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A dastardly plot’s hatching in Dis, a chance for the
hordes of ultimare evil 1o sirike a hammer-blow
against the forces of good. It'll take cutters with brains
as sharp as their swords to journey into fiery Baator irself and trv to put things
right. But look out, berk, ‘cause there’s plots on top of plots, and it's hard to see the

AH dark of things when vou're caught in a fiendish peel!

IH'I‘RODUC'PIQH BACKGROUND

The plane of the Qutlands is theoretically shaped
somewhat like a ring, and along its outer edge lie sixteen gate-towns, so named
because they were built around or near gates leading to the sixteen surrounding
Outer Planes. For the most part, the attitudes and beliefs of the folks in cach town

mirror the nature of the plane the burg's associated with. So the town of
Plague-Mort, for example, built around the gate to the Abyss,
is about as chaotic and evil a gate-town as a body’d ever
want to see. Excelsior, on the other
hand, poised at the base of

Mount Celestia, is a town that

literally glows, full of sods so

pleasant they might drive a visi-
tor barmy. Fact is, if the folks in a
gate-town get so worked up that it
becomes foo much like its next-door plane,
the whole place goes sliding right off the Outlands and becomes parr of the plane,

Well, berk, the chant is Fortitude's finally ready to make the big leap into Arca-
dia. The Harmonium — the faction with the strongest influence in the gate-town and
the plane as well — has been whipping the folks of Fortitude into a fevered pitch of
order, harmony. and good, hoping to push the town’s alignment to the point where
it’ll start to slide. What few know, though, is the dark of the faction's zeal: They
want to make up for land they lost from Arcadia. See, they brought chaotic types
into the lawful plane to turn them into “proper citizens,” but the influx of chaos
caused a whole layer ol Arcadia to slip into another plane,

To usher Fortitude into Arcadia. the faction's planned a sparkling ceremony —
dubbed the Harmonious Ascension — and they've arranged for a much-venerated
paladin from Arcadia to preside. This paladin, known as Daneel the Smiter of Fiends,
has cut such a noble swath through the forces of evil with his famous holy avenger
sword Guardian that he's practically the living embodiment of law and order. With a

. - ; bit of luck. his presence and guidance at the ceremony’ll stir up the citizens of Forti-
CHANGE asere's [IIIND tude just enough to push the town over the edge.
N 14 H SH+ICK
= TARES THE FIEND ¥ +ve @IN+MEN+
A AMMER, o : Daneel's legendary campaigns against evil have earned him 4 few enemies, not the
least of which is the archduke Dispater, ruler of Dis on the plane of Baator. Practi-
— HARM@NIUM i it cre s R et
cally a power, Dispater could kill the paladin easily enough — if that's how the
PROVERB baatezu went abour their business. However, the lawful fiends prefer to outwit their

enemies and ensnare them in subtle traps.

Dispater’s got just such a trap laid out Tor Daneel. From Anarchist spies who've
wormed their way into the ranks of the Harmonium, Dispater learned that Daneel’s
making a trip to Sigil to meet with Factol Sarin just a few days before the Ascen-
sion. The archduke's arranged for a gang of baatezu to waylay the paladin, lift his
prized holy sword, and bring it back to the Iron Tower on Dis. When righteous bash-
ers come alter the sword, Dispater’ll let "em have it back without too much luss —
primarily because the sword’ll be tainted by then, inscribed with a secret gare spell
designed to open a path between the planes.

A blood can probably guess what'll happen next. The holy avenger’ll be
returned to Daneel, and the Hardheads'll start the Ascension just as quick as they
can. But as soon as Fortitude starts to shifi, the sword’ll open a gate to Dis, allowing
the spirit of a fiend to come through and take control of Daneel. The fiend'll make



"

the poor sod spill innocent blood and turn stag on his faith in front of the whole town.

Daneel’s career as a paladin'll be cut short, and he'll spend the rest of his days in

base humiliation, il he ain't killed outright. What's more, the sight of such a

respected hero of legend abandoning his noble ideals’ll be enough to disillusion the

gathered masses and make the Harmonious Ascension grind to a spirit-shattering halt,
Fact is. it's a pretty clever scheme, and all it'll take to work itself out is a bunch of

cutters brave enough, greedy enough, or addle-cored enough to venture into Baator and steal the

holy avenger back from Dispater's Iron Tower. . ..

ADVEN+URE SUMMARY

The player characters (PCs) begin the adventure in Sigil, the City of Doors, milling about the Great Bazaar and
soaking up the exotic flavor of goods from a hundred worlds.

In Chapter I the PCs get the chance to save Daneel from a baatezu attack. Depending upon their actions,
they're either hired or forced by the Harmonium to retrieve the stolen sword and bring it to Fortitude for the
Ascension. Ideally, they take a porial from Sigil 1o the gate-town of Ribcage, but PCs in a hurry may try to go
directly to stinking Baator itself.

If they take the portal to Ribeage, in Chapter I the PCs arrive just outside the town, in the mountain range
known as the Vale of the Spine. In Ribcage they can find a guide that'll lead them through Baator, a pass of
safe conduct to fend off the fiends of the plane, and perhaps even a cover story to help them blulT their way
through hazardous encounters.

In Chapter HI the heroes arrive on the endless, red plain of Avernus, the first layer of Baator. They must
make their way across the wasteland — braving dangers [rom the terrain and the inhabitants alike — in order to
reach the lair of Tiamat, queen of evil dragonkin:  ‘hich contains the gate leading to Dis.

In Chapter IV the PCs find themselves on Dis. the second layer of Baator, near the infinite city of the
same name, They must travel to and through the burning city — full of enslaved petitioners forced to continu-
ally destroy and rebuild the scorching roads and structures — and gain entrance to the mutating Iron Tower of
Dispater.

In Chapter V the cutters may use a new magical item 1o explore the tower and recover the stolen haly
avenger. Eventually confronted by the avatar of Dispater (and a few dozen other fiends), the PCs learn that the
archduke’s only too glad to let them have the sword — for a small price. But whether they barely escape from
the tower or leave with Dispater’s blessing, the PCs still must deal with a pit fiend who attempts to twist the sii-
uation 1o his advantagde.

In Chapter VI the PCs deliver the sword to the Harmonium in Fortitude and witness the seeming corruption
ol Daneel at the ceremony of Ascension. They must stop the ensuing campaign of evil, defeat the fiend control-
ling the paladin’s body, and, through their actions or inactions, decide the ultimate fate of the town,

PREPARING FOR PLAY

First of all, the Dungeon Master (DM) should read Fires of Dis hefore running it, to get a sense of how the adven-
ture should unfold. The DM should also be Familiar with the Pranescape™ Campaign Setting, the boxed set that
introduces the majesty of the planes, in order to get the most fun out of Fires of Dis and run a campaign rich with
planar flavor and feel. In addition, a DM may want to expand his or her knowledge of the planes with the Planes
of Law Campaign Exrpansion boxed set, which includes a 32-page sourcebook on the nine layers ol Baator, and
the PLANESCAPE MoNsTROUS CoMPENDIUM™ Appendix, which reveals in full the dark of the haatezu and their powers.

Throughout Fires of Dis, the DM will find (10/ici7¢d text in amber, meant to be read to or paraphrased for
the players. ltems marked with amber diamonds (#) are meant for the DM's eves only, Special DV oy also
appear throughout the adventure, providing extra information or advice on handling situations.

Fires of Dis is designed for a party of four to six characters of 5th to 9th levels. However, it can be adapted
for play by larger or mare experienced parties by pumping up the strength of the opposition. The DM can replace
some of the fiends encountered with more powerful types of baatezu. What's more, the DM can make full use of
the baatezu's ability to gate other fiends into a fight, and any baatezu that appear can try to gate in still others.

The DM may wish to reduce or eliminate the baatezu's use of the gare ability for parties that are less pow-
erful or less experienced. Assume the fiends know of Dispater's ultimate goal and don’t wish to kill the PCs (or
that they simply prefer to teleport to safety rather than continue to fight).

‘Course, any cutters that try to hack their way through this adventure will hit the blinds, or find themselves
in the dead-book. The PCs will run into many situations where swordplay is not the best solution to the prob-
lem. Remember, berk — a PLanescare campaign is about ideas, not just beast-bashing. Reward player characters
for thinking as well as for using their weapons,

+3 4



A WORD aseu+ FACH+IBGNS

This adventure doesn’t assume that the PCs belong to any partic-
ular faction; any cutter ol any philosophical bent can participate.
Only the Harmonium, the Mercykillers, the Revolutionary
League, and the Free League have a high stake in the events,
However, a2 PC who belongs to any other faction may receive
reasons to go or stay from her headquarters in Sigil, bur she
won't be commanded one way or the other.

THE HARM@&NIUM

Of all the factions. the Hardheads are the most dedicated 1o
retrieving the sword: They must have it back lor the Harmonious
Ascension 1o go over as planned. Besides. the sodding fiends
attacked a respected member of their faction right in the mean
streets of Sigil! That kind of spit in the eye of the law can't be
tolerated. The baatezu'll just have to learn the hard way to toe
the Harmonium’s mark.

