faich in your deity eonpowers @ eeardy crealure 1o
rexist o debelinning afflicive.
Encounter + Divine
Speciak You can use only one of your twe Chanael Disvinicy

powers in sy single encounter,

Minar Action Cliase barst 10

Target: Dine creature in burst
Effect: The target makes a saving throw with 2 +3 bonus,

Faladin Feature




Channel Divinity: Divine Strength Paladin Feature

Yom petiticen yoer deity for the divies: srergth to Ly fowe voair s

Encounter + Divine

Speciak You can use anly one of veur two Channel Divinity
puweers in any sigle encountes

Mimwr Action Personal
Effeciz Apply your Strevgth madifier (+4] as extra damage on
your fex artack this tm,

Dragon Breath

s v apen vour monith wich a rnee the deadly power of your dra
conic ki blosts forth f engrlf o foes

Encounter # Acid, Cold, Fire, Lightring, or Podson

Dragonborn Raclal Power

Minor Action Clase blast 5
Targets: All creatures inanea

Attacks +5 wu. Reflex

Hit: Tabb + 3 damage.

Radiant Smite Paladin Attack 1

Your weapon pimes with o pearly lutinesoence, Eneribes shrink
fromits pure Bght. especially creamures of supermanimal evil such oz
demons and devils.

Encounter # Divine, Radiant, Weapon

Standard Action Mabee weapan

Targed: One creatuns

Attack: +9 vi. AC

Hit: 2dE + b radiant damage.

Dany IP"owrRs

Paladin’s Judgment Paladin Attack 1

Your steles arinck prmishes your enemy and heals an ally.
D.ail,- + Divine, I-halir:g.. Weapaon
Stamndard Action Melee weapon
Target: Oine oreatune
Adtack: +9 w5, AL
Hit: 3dE + 5 damage. and one ally within 5 squares of you
can spend a healing surge.
Miss: Cine afly within & squares of you can spend a healing surge.

Martyr's Blessing Paladin Urility 2
You step indo an aftack mode ogainst an adfocent all

Draily + Divine

Immediate Interrupt Close burst 1

Trigger: An adjscent ally is hit by a melee or  ranged sttack
Effect: ¥ou are hit by the attack instesd.

acial Tralrs

Height: &' 47 Weight: 260 Ih. Siwze: Medium
Speed: 5 sguares Vision: Normal

I.rlngllagr—.'\;'. oo, | raconic

Alignment: Lowiol Good

Skill Bonus: +2 History, 42 Intimidate alresdy included).

Dragonborn Fury: When vou're bloosdied, you gain a +1
rocial baomns 1o attack rofls.

Draconic Heritage: Your healing surpe value is equal 1o
onequarter of vour maximum hit points & your Consti-
tution modifier {already included)

Ability Scores Check Modifier

Sir 18 +5

Con 12 +2

Crex 10 +1

Int 11 +1

Wiz 13 +2

Cha 16 +d

Skills (Ability) Trained? Maodificr
Acrobatics [Dkex) -3
Arcana (Int) =1
Arhlatics (Str) +1
Bl (Cha) +i
Driplomacy (Chal T
Dumngroneering (Wi £2
Endurance (Con) Yes 3
Heal (Wis} Yo =7
History {lnd) +3
Intimidate (Cha) Yes +11
Nature (Wis) +1
Perception (Wis} a2
Relighon {Int) Yo +h
Stealth (Dex) -3
Strectwise (Cha) +&
Thievery {Dex) -5
FeaTs

Healing Hands: When vou use the lay on hrads posser,
the target heals extra damage equal to yoor Charism
meodifier (already incloded).

Enlarged Dreagon Breath: When you use dragon breath,
vour can make it blast 5 instead of Blast 3.

GEAR

Magic lem: Belt of vigor (zee below),

Armor: Plate armor, heavy shicld,

Weapon: +1 magic lmgsword (see below), javelins (3} Your
javelins have a range of 10,/20.

Adventurer's Kit: This kit includes: a backpack. a bed-
roll, flint and steel, 2 belt pouch, two sunrods, ten days
worth ol trail rations, 50 feet of hempen rope, and a

waterskin

Huoly symbol of Bahamut
Crold: 5 gp

| Level 2

Thiis cfnine metal Beft braproves vour recuperative abiliges.

Al #

Lvl 2 520 gp
l‘n:ppefty: Yol galna =1 item bonws to your heading surpe value
|_.'|I1'-:~a|'l:|.- included].

A Buaskc enchuamted weapon,
1+ 60 gp

Enhancement: Attack rodls and damaege rolls (aleady included)
Criticak +146 damage
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