THE MERCYKILLERS

These bashers think along the same lines as the Harmonium. but
the Mercykillers are more keen on punishing the fiends than
anything else. The multiverse can't become perfect until every
lawbreaking berk is cleansed by the mighty hand of justice. And
right now, there ain’t a group more in need of cleansing than the
thieving baatezu who jumped the paladin,

THE REVOLU+I®NARY LEAGUE

The Anarchists want the sword kept our of the hands of the Har-
monium: fact is, their spies helped the baatezu steal it in the first

place. The Hardheads use the law like a chain around the neck of

oppressed bodies everywhere — trying to push Fortitude into
Arcadia is a prime example — and a successlul Ascension’ll just

help them pull the links even tighter. Truth is, all structures of

power have to be smashed into bits, and the Harmonium's house
is a ripe place to start.
The Revolutionary League has no lixed headquarters in Sigil

and no factol. An Anarchist PC might join the quest just to see if

he could stop the Hardheads from getting it hack.

THE FREE LEAGUE

As soon as enough Indeps hear about the stolen sword, they'll
head into Dis and try to reach it first. They'd probably just sell the
thing to whoever (or whatever) offered them the most jink, barring
the Harmonium. Fact is, all jink aside, the Indeps’ll get the most
pleasure just from denying lhi‘ Hardheads their prize — they've got
no love for bashers who'd deny a body her own free will.
Like the Anarchists, the Free League has no faction head-

quarters and no factol. Indep PCs might not agree with the

rest of the party on what to do with the sword
once it’s been recovered.

©@+HER FACH+I®NS

FHE

BELIRY

IE BLEAK L_ABA

iE Dus

ATHak: This faction sees the theft of a holy weapon by
dirty fiends as just more proof that there ain't any “gods.”
However, a trip to Baator might be interesting, just to pry
into the smoke and mirrors behind all the nonsense aboul
powers.

prs or e Sourcr: The Godsmen believe that all beings are

being tested, all |I1c time; the theft of the sword might be a

golden apportunity for the right cutter to prove herself

waorthy.

Bleakers just don't see the point — there's no
meaning to the planes. so one sticker more or less ain't
going to make much difference. A Bleaker PC might go
along just 1o revel in the folly of it all.

Doowmcrars: This faction wants to hasten the natural,
inevitable decay of the multiverse. While the baatezu might
use the stolen sword to help it all crumble, the Doomguard
feel they could do a better job of it.

- The Dustmen think everyone's dead already and see
Baator as a place that most closely embodies their view of
the multiverse — a wasteland, full of pain and cruelty.
Going there might give a cutter another step up on the lad-
der of Truth.

Fatin: Hey. if Dispater was able to snatch a holy avenger
sword from a paladin, he should he entitled 1o keep it.
‘Course, any PC quick enough to turn the tables on the
archduke should ;.u to claim the sword herself.

Frarrsmy or Ukoik: The key to controlling the multiverse is
understanding the laws that govern existence, and a trip to
Baator could provide a peek into the dark of the fiends. If
the Guvners can master the laws of Baator, then they'll
master the baatezu as well,

Sttt Ot Each Signer considers herself to be the center
of the multiverse and makes up her own mind about what
1o do.

S or Seusamon: The Sensates believe thar life must be
experienced in full in order to be understood. The layers of
Baator are cruel and dangerous, but without knowing such
despair, how could a body truly hope to know kindness
and h('ﬁmy?
TRANSCE r Deorr: A PC who belongs to this faction

shouldn’t haw to ask anyone what to do. Ciphers move on

the moment. without letting thought cloud their judgment
or their actions.

. Chaos, not order, is the natural state of the

multiverse. A PC of this faction'll be

glad to go after the sword, il only
to bring a bit of chaos to the

lawful fiends of the plane.

XADSTTE




s N©O@NPLAYER CHARACH+ERS (NPCs)

DANEEL, SMI+ER ©F FIENDS

Male human planar
13th-level paladin, Harmonium: lawful good

STk 18 INi 15 HP 74
[ % 15 Wis 14 AC =2
Con 16 Cla 18 THACTD g

Fovienen: Field plate armor +2; long sword +5, holy avenger.
Sricial: Daneel's Strength gives him a +1 bonus to hit and a +2
bonus on damage; his Charisma gives him a -7 bonus on reac-
tions; and his Dexterity gives him a -1 bonus to Armor Class
(already added in), His high level allows him two attacks per
round,

Daneel’s a tall, strapping man with the perfectly chiseled
features and noble bearing of a marble statue come 1o life, Raised
in Fortitude, on the legends of fearless dwarven raids on the
forces of evil, Daneel trained to become a paladin at a young age
and now serves Marduk. a greater power on the first layer of
Arcadia.

Daneel spends most of his time leading his warband in
fierce assaults onto the Lower Planes. His powerful holy avenger
sword Guardian was made especially [or his use by the dwarves
of Mount Clanggedin in Arcadia, and together Daneel and
Guardian have approached legendary status.

DN w01t When role-playing Daneel, be sure to use a stilted
vocabulary and sentence structure. as in this sentence: *Well
met, [riends; thy quick steel and good hearts hast truly saved me
from a fate most gruesome.”

FLAMEN THERMA

Female tiefling planar
4th-level Aghter [/ Sth-level cleric, Dustmen; lawful evil

STR 16 Iny 10 H 32
Dix 8 Wis 12 AL B
Con 11 CriA 12 THACO 17

Covmmarnr: Studded leather armor +2, mace +4.

SeLtini: Therma's Strength gives her a +1 bonus on damage. She
has the following spells memorized: bless, cure light wounds
[%2), flame blade, hold persan, protection from fire, and slow poi-
son, As a tiefling, she also possesses the special abilities of that
race.

Therma's one of the most trusted members of the Flamen
family of Ribcage, a group ol clergy related not by blood but by
their devotion to the baatezu. Its leader, Flamen Pontifus, allows
Therma to take supplicants onto Baator to worship the fiends
there, and she looks forward to such excursions onto her beloved
plane.

Il the PCs disguise themselves as supplicants and hire
Therma to lead them into Dis, she lectures them on the ways of
the baatezu and counsels the party to make the proper obeisance.
‘Course, supplicants must submit to whatever abuse the baatezu
wish to inflict, IT the PCs seem reluctant, Therma first doubts
their strength of will and eventually begins to suspect they're not
true supplicants at all.

HERFIK +HE SILEN+

Male githzeral planar
Bth-level thief, Fated; chaotic neutral

SR 12 In 12 HE 36
DEx 17 Wis 9 AC 5
Con 10 CHA B THACO 17
Favieneni: Seale mail armor, short sword +1, ring of invisibility.

Special: As a githzerai, Herfik has an innate plane shifting abil-
ity, though he’ll use it only il about to lose his life. He also has a
magic resistance of 40%:; his sword and ring have permanently
escaped being rendered inert.

Herfik received his satirical nickname from his current
employer, Barius Sharpsplinter of Ribeage, because the gloamy
githzerai can't ever seem to shut his whining bone-box. Herfik's
paid to lead travelers into Baator, but he's not particularly
pleased about working for Sharpsplinter — memory of his race’s
enslavement by mind Mayers makes him overly sensitive to tak-
ing orders,

If the PCs go to Ribecage and hire Herfik as a guide. the
thief'll do his job. However, he doesn’t feel he's paid well enough
to fight eamestly at their side as well, If the PCs are strongly
challenged by baatezu, Herfik does what he can to save his own
skin.

KRI'IK

Pit fiend

THACO 7: #AT 6; Dmg 1d4/1d4/1d6/1d6/2d6{2d4 (+6 Strength
bonus); AC -5; HD 13; hp 84; MV 15, Fl 24 [C); SA fear, poison.
tail constriction; SD regeneration. +3 weapons to hit; MR 50%:;
SZ L (12 feer tall); INT genius (18); AL LE; ML fearless (19); XP
21,000.

Eouipment: None.

SPrcial: In addition to the magical abilities inherent to all
baatezu, Kri'ik has the following spell-like powers: detect magic,
detect invisibility, fireball, gate, hold person, improved invisibil-
itv, palvmarph self, produce flame, pyrotechnics, wall of fire (all
once per round), and symbol of pain [once per day). Kri'ik's
already used his one wish spell for the year. His gate ability lets
him automatically summaon two lesser baatezu or one greater
baatezu,

Kri'ik serves the archduke Dispater in the lron Tower on Dis,
but he’s been disappointied with many of his lord’s actions of
late. The fiend sees the theft of the holy avenger as a grand
opportunity to embarrass the archduke, and he plans on assisting
any adventurers who come looking for the sword. "Course, he'd
prefer to keep the powerful weapon for himself, and secretly
plots to twist any agreement he makes to his own advantage.

Dispater knows this and is, in fact, counting on it. He’s led
Kri'ik to believe that the fiend could actually turn stag on a Lord
of the Nine and get away with it. Dispater’s kept Kri'ik in the
dark as to the truth behind the theft and return of Guardian,
hoping the ambitious pit fiend’s machinations will ensure that a
party makes it to the tower and recovers the sword.

*5 ¢




At the beginning of Fires of Dis, the player characiers

are browsing through the Great Bazaar in Sigil when
they're bobbed by the fiends sent to steal the holy
avenger from Dancel. Whether the PCs rush to the

c HA PTE R l b paladin’s aid or leave him to his fare, the Harmonium gets wind of
% their involvement and convinces them — with garnish or muscle —

to retrieve the stolen sword. The party must then tumble to the

T “i s * l H G workings of a nearby portal to Ribcag: or hunt down a dangerous

drop right into Baator. However, before they leave the Cage, they
find that a few other folks have differenr plans for the sword.

DM wori: Feel free to invent any reason for the party to be
wandering through the stalls of the Great Bazaar. "Course, shopping for basic
equipment to replenish lost stock or rations is always a good idea, especially if the
PCs have just returned from another planar adv: nture. A party new to
Sigil could be pulled in by magical  ms floating through
the streets around vazaar, which cajole
passershy into sou pling the Tne wares of

their ow o ors' stalls:

THE FIENDISH PLO®+

Thanks to the chant passed their way by the Revolutionary League, the baatezu

know that the paladin Daneel’s arrived in Sigil, and that the holy a1t 1ger is at his

side. The fiends plan to lure Daneel into an alleyway, where they can deal him a few

satisfying blows and wrest the hated sword from his grasp. Here's how: A gelu-

gon’ll use his polvmorph self ability to assume the form of a wrinkled female elf,

lGH UP, and an abishai’ll play the savage attacker. When Daneel spies the scene he's

—- sure to rush to the elf’s defense, and all the fiends’ll jump the righteous sod.

The baatezu also want witnesses for the attack. Remember, berk,

o the fiends want some cutters to come to Baator and take back the sword;

AR besides, they'd hate to pass up an opportunity to embarrass or humiliare
PLANES. the paladin.

THE GREA+ BAZAAR

— A MERCHAN+ +RYING +0 el 1. This whol
BOB PRIMES in+o i ceius snd piewkiean w1
BUYING LAND v LIMES )

nps taropgh (the Cage a e podat o
e A SOMETRInGg 1o mees cier she.

The DM should allow the PCs to buy any basic equipment they might need —
within reason, of course. This is a common, open-air market where visitors can find
necessities, comforts, and odd trinkets, nor a place to pick up magical items hand
over foot, It could be fun to have a stall offer items from the home world of one of
the characters, but remember that a lot of the stuff for sale just ain't going to be for
human (or even humanoid) consumption.

Possible goods and services to help a DM spice up the markeiplace might
include:

+ 6+




The DM should let the PCs role-play and haggle with merchants as long as they're having fun. As soon as
they're ready to leave the marketplace, run “The Pickpocket,”

spirit candy — hardened
bhits of various sweet meads that
are said to comtain the spirits of beings from
far-flung prime warlds.

a wriggling sack of larvae from the Lower Planes,
offered by a hideous night hag to a glabrezu as
fodder for the endless Blood War,

black. foul-tasting mushrooms said to be dug from
the roots of Yggdrasil, the plane-spanning oak.

a stoppered glass bottle, “guaranteed” to be filled with air from the peak of
Mount Celestia that'll purify the evil right out of any berk who gives it a whiff
sedan chairs carried by teams of stone giants, offering rides through the streets in style.
light bowls, forged out of rock from the Elemental Plane of Fire, that, when lit, burn with
bright flame until snuffed out.

DM wote: While the PCs are mulling over the market's goods, they're being watched by the second-in-com-
mand of the team of baatezu sent to steal the holy avenger. This fiend. a gelugon, has used his polymorph self
ahility 1o pose as a wiry male tiefling. He's sizing up the crowd for possible witnesses to their crime. After a bit
of observation, the fiend decides that the PCs are promising candidartes.

Any player characters who indicate that they're on the lookout for trouble should be allowed to make a
Wisdom check. I they succeed, they spot the gelugon — a wicked-looking humanoid in a dark green tunic —
staring at them through the crowds. A second later, the stranger vanishes into the mass of beings, and the PCs
can no longer find him.

Read or paraphrase the following to one of the PCs hefore the party leaves the bazaar:

THE PICKPOCKE+

Fou feel a oody ouwmp up adgalnst o fron oefrie, YYaie fne Crust OCEtias it The marsel piace, you aol

f "

FOIRRECH e Then gaain, s gl eeaehy -ohe safest part n M

Repeat the occurrence until the PC decides to check his or her possessions, at which time a valued object

turns up missing. Still in the form of the tiefling, the gelugon has lifted an item from the PC — anything that
can he stolen easily and looks like it'll be sorely missed: a purse or pouch of gold, a gem-studded dagger, a
wand, or any small object. The DM can feel free to make any itém be the target, but he or she should be certain
it’s something the PCs won't take kindly to losing. The gelugon wants to be chased.

When the PCs scan the crowd for the thief, read the following:

Yau see a lean humanotd with pointed ears maoring guickiv through the crowd, aicay from vou. He aiies a
and the wicked gleam in his eve seems (o pale g it when e nerices vou'i Spolit d him
DM ot IF any member of the party previously spotted the polymorphed gelugon, he or she should recog-

nize the thiel as the berk who was peering at them earlier,

THE CHASE

The PCs will probably chase after the gelugon. [ they seem reluctant, the DM should encourage pursuit by not-
ing that the tiefling’s having a hard time slipping through the crowds (perhaps hampered hy a slight limp).

When the party comes after him, the gelugon

-ads them down a street heading away from the market-

place and around a corner, running past the alley where the rest ol the baatezu are attacking Dancel. He runs
slowly enough to keep the party interested, but quickly enough so they don’t actually catch up. "Course, the PCs

should think the thiel is doing his level best 10 give 'em the laugh.

Once the gelugon has led the pursuers near the alley, he rounds a corner, uses his teleport without error
ability to pop to the nearest portal to Baator, and goes through 1o the wasteland of Avernus, where he waits for
the rest of the team. The stolen object goes with him, though the players might find 1t again in the Iron Tower

M no1E: With the gelugon's speed and head star, the PCs can’t physically carch up to him, and his high

magic resistance (50%) and saving throws [based on 11 Hit Dice} means spells probably won't work either. But
il the party does manage to stop or trap the fend, he simply teleports away, making it look as il he's using a
ring or other magical item 1o get away. The DM should then run “The Fiends® Peel” as soon as the PCs walk
down any street away [rom the marketplace [do this also if the party refuses to chase the gelugon at all).
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THE FIENDS' PEEL

When the PCs pass by the putrid alley, they see the rest of the
baatezu party — a gelugon and three abishai — attacking the pal-
adin Daneel.

A large man in chain mail is being savaged by a handful of

hideous creatures — a 1 2=<foor-tall insectibe beast and three

shiorrer monsters that look like gargovies rip ot leim weith their

razor-sharp clans and ¢

s, doncing arownd frim as if 1oving

wirh a rat. Though dazed and hloodied. the man swings repeat

edly at the fiends with o long sword

wal glotes brightly in his
Hght grip.

If the PCs join the fray, the baatezu — who expected the
party to pass the alley — act as if the cutters’ appearance is an
unwelcome development. The abishai
move forward to attack the PCs,
blocking them from reaching Daneel
and the gelugon. Under orders not to
kill the PC witnesses, the fiends restrain
themselves from using their full powers,
but gleefully inflict nonfatal damage upon the
party.

After a few rounds of battle (or if any fiends are actually
in danger of being killed or captured), the gelugon brings the
fight to an end with its tremendous 18/76 Strength, Rather than
cause itself pain by touching the hated holy avenger, the gelugon
simply takes Daneel’s whole arm:

The towering, insectlike fi | liemaes toward the man aud

grabs lis right aroy, which grips the glowing sword. With a power-
[l vk, Hie _.’I--"ih'-' tears the orm off at the shoulder: the sword’s
light dies. though the gloved hand refuses to refinguish fis grasp
on the weapon, The mai stumps back gqainst the razoriine-=cop-
ered wall of the alley, on the verge of Jainting,

The rall fiend issues a raspy comonand 1o the athers: "Forgel
the meat! We'ne gor Disparer's prize!”

The gelugon and the abishai then use their releport without
error ability to escape to the sewer portal and return to their
plane. Daneel — battered. confused., and gravely wounded —
swings his remaining fist a few times at the party until calmed.
He mutters the word “Guardian™ a few times before collapsing at
the party's leet,

DA woTe: During the fight, the baatezu won't try to gare in
reinforcements, so that ability is not detailed in the statistics
below.

SKIPPING +HE FIGH+

If the PCs chase the thief instead of stopping to fight, they round
the next comer and find no trace of him. Meanwhile, the baatezu
toy with the wounded paladin for another 1d3 + 2 rounds, but il
at least one PC doesn’t return to the alley by then, the fiends
simply take the sword and return to Baator, figuring that they've
been seen, and that's good enough.

Griuson: THACO 9; #AT 4: Dmg 1d4/1d4/2d4/3d4 (all with +4
Strength bonus); AC -3; HD 1 1; hp 63; MV 15; SA tail freeze,
fear; SD regeneration, +2 weapons to hit; MR 500 SZ H (12 feet
tall); INT genius (18); AL LE; ML champion (16); XP 19,000,
Spell-like abilities: detect invisibility (always active). detect
magic, flv. polvmorph self. and wall of ice.

+9 %

GREEN AmisiAL (3): THACO 15; #AT 3; Dmg 1d4/1d4f/1d4+1; AC 3;
HD 5+2; hp 35 cach; MV 49, Fl 12 [C); SA poison, dive; SD regen-
eration, +1 weapons to hit; MR 30%; SZ L (7 feet tall); INT aver-
age (9); AL LE; ML average (10); XP 8,000.

Spell-like abilities: change self, command, produce flame, pyro-
technics, and scare.

WHA+, +HIS?
su+ A SCRA+CH!

— DANEEL,
SIMI+ER eF FIENDS,
ius+ BEFORE
PASSING @U+

“T1S

EN+ER +ie HARDHEADS

One way or another, the Harmonium's going to get involved in
the recovery ol Guardian. However, the PCs can handle the situ-
ation in & number ol ways:

STRAIGHT 10 THE wARRACKs: [F the PCs take a close look at
Daneel, they notice the symbaol of the Harmonium on his breast-
plate — a light blue shield. split by a sword with a glowing han-
dle. As Daneel is unconscious, bleeding, and probably poisoned,
the party should get the idea to take him to the City Barracks, the
headquarters of the Harmonium. Proceed with “The Barracks.”
below.

Nt My Proatese IF the PCs leave the paladin lying in the
alley, or never joined the battle ar all, Daneel’s racked body is
found 2d4 turns later by a Harmonium patrol. They take him to
the Burracks for rest and healing, and intimidarte the populace
until a few folks report having seen the PCs near the alley.
Troops of six Hardheads cach fan out across the city, looking lor
the party. Proceed with “Seragged.” on page 13.

A stiont nerovk: IF the PCs drag Daneel anywhere but the
Barracks, he comes around in 1d6 turns and desperately asks to
be taken to his [action headguarters. Though too weak 1o answer
many questions along the way, Daneel can spill the dark on the
following:

# He came to Sigil to meet with Factol Sarin before

something called “the Ascension.”

4+ He tried to stop a fiend from attacking an old elf, but

was set upon by several more of the evil creatures.

* The baatezu took something from him called Guardian,

and he must retrieve it at all costs in time [or "the cere-
mony.”

IF the players further press Daneel on these or any other points.
he apologizes for his weakness and asks them to wait until they
reach the faction headquarters. Run “The Barracks,” below, with
Daneel conscious but unable to do more than mumble a few
words now and then.




THE BARRACKS

Fhis part of town seems much more seill thioe some of the others
YOI M setn Tovla Fact 1s, alter the weeming. chaos of e morke!
nlace, these streers look almost peaceful, with lone passersh

" & s dbiit i i Fohs e ' sy 2
Hose i i ooy it EF TITETHS il

Linid I ner (I [ I IS
Il < (| M { i I | i T} Hie recha
quler butlding looks dull, heary, and impenetrable, with o single
| o i1y thi frisgd T ’ i cosid i
HUarded CRiranee apeniig onio s SreCi. rour Warriers stanid o
franr ol the arched doorway, charting i | S )
Juara as vou uar ,--r,.l.'._'r'.'_' What's ver business?

A true accounting uflhc |'l]2,’}1[ wtlit thL baatezu — and
Daneel's shocking condition — should be enough to convince the
guards (Pl/d var/F2/Ha/LN) to bring the PCs inside. Any player
characters who belong to the faction should also be able to help
gel the party inside.

The guards take the group into a small, featureless room
containing only a few stone benches, telling them to wait there
while they fetch a high-up.

A TALE ©F WOE

After a few moments, Tonat Shar (P1/ & h/F9/Ha/LG), an assistant
to Factol Sarin, enters the room. A human in red leather armor,
Shar’s as tall as a normal man, but as bulky as a dwarven war-
rior. After confirming that the paladin is, indeed, Daneel the
Smiter of Fiends, he summons guards to take him to a room
where they can tend to his injuries. Then Shar turns his attention
to the rest of the group.

"You berks’d better tell me epervihing vou ko dhoy
wnal s happened 1o _.','m'l.l\.'.'." dand [ prean erery detit), Now

After the PCs tell what they know of the attack, Shar asks
the whereabouts of Guardian. Once he realizes that the PCs
aren’t sure what he’s talking dbum. he ur.plamb.
neel’s ad his | L

fas dang as | can remeniby Viany's the miaght |

el yrftt il I i nn il
sonys of Dancel™s brapme assa Tager
Danvel and Guardian e good In 1hi
PHnes

A { ) ir conlda O i
Wi by o here in the Coge, roftn

e ol Hie / note ! rey

thar is. rhe \-'!-'{J."'u'f baarezu haven't atreadv found a wav to

smasit i to preces!™

If the party says the baatezu mentioned Dispater's name,
Shar identifies the villain as a Lord of the Nine, figuring that
Daneel’s history of onslaughts against the fiends must have
engendered this attack. In any case, he grills the PCs firmly about
their purpose in Sigil and their part in the battle, trying to find
out if they know more about the sword than they've already told
him. However, he won't answer any questions about the Ascen-
sion {or any other bits of the chant they may have picked
up from Daneel).

Once satisfied that the PCs don’t have the sword, Shar
thanks them for assisting Daneel and calls guards to escort them
oul the door. He asks the party to stick around Sigil for a day or
so, in case he's got any more questions for them about the inci-
dent. and gives them a gem worth 50 gp as an incentive.

DM soiks IFany cutters volunteer to help recover the sword,
Shar turns them down: “The Harmonium handles its own
affairs.” Even PC members of the laction are rejected, since a
large enough force can be put together from the warriors in the
Barracks.

OP+IONAL ENCOUNFERS

After delivering Daneel to the Barracks, the party's got a day or
so to kick around Sigil before being summoned back to see Tonat
Shar (see “Back 1o the Barracks,” below). During thai time, the
DM can run some or all of the following encounters (or others of
his or her own devising):

e wevorumion ARy Leacut: An Anarchist spy in the Barracks (dis-
guised as a Harmonium guard) heard Shar's talk with the party.
Four Anarchists (Pl/var humanoid/F3/RL/CN) confront the PCs in
the street, telling them to stay out of alTairs they don't under-
stand. They intend to merely bully the party but fight if pro-
voked. willing to give their lives for their cause.

Lnarciiss (4 THACD 18; #AT 1; Dmg 1d4 + Type L poison (dag-
ger): AC 7 [ring mail); HD 4: hp 13, 22, 27, 29; MV 12; SZ M (5
feet tall); INT average (10); ML fearless (19); XP 175.

A 1A A passerby (PI/ % hefO/At/LE) who observed the
PCs carrying Daneel through the streets approaches the group to
find out what they know about the paladin and the Harmonium's
plans. For a small fee (10 gp), she tells the PCs the rumors she's
heard about the Harmonious Ascension (just the basics), sneering
at the idea of any power caring where one town or another lies,

Ricn criw: 2d4 dabus (see page 10 of the Monstrous Supplement
in the PLanescare Campaign Setting box) are resetting cobbles in
a streel damaged by a recent fight (not Daneel’s). Through sym-
bols that appear in the air, they ask the PCs for information
about the brawl that caused the destruction, but the party must
decode the DM-devised rebuses to understand the silent ques-
tions. The single-minded dabus don't speak with the PCs about
any other topics. A friendly translator [P1/¥ b/0/Be/N) offers to
interpret the symbols should the party require assistance.
Rars e e Caoe: Thirty-six cranium rats (with a collective Intel-
ligence of 7) lurking in a nearby bundle of trash cast a grease
spell under the party's feet. Any PCs that fall are
immediately attacked by the swarm of
rats, who hope to make off
with the group's rations.

RAT 1360 THACO 19; #AT

s Dmg 1d4; AC 6; HD 1: hp 5 each;
MV 15; SD save as creature of Hit Dice equal to
group Intelligence; SZ T (6 inches long): INT var {1
point per every five living rais); AL NE: ML unsteady (7);
XP 65.



BACK +o +if BARRACKS

A day or so after the encounter with Tonat Shar at the Barracks,
the party is contacted by a Harmonium guardsman (Pl/ € d/F1/Ha/
LG). She tells the party that Shar's got a few more questions for
them, and escorts them to the Barracks, Once there, they're taken
into a meeting room where Shar sits with a dark-visaged dwarf-
smith introduced as Grimbrech Stonchammer (PI/& d/F5/P6&/Ha/
LG) of Mount Clanggedin in Arcadia.

SHAR’S §+@®RY

*I'll ger right 1o the chant. You brought us Dancel — minus the
holy avenger. Well, we senl a Storm of bashers into Buator 10 get
it back, ready to tear the blasted plune apart, fiend by fiend, to
recover Guardian,

“They returned only a _few hours ago — the few that came
hack ar all, thar is. They were just too sodding obvious, all loud
and brash and stomping cvervwhere they went, The baarezid (ook
¢ lo pieces without breaking a sweat,

“One of the survivors confirmed what we'd thought. A pit
fiend bragaed about mounting the sword
on the wall in Dispater's fron Tower. The haatezu're no doubr

- amd Daneel’s. arm —

waiting for us to try again, bug we figure getting the sword’s
qoing to take sneakicr bloods — cutters who can bob and peel as
well as fight.

“Fact is, we're ready {o offer vou o deal: Bring us the holy
avenger, and we'll see that it's worth vour trouble.”

The DM should allow the PCs to interrupt Shar at any time
with questions or comments. When he's finished, he offers a
purse of 10,000 gp upon turnover of the sword, which must be
brought to the gate-town of Fortitude, Shar adds thart the
dwarves of Mount Clanggedin are prepared to give each party
member the pick of any magical object from their fabled
armories.

What's more, Shar offers to pay the party’s expenses for the
trip by giving them a bagful of rubies and emeralds, each worth
abour 100 gp. The whole bag torals 4.000 gp, and whatever they
don't use they can keep as part of the reward.

DA wote: Both of the amounts — the purse and the operating
expenses — are negotiable, especially if Shar earlier turned down
an offer of help frem the PCs. Shar's willing to go as high as
10,000 gp in expenses; the DM should feel free to set the upper
limit of the purse according 10 the specifics ol the campaign.

QUESH+IONS AND ANSWERS

If the PCs ask, Shar provides them with information on the fol-
lowing subjects:

IRAVELING 0 BAaToR: The Hardhead raid landed directly in
Avernus, the first layer of Baator, and the baatezu were ready for
‘em. Pure fact is, as a lawful plane, Baator's open 1o visitors, as
long as a body’s got a good reason to be there. The Harmonium
bashers didn't — at least. not as far as the fiends were concerned.

Shar counsels the PCs to start in the gate-town of Ribeage,
where it’s said a visitor heading for Baator can pick up a pass of
safe conduct to show the fiends, and maybe even a guide who
knows the plane pretty well.

GerninG 1o Riscace: Shar gives them directions to the Sill, an
inn not far from the Great Bazaar in the Market Ward. He
instructs them to ask for the fourth room on the second floor.

Hinting that he's worried about spies in the ranks of the Harmo-
nium — after all, the baatezu shouldn't have known where or
when to find Daneel — he says no more about the inn, beyond
reminding the party to get the specified room.

Rerurning e sworn: The holy avenger musi be brought to
Fortitude, where it’s needed for use in a “special ceremony.” Shar
says he can give the PCs a gate key that'll let them travel there
directly. As for finding a gate, Shar knows of traders who've
come to Fortitude from Dis; merchants in Dis should be able 10
direct the PCs 1o a gate.

I'tie Gems: The PCs might have to deal out some garnish
along the way. and the baatezu prefer gems to standard jink. The
bag'll be waiting for the PCs in Ribcage, at a bathhouse called
the Gymmnasium of Steam. If they don’t go to Ribcage, they don't
get the gems.

Danter: The paladin’s too weak to join the quest. He's recu-
perating in the realm of his power Marduk, on Arcadia.

e Harmonious Ascension: Tf the PCs ask about “the cere-
mony” or “the Ascension,” Shar hesitatingly gives the basics of
the plan (as described in the “Background” section on page 2).
However, he doesn’t mention the layer of Arcadia that was lost
due to Hardhead bungling.

He asks the PCs to keep the nature of their quest as
quiet as possible. If folks in Fortitude hear that
Daneel’s been attacked and Guardian stolen,
they might begin to lose faith in the paladin,
the holy avenger, and the faction itself, which
could endanger the plans for the Ascension.

Shar also explains about the
Ascension if the PCs ask why
the dwarves of Mount
Clanggedin in Arcadia would care
enough about the loss of the holy
avenger to offer magical items as a reward for its recovery.

SWEE+ENING +HE DEAL

The dwarfsmith Stonehammer’s come with magical items that
might prove useful to the PCs in their journey, offered one at a
time (possibly in trade for items the PCs already have), if the
party seems reluctant to go after the sword.

The dwarfsmith’s bag contains:

+ A scabbard of holding, an item similar to a bag of hold-
ing but one that accepts only swords. When a sword’s
placed inside, the scabbard shrinks to the size of a dag-
ger sheath, Right now, it won't accept any sword but
Guardian, but if the party is successful, the dwarves
will remove this limiting enchantment.

+  An arrow of direction currently set only to lind the
sword. As with the scabbard, il the party is successful,
the dwarves will remove the restriction.

+  An iron rod of beguiling with four charges. The dwarves
will replace it with a fully-charged wand if the party
brings back the sword.

+  Two rings of fire resistance enchanted to work only on
the plane of Baator.

DN woe: The magic in each of Stonehammer's items comes
from schools thar aren't altered on Baator, so the PCs can use the
items there without any cross-planar reduction in power (see
pages 15-17 of A DM Guide to the Planes in the PLANESCAPE
Campaign Setting box for more information).

+]] #



ACCEP+ING +HE ©FFER

If the PCs agree to retrieve the holy avenger. Shar maps out their
course: Head for the gate-town of Ribcage: take a gate to Aver-
nus, the first layer of Baator; find a gate into Dis, the second
layer; retrieve the sword from Dispater's lron Tower; bring it to
the Harmonium’s headquarters in the gate-town of Fortitude.

Shar also gives the PCs a small, steel chain with links joined
to form a circle, almost like a bracelet. He explains that it'’s a
special gate key that'll open any gate to Fortitude. However, the
PCs can only use it once — it's consumed when brought through
a gate,

A persistent party can also convince Shar to advance them
up to 500 gp worth of gems as a show of faith. "Course, any such
advancement is deducted from the larger collection of gems
that'll be waiting for the PCs in Ribcage.

DM ware: If the party refuses the offer, Shar reveals the
basics of the Ascension and Guardian’s important place in the
ceremony (il he hasn't done so already). He pleads with the PCs
to recover the sword, which'll redeem Daneel and assure Forti-
tude’s slide into Arcadia.

If necessary, Shar also threatens that the Harmonium can
make life very difficult for the PCs, and even hints at long jail
sentences for berks who might have had a hand in helping the
liends assault the paladin,

THE FREE LEAGUE

It turns out that a few bodies in the Cage know about the sword's
loss after all; not all of the Harmonium members are as tight-
lipped as Tonat Shar, and the Anarchists posing as Hardheads are
glad to spread the chant. One berk who's found out is Karris, a
wizard in the Free League. He's formed a loose band with six
other Indeps to capture the holy avenger themselves; they hope to
sell it to the highest bidder and don’t want anyone mucking up
their scheme.

At some point before the PCs leave Sigil, they're sported and
approached by Karris.

You atmost don't epen norice the slight man in the stained,
right-fitting funic until he's right nert to vou, close enouggh to
tragl on vour boors, He's wearing 1he colors of the Free Leagu
and a half-tootitless grin. "Ho there bloods. ™ he calls out. "So
you re the tough curters who're gonna track down the enchanied
poker. Well, ol' Karris just might be able 1o help you out.”

Karris plays the friendly rube while feeling out the party,
irying to determine how much they know and what their plans
are. He casts an ESP spell on the first PC to respond, switching to
another PC each round (the DM can roll saving throws and deter-
mine what, it anything, is learned).

Karris pretends to have apprenticed to a mage who traveled
regularly to Baator for rare spell componentis, and he claims to
know the dark of giving fiends the laugh. However, his intention
is to confuse the PCs with lies and delay their departure from the

Cage 1o give his own group time 1o get

ahead, If challenged, he sticks to his

story and leaves in a hufT; if

attacked, he tries (o escape

with his boots of speed or a
wraithform spell.

Kargis [P/ WWB/ELICN):

THACO 19; #AT 1 ; Dmg 1d4 + 2 (dagger +2); AC 4; HD 6; hp 22;
MV 10: SZ M (5 feet tall); INT exceptional (16); ML average (10);
XP 975.

Magical items: boots of speed, bracers of defeuse (AC 4). wand of
lightning (10 charges),

Spells (4/2/2): alarm, burning hands, ESP, hold portal, knock,
monster summoning I sleep, and wraithform.

THE SILL

Once the PCs are ready to head for the Sill, read or paraphrase
the following:

You follow Tanar Shar’s directions to the Sill = @ fwo-story
building of greenish mestone, only a few blocks fron the showts
and huwrz of the Great Bazaar. Twists of razorvine coves the fromt
u:.' HJ(' inn ."ri.'( Iy, e !rfi\('l.'l.flf.lj ;.I..'r'.‘ Of e stgm s the dark
woaden doar.

The owner of the Sill's named Cedlic Marr (P1/% tf/0/Fa[LN),
and her kip's aimed mainly at shoppers and merchants in the
Great Bazaar. The dark of i1, though, is that the windows in the
second-floor rooms are one-way portals to the Outer Planes.
Lodgers who tumble to this fact can take a trip out of Sigil; those
who don't simply catch a night’s reést in their room. Tonat Shar
knew about the portals, and he directed the PCs to ask for the
fourth room on the second floor — the one with the window
leading to Ribcage.

IT the PCs ask Cedlic lor the specified room, she charges
them 50 gp per night, and hands them a key made of bone. In
addition to being a standard key for the door, it's also a gate key
for the window portal to Ribeage. A PC who carefully examines
the key can make an Intelligence check 1o see il he recognizes it
as being made of rib bone, If asked about the key, Cedlic shrugs
off most questions: “That's just the way it is.”

The party’s room is sparse — two cots, a table, a few wall
lanterns, and a window with a view of the Great Bazaar. If they
believe that Tonat Shar sent them to the inn to wait for a con-
tact, the PCs may sit for a while before realizing that no one's
coming. They might also decide to eat, drink, or talk with other
guests in the common area on the ground floor.

If the PCs sit in the common area or wander through the
inn, Cedlic notices them after 1d4 turns.

The piener comes over to vau with a quizzical loak an he

fong, thin fuce. “ls epervihing satisfoctory with vour room? 1
couldn 't help bur notice that you haven't used vour key,”

If the players don’t seem to undersiand, Cedlic repeats her
statement more forcefully. However, she’s not going to spill the
dark to the party — if they're not smart enough to tumble to her
hint, she figures they probably shouldn’t know about the portals
at all. She’ll excuse her “mistake” and leave them alone.

With or without Cedlic’s hint. the PCs should eventually fig-
ure out what they have to do and return to the room. The first PC
to go through the window must carry the key. or he'll fall to the
ground 20 [eet below, receiving 2d6 damage from the [all. When
a PC steps through the open window with the key. the frame
crackles with white light, and the PC disappears.

There’s no time to waste: Each member of the party must go
quickly through the portal. which closes in two rounds (the
crackling light fades away). If any PCs don’t make it, they'll have
to see Cedlic again — activating the portal caused the key to
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return to its wall hook behind the innkeeper's counter. Cedlic
gives them the key again, but she charges another 50 gp for the
room.

Once all PCs have gone through the portal, they'll appear
just outside the burg of Ribcage. Move on to Chapter 11,

DM s IF the PCs wander around the inn before tumbling
to the portal, throw in a few encounters with other guests for
atmosphere.

+ A gnome asks them for directions (o someplace in Sigil
while his partner, a Ist-level hallling thiel, tries (o pick
the PCs’ pockets,

+ Visitors to the Grear Bazaar, who feel they were bobbed
by a merchant there, loudly share their gripes with the
PCs.

+ A githvanki mage, wise to the portals, asks the party
where they're headed. then shuts his bone-box upon
realizing the PCs don't know the chant,

+ A cloth merchant tries to interest the party in “special
discounts™ on his goods.

SCRAGGED

The DM should run this encounter only il the PCs left Daneel
lying in the alley after the baatezu attack or passed up the lght
in the first place. A patrol of six Harmonium guards finds the
PCs sooner or later, most likely in a public area; if the party’s
retired for the night in an inn, they're awakened by a pounding
on the door.

The commaader of the | atrol steps oy ard vour qroup Wi
heard vou're the herks ] ['a big bust-up near ' the market-
place awhile ago,” he savs. “A blopdvy fight befuween a paladin
and some fiends. Well, there's some high=nups «f e Barrachks

ket pit Iover bralw o it .'.-_.";.l!r" aut wehar it all abou!
The commander's using his ring of human influence as a
charm person spell 1o get the party to accompany him peacefully
{affecting up to 21 Hit Dice levels of the PCs; with a =2 penalty
on their saving throws). What's more, the guards make no
threatening moves — at least, not until they see how the
party reacts.

If the PCs-go along with the guards, they're
escorted to the Barracks, where events transpire as
they do in “The Barracks™ and “Back to the Bar-
racks” (without Daneel's presence, of course).

Hopefully, even if the player characters resist the ring's
influence, they won't fight the guards. If they do, the other
patrols searching the streels converge on the scene ol the battle,
a new group arriving every 1d6é rounds until the PCs surrender or
CsCApe.

If the PCs surrender or are overpowered, they're dragged to
the faction headguarters; again, events transpire as in “The Bar-
racks” and “Back to the Barracks.” 'Course, in this case Tonal
Shar gives them a simpler choice: Get the sword or rot in prison
for the rest of their miserable lives. They still get the bag of gems
for expenses and a smaller reward, but no magical items.

I the PCs manage to escape from the battle, the Harmonium
won't rest until it has found and captured them. The streets of
the Cage'll swarm with Hardheads, and the player characters
should get the idea that their best chance is to surrender. (In this
event, Shar still pays their expenses for the mission but offers no
reward at all.)

Patrin cosevanper (PL/ & H/EBHAILG)

THACO 13: #AT 1; Dmg 1d8 (long sword); AC 2 (field plate); HD
8; hp 59; MV 10; SZ M (6 feer tall); INT high {12); ML fanatic
{18): XP 1.400.

Magical items: ring of human influence.

Pamon uakn (8) (Pl é wFA4fHAJLN):

THACO 17: #AT 1; Dmg 1d8 (battle axe); AC 4 (bronze plate); HD
4; hp 28; MV 12; SZ M (6 feet tall); INT average (9); ML elite
[14); XP 120.

S+*RAIGH+ +e BAA+®R

Alter observing the baatezu vanish from the alley. the PCs may
tumble to the fact that the fends teleported o a portal 1o Baator,
If the party seems determined to find this portal, the DM should
let them try.

Fact is, the baatezu popped over to a little-used street in the
Hive Ward, a sprawl of the most depressed slums and sods in the
Cage. Appearing over an open sewer hole, the fiends quickly
dropped down through the hole [the portal). A couple of bubbers
stumbling nearby were spooked out of their wits by the whole
thing.

If the PCs think to nose around the Hive, asking questions
about the portal or the fiends, sooner or later they run into one
of the drunks (P1/< he/0/S'/CG). He offers to show them the hole
“fer jes’ a bit o’ jink fer some bub,” though he takes a few wrong
turns along the way.

"Course, the key's another story — it can be anything the DM
wants. Also, if the group hasn’t already been warned by Tonat
Shar about going to Ribeage first, a Hiver wise to the chant
points aut that the sewer portal could be 4 quick drop into the
dead-book.

[V wotr: If the PCs go through the portal to Baator, skip
Chapter 1T (Ribeage) and proceed with the party landing on Aver-
nus in Chapter [11.

AL+ERNA+E S+AR+S

My ealaniy bal; The party can encounter Daneel in the Great
Bazaar, striking up a conversation or even helping the paladin
locate a needed item. They leave the marketplace together and all
stumble into the baatezu trap at the same time. This method pro-
vides the PCs with a stronger connection to Daneel, but lacks the
drama of the gelugon's pickpocket bait.

Hev, voure wins Instead of luring the party away from the Greal
Bazaar as a pickpocket, the gelugon can use polymorph self to
appear as one ol the PCs — they'd almost certainly chase a dou-
ble. The gelugon could even try this if the pickpocket ruse [ails.

+ 11+



The plaver characters star this

c HAP l 'E R l l : chapter in the mountainous Vale of

the Spine, just outside the
gate-town of Ribcage. After they gain entrance to the
H 'E R + “'E R B s town, they're free to parley with folks and drop in at
D different locations, picking up information that might
help them in their quest. Ideally, they'll secure a cover
story and a guide to help them navigate the treacherous terrain of
Baator, and then convince the high-up Lord Paracs to send them through the gate,
The cutters may also discover that their trip’s more of a race than they thought, and
that in Ribeage, berks who ask too many questions are likely to get squashed.
DM wore: If the PCs managed to find the sewer portal to Baator in Sigil, skip over
this chapter and continue with the party landing directly on Avernus (Chaprer 111).

ARRIVAL

Having jumped through the portal-window in

the Sill, the player char-

acters emerge in

the Vale of the

Spine, the

mountain range

that encloses the burg
of Ribcage.

You find yvourself
standing, somewhat uncertainly, on sk ty FoCky ground. The rock slopes upward
hefare vou to form a hill no, @ mountain, In fact, all around vou are giant, pointed
peaks of stone that shoot upwards inte the sky, 1owering abore you like monstrous
fanags. There don't seem to be any flat paths to follou

The DM should let the PCs wander through the base of the mountains for 1d3
turns before reading the following:

About a hundred vards to yvour left, vou spyva collection of mountains that look
wdd: fa iges aof long, slender peaks that curve up and inward, tike bony fingers
or ribs. The faint huzz of civilization seems to come from beneairl the peaks.

Ribcage is tucked within the curving peaks. The residents have blocked off gaps
in the mountains with a 20-foot-tall iron wall, but the PCs'll find a towered gate
near their end of the valley (the Spire Gate).

.'I"\ rks who got ||I-'r mseives losr dan le from the ¢r ISSPOSIS obt'er |'[','| pron gale,
nand-=terrered signs around their necks announcing their crimes, The town doesn't
seem to look oo kindly on knights of the « \ quard in the wall tower over
the gare yells down to vou: “Welcome to Ri s 10 gold to enter!™ Just then
hwe more armored guards appear at the gare. "These men'll thke ver jink,” savs the
quard in the tower

The easiest path for the PCs is to simply pay the guards 10 gp per party mem-
ber; each PC is then given a carved piece of stone called a “chunk.” a pass good for
one week's stay in Ribcage, and allowed through the gate.

TOLD SERGEAN+ FiGHT II"tl-w PCs ﬁgl.ﬂ the guards, the luwc:: sentry shoots arrows at the

o party. A troop of five more foot guards and a caprain appear every third round,

BRUSS+UCKLE trying to either kill the PCs or force them into the mountains. If the

v+ HIS BU+H+ENS party successfully fights their way into Ribeage, the DM can still take

LPBKED +ARNISHED. them through many of the encounters in this chapter. 'Course, they're

constanily hunted by guards (leading to more fights), and Lord Paracs

— SIGN AR®UND +HE NECK demands they make “suitable amends” before he allows them to pass
ef A DEADER into T}a:qlur (the DM can ?:”G;Eme method of :Jmnr‘mrnlll. 1 .

st amonier Gate: The PCs may try to snoop around the mountains for

HANGING @VER another entrance to town; if they follow the iron wall, they'll eventually find the

+HE MAIN GA+E Rigus Gate and the Steam Gate (see the map of Ribcage on the outside of the gate-

fold screen). However, the DM should require each PC to make one Dexterity check
at some point during the trip to see il any tumble (25% chance of suffering 1d4
damage from sharp rocks).

* (44




e

SuEaking v The party might
iry to climb over the wall at an unguarded
point. Even if they get in, they're in the burg without
chunks. The first time a body's caught without a current
chunk, it brings a fine of 100 gp. The second time, the poor
sod's usually enslaved by the guards. The chunk changes
every week, bul permanent residents of the burg have
specially carved chunks that never change (a generous DM
could allow the PCs to somehow steal permanent chunks, or buy some from a thief for
a heavy price).

[0 wore: The guards in Ribeage belong to a variety of factions; however, most are mem-
bers of the Athar, the Fraternity of Order, the Harmonium, or the Mercykillers.

GATE GUARD I3 or vAR) [P & HIF2 R11E)
THACO 19; #AT 1: Dmg 1d6 lsh:m swurtl or short bow); AC 6 (scale mail); HD 2; hp 12; MV 12; SZ M (6 feet
tall); INT average (9); ML steady (11); XP 35.

GUARD CAT J [ 1PER TROUP OF RITD I [P 1F4 'LE)

THACO 17; #AI 1; Dmg 1d8 l‘illmllal‘] AC 4 b'mdcd mail); HD 4; hp 27: MV 12; SZ M (6 feet tall); INT very
(12): ML elite (14): XP 120,

THE FLAVO®R of RIBCAGE

{ It 10} ridd stone rogis of .'I"."'-':-'_:.'l' fare ,_'; - and '-.-'---'-r‘l- I isual mecting ar right pngles to form orderiy
hlocks of dwellings, alehouses, and markets (1] 1 e, madt grav ar'
stane, bul soane exteriors are more fancifully decorated wirth iy () 1 afhe riay [
g frumpel ;,l'-| STarus ,f;nf_".'..' | of the armers. Howeeer, there's il freetery or pegetation Of Gy kopd litstea
OUra s cramamed warn toers ang Reeps, and PUCRS ( ." velldiers in Mlack and golil meander i ] Qlreers

mavhe to end trouble. mavhe to start 1f, Bud eperviern 0N Qo, [nese huge. curved peaks (ooming over o
phole fown make you jeel like a beerie crawling in a colossal skeleron
Tieflings make up most of the town's population, and everywhere the PCs go, the natives watch 'em with
peery eyes. The folks in Ribeage are always suspicious, constantly on their guard, and never too open with the
chant or a friendly hand. *Course, part of that's because the town's ruled over by Lord Quentill
Paracs, and his personal militia — the Blackguard — usually takes a strong interest in ANY FRIEND
any berk who rattles his bone-box too easily or too often. Paracs does allow five i

powerful families to have some influence in different sections of the town, with each FIENDS
family keeping tabs on its ward with its own band of bashers, Each family controls IS N& FRIEND
its own piece of the pie, too: The Ivlium are the porters of the town, the Fiquesh are the of MINE.
civil servants, the Dilfar are the builders and quarrymen, the Shan control most of the
trade, and the Flamen make up the clergy. ~— LO®RD QUEN+ILL
DM nore: For more information on Ribeage, refer to pages 46-50 in Sigil and PARACS

Bevond in the Pranescare Campaign Setting hox.

MAJ®R LOCA+ISNS

Refer to the map of Ribcage on the outside of the gatefold screen: it can be shown to the players. Below are
descriptions of the numbered locations in the burg that the PCs'll most likely visit, though the DM can add sites
of his or her own.

1. Tur Crraner: The home and headquarters of Lord Paracs [also known as the Baron), this walled complex rises
out of the middle of town, its shiny obsidian putting the heel to the ramshackle kips and cases that account for
most of the burg. A large statue of the Baron himself — a fat old tiefling — stands in the central courtyard. Elite
members of the Blackguard constantly man the steel portcullis leading into the yard, and patrols sweep the
grounds to round up any stray berks who creep in to spy or take a stab at Paracs. As the Baron's the only high-
up in town who can hand out passes into Baator, the PCs'll have to deal with him sooner or later — especially
since the gate to the infernal plane’s walled up inside the Citadel.

) Couwcl, Ouarters: Each of the five wards of the city has one seat on the Council, but the fact that Paracs
smLk the group in [hIS glorified outhouse just heyond the Citadel's walls tells a body what the Baron thinks of
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the sods. Sure, this place has all the shells and rrappings of
power — fancy meeting rooms and lounges, opulent quarters,
personal guards, bold poriraits of the five senators — but the
Council’s little more than a tool. made up mostly of puppets
whose strings run right back o Paracs,

3. Tue Game Markrers: These open bazaars are the best spots to
pick up impaorted goods that're hard to come by in Ribcage. Con-
sidering that the burg's stuck in the middle of the Vale of the
Spine, imports include just about everyvthing that can’t be made
from rock. Fresh fruits and vedetables, spices, meats, ale, cloth —
enterprising cutters from across the Outlands join the stalls clus-
tered near the main gates to sell their wares.

Ao Tnr Bavon's Marerr: Merchants who've worked or garnished
their way into Lord Paracs's favor get to sell their wares at a spe-
cial market just outside the Citadel entrance. Paracs, his house-
hold. the senators, and members of the town's five families usu-
ally shop here, Goods at the Baron's market tend to have a
higher price, but the merchants take the risks that come with
being under the nose of the town’s nobility.

5. Toe Surive oF Dawe Stcriis: Even though Ribeage is the gate-
town to Baator and a lawful evil burg, Lord Paracs does his best
10 Keep the baatezu out — after all, he doesn’t want to lose his
town to the fiends. His biggest political enemies on this issue are
the members of the Flamen “family,” a sect of elergy that wor-
ships the Lords of the Nine and the powers of Baator. The Flamens
congregate in the Shrine of Dark Secrets, a spired temple of gray
rock presided over by Flamen Pontifus. Grinning shapes of
greater baatezu are carved into the outside walls of the temple.
Fact is, Paracs would've razed the place long ago if he didn't fear
reprisals from the dark powers.

6. THE Gynmasiug oF STEAM: As a body might guess, the best spot
in town for relaxation isn't in the town at all. On the slopes nut-
side the Steam Gate are a bundle of resorts that offer hot mineral
baths; the best of the lot’s a place called the Gymnasium of
Steam. Plenty of visitors head there to soak in soothing waters or
have a parley away from the ears of the Blackguard, who tend to
stay within the walls of the city.

©@+HER LOCA+IONS

About 35,000 bodies are jammed into the city under the ribs,
which means the DM can fill out other blocks in town

as he or she sees fit "Course, since Ribcage

aint exactly a popular pick for tourists, the

burg doesn't offer much in the way of IF YA

AIN'+ GBING +8

+  Five soldiers of the Blackguard (all 4th-level fighters)
try to shake down a merchant in one of the Gate Mar-
kets for "taxes,” If the PCs intervene, the guards
demand thar the party cough up the jink instead, fight-
ing if not paid.

+ A lst-level thief tries to sell the party chunks for | gp
each. Unfortunately. he bobbed them from other visi-
tors over a week ago, and the chunks are no longer
valid,

+  Asmall band of clergy from the Flamen family stirs up
a crowd's anger by proclaiming the superiority of the
baatezu.

+ Two of the five senators pass by. each escorted by his
or her personal guard. One senator is controlled by
Paracs, one is not; they argue over an upcoming vote
in the Council.

4+ A young boy hired by the Ivlium family darts through
town, nailing up small posters that threaten a food
delivery strike unless their terms are mel,

GE++ING +ie CHAN+

What with the Blackguard scragging sods for looking at them the
wrong way, and five different legions of bashers trying to protect
the five families of the town, it's a bet that most folks in
Ribeage'll keep a tight lid on their real thoughts. Those that do
pass on the chant do so sparingly, since many bodies that ask
questions are really guards looking to net malcontents. If the PCs
fry to get information in a typical tavern, they're likely to hit the
blinds. At some point, however, they should be pointed to where
they really need to go.

You feel about as welcome

i fus place as an gasimon i ihe

Vinvss, Cusromers eve voll we and husy the mséives i it Hictr

trinks, The wholi "I'!'- seenis wound os .":-,'fl' ds @ spring, 68 if
Base-up naght erupr any mnige, The barkeep calls you over and
speaks in a hushed tone: “Look. [ dunno whar vou wanr, bur !
don * want mo rrouble ere. Fyon came to drink, okav. "Fyau came
to dalk, rake it sani ..'-.'u'- e olse, like the {J..'. m. "

The barkeep (P1/£ e/0[/At/NE] is a bit taken aback if the PCs
don’t seem to know about the Gymnasium ol Steam, but he
briefly describes the resort and tells them how to find it

wrvice;s. Most of l:lu- I:}]vcrns and ;nu; MIND Y&UR ewn BUS|INESS, Begrs
around town are the cheapest kind o — 1 : " ~

kips, places where few bubbers'd share GUESS I'LL HAVE +&

a drink or a chat with strangers. MIND I+ re

All plot-related encounters are
described later in this chapter. However, while the PCs are
making their way around the city, they should run into
some or all of the following:

— P®G BRUSS+UCKLE,
+a A SOD caucGH+

ASKING QUESHI®NS



FO@+PRIN+S

The wizard Karris and his band of Indeps have already been
through Ribcage. They left Sigil before the PCs did, taking a por-
tal from the Great Bazaar that opened into a tent in one of the
Gate Markets here. The Indeps asked questions of the townsfolk,
stopping in at various taverns, market stalls, and the Gymnasium
of Steam before paying Lord Paracs enough garnish for a pass
through the gate to Baator.

A few times while in town, the PCs should run into bodies
who remember the Indeps and make comments like “Funny,
those other bashers were nosin' around about that, 100." A mer-
chant or resident could probably even describe Karris well
enough for the PCs to realize he’s the same berk they met in
the Cage.

‘Course, only Lord Paracs (or a Blackguardsman
who was with him at the time) could reveal that the
“other bashers™ have already made their way into
Baator. The Indeps told him they wanted to
recover the corpse of a friend from Avernus
before the blasted fiends defiled it any fur-
ther. o=

T

BLACK ano GOLD

After a short while of poking around
town, the party's going to come W
the attention of the Blackguard,
especially if the PCs are asking
“dangerous” questions in public.
As vou pass down o
l'fl'l'.”l-l?f"'; sireel. .','ll.';' narce 'I..'l'”

.Ei’-”-"- seem 1o clear out of

WL
sy dike the 14 4 .’.II'I_ .‘:F.'."‘. uf
Pain hersell. Then a voice from

hehind vou spirs “Hold it,

herks!™ You rurm arownd o see
seren quards wedring sleck

black armor decorared with

Tl bt d coche lf”
grid Durtons and Sasnes —

Lord Paracs's dreaded Black
guard. The one with the most

qold trim steps forward, “Let’s

see yvour chunks!”

If each member of the
party shows the sergeant — a
fighter/wizard named Pog
Brusstuckle — a chunk valid
for the current week, he grudg-
ingly acknowledges their right to
be in town. However, he warns
them against sticking their noses
where they don't belong, and
threatens to scrag 'em if they keep
“making trouble.”

Brusstuckle gives the PCs a
harder time if they have useless
chunks or none at all. They'll have to
pay him 100 gp each or be enslaved;
even alter paying the fee, a chunkless

sod's got to visit a town gate and pay another 10 gp to get one.
Any response from the party that Brusstuckle can consider
“resistance” is met with verbal abuse and threats of lifetime
enslavement. ‘Course, the sergeant’s willing to accept a small gift
to forget the whole incident: a garnish of 200 gp.

If the PCs ask to see Lord Paracs, Brusstuckle demands to
know the dark of it first. Telling the truth or acting as Dermont’s




merchant scouts (see “The Merchant of Ribeage,” page 19) does

the job. However, the party waon't be taken to the Citadel if

they're pretending (o be supplicants of Baator (unless Flamen
Therma's with them — she’s brought groups to the Baron before;
see “Dark Secrets,” page 19).

Any hostile act brings an attack from the Blackguardsmen,
who try to subdue the party and drag them before Paracs in
chains. The PCs might choose to go along with this in order to
see Paracs. Brusstuckle first tries to cast a sleep or web spell on
the party. followed by magic missile attacks. If two of his men
are killed, Brusstuckle blows a whistle that summons a new unit
of 1d4 + 2 Blackguard to the scene every 1d3 rounds.

PuG BrussTuekLE (PL/d 1/F6/W4/AT/LE):

THACO 15; #AT 1: Dmg 1d8 (one-handed bastard sword): AC 6
(cloak of protection +4); HD 6: hp 32: MV 12: SZ M (6 feet tall);
INT high (13); ML elite (13); XP 975.

Spells (3/2): Hypnatic pattern, magic missile, shacking grasp.
sleep, and web.

BLACKGUARDSMAN [6) (P1/vAR Husanoin/F2/var/LE]:

THACO 19: #AT 1: Dmg 1d6 (short sword): AC 4 (chain mail and
shield); HD 2; hp 16 each; MV 12; §Z M (6 feet tall); INT very
(11); ML steady (11); XP 35.

GE++ING HELP

Ribcage has a few folks that can help the PCs get through the
gate to Baator and survive the trip through that evil plane.

+ In “Taking a Bath,” below, the PCs can obtain a pass
through the gate and the services of Herfik the Silent
as a guide.

4+ In "The Merchant of Ribcage™ on page 19. the PCs
can take a job as merchant scouts and thus be
granted a valid reason for traveling through Baa-
tor — in other words, they get a cover story to fool
the fiends.

+ In "Dark Secrets” on page 19, the PCs can obtain
a different cover story, a pass through the gate,
and the services of Flamen Therma as a guide.
Although this solution scems the most complete, it's
also the most dangerous — the PCs must maintain the
guise of supplicants of Baator. who worship fiends.

TAKINGABA+H

More than likely, the PCs'll visit the Gymnasium of Steam to pick
up on the burg's latest chant. The large common springs are
always full of folks lolling about and talking, and many of the
smaller pools are often occupied by higher-ups (or any blood
willing to pay a bit more for some privacy). A body can also dry
himself out in one of the lounges, or parley with his cutters in a
meeting room.

But a customer'd better bring his jink. The Gym's owner,
Shandrala (Pl/ € tf/P(sp)7/FO/LE), doesn’t let any berk just walk
around for free, Private meeting rooms cost 50 gp per group, a
soak in a common spring costs 100 gp per person, and magical
springs that cure skin diseases run 1,000 gp or more. If the party
chats with lolks in the common springs. they re likely to hear any

of the following bits of information (the DM can also include any
other chant that the PCs need to pick up):

4+ The gate to Baator’s in the Citadel, guarded at all times
by vicious baatezu — Paracs only pretends to hate the
fiends. (Not true, though the gate is in the Citadel.)

+ A baatezu invasion force is poised to storm into
Ribcage and drag the burg kicking and screaming onto
their plane. (Not true.)

+ A merchant from Faunel needs some hashers who'll
take something to Dis for him. (True; the teller saw a
public poster, but doesn't remember all the details.)

4+ There's a bard named Sharksplendor who soaks in a
private bath every afternoon. He helps travelers get to
Baator. (True; the teller’s referring to Barius Sharp-
splinter.)

+ Some barmies think paying respect to the fends’ll get
‘em wishes and other rewards, (True, though the best
the fiends usually do is ler such supplicants retain their
lives.)

+ The high-up at the Shrine of Dark Secrets often sends
packs of supplicants onto Badtor so they can worship
the fiends close up. Some of 'em even come out again.
(True; the teller's referring to Flamen Pontifus.)

DM wore: Tonat Shar arranged to have the party’s expenses
for their quest — the bag of gems — waiting at the Gymnasium.
Shandrala initially denies knowing anyvthing about the gems.
hoping to turn a small profit out of the deal instead. However, if
pressed, she agrees wo hand the gems over. but only if convinced
the PCs are who they say thev are.

sure. | CAN GE+ YU & PASS
SN+& BAA+SR.

| CAN eveN GE+ Y@®U A GUIDE.
BU+ N&+ +ILL I'lM D@&NE

— BARIUS
SHARPSPLIN+ER,
A+ +4ie GYMNASIUM

of S+EAM

MEEF+ING
SHARPSPLIN+ER

IT the PCs drop some garnish on Shan-

drala or otherwise persuade her that they need 1o meet with
Sharpsplinter, she’ll tell them when the tiefling bathes and in
which spring they can find him. If the party returns at the
appointed time, read the following:

Shandrala directs vou down a curved hallway: “Try the last
spring room on the right." As vou walk down the hall, the air
seems to ger hotter and wetcer, the walls more stained by steam.

Once the PCs open the indicated door, continue;

Inside is a small. reundish spring of bubbling warer, ringed
with multicolored stone tiles. The pool’s just hig enaugh for the
tiefling relaxing in irs waters. He warches vou calmly but care-

+ 18+
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Sully, as if he'serpected yvou all day. "Close the door already
vou're lerting out all my steam.”

Bashers who simply demand that Sharpsplinter (Pl/& t1/B8/
S*INE) help them get into Baator get nowhere. The tiefling wants
to know the dark of their purpose, and, though he accepts most
any story, the truth works best — he knows that Lord Paracs likes
anything that works against the baatezu. Fact is. Paracs allows
Sharpsplinter to run his little operation in return for a split of the
take.

‘Course, this means that the price is high: 1,000 gp for a
pass, and another 500 for a one-way guide to lead them to a par-
ticular spot (Sharpsplinter raises it to 1,000 if the party tells him
they're after the holy avenger, liguring he might have to replace
his guide soon).

If the PCs pay, Sharpsplinter tells them to return to the
spring room at the same time the next day. At that time, he’ll
introduce them to their new guide — Herfik the Silent — and take
them to the Citadel, where they'll ger a pass and go through the
gate.

DM notee If the PCs are pretending to be supplicants of Baa-
tor (see "Dark Secrets”), Sharpsplinter, who hates liends, won't
help them. He will help, though, if they're acting as scouts for
Dermont (see “The Merchant of Ribcage,” below).

THE MERCHAN+ ef
RIBCAGE

I the PCs haven't already heard about it, they spy a public poster
while walking through the town: A spice merchant from Faunel's
looking for cutters who'll help him expand his business onto
Baator for a share of the jink. The handbill says to inquire at the
green-and-blue canopied tent in the Gate Market near the Rigus
Gate. Many tents there look similar. and the party might stop at
the wrong stall a time or two (and have to endure the pitches of
the other merchants) before finding the blood who placed the ad.

The air under the canopy's [illed with the strong scents of
dried fruir, mints, and smoldering leaves. The balding, plump
salesman cheerfully concludes a sale with another
customer before turning fo your group. “Der-
mont of Faunel at your service, friends. Care to

sample some freshfy ground onion?”
If the PCs indicate that they've come
in response to his ad, Dermaont (PI/ £ h/0/Fa/
NJ tells his assistant, a young half-elf, to handle

the crowds while he pulls the party toward the back of
the tent.

“You can see for yourself, friends, my little enterprise pulls
in jink by the handful. 'm the only trader in this market with
spices from the jungles and plains of the Beastlands, and the
deprived folk around here can't get enough. Even the few fiends
who come through rown leare with a jor or two of Dermont’s.
Fact is, I'm ready to set up another tent, and ['d like to do it on
Baator.”

Dermont explains that Avernus, the [irst layer, is too barren
to support trade, but the city of Dis on the second layer has its
own booming marketplace, frequented by planars and fiends
alike. If the PCs take samples of his wares to Dis and negotiate for
him to establish a presence there, he'll cut them in for 5% of the
profits from the first year of business.

+ 19+

He gives them a letter of introduction and asks that they
bring him a signed letter of authorization from the bloods who
run the markets in Dis. Dermont assures them they’ll be "as safe
as Sigil” on the excursion, as the baatezu don’t often interfere
with traders, (He doesn’t tell the party that the two previous
scouts he sent never came back.)

DM notis: The PCs can persuade Dermont to give them a
15% share, but only if they agree to stay on with him and help
run the spice stall in Dis, In any case, lawful members of the
party may wish 1o hammer out the details of how the PCs can
fulfill their agreement to return with a letter of authorization —
after all, the cutters are supposed to head straight to Fortitude
after recovering the holy avenger.

If the party reveals their plan to steal the sword from Dispa-
ter's Iron Tower, Dermont wants to hack out of the deal, worried
that they'll be toasted for sure. The PCs must do some quick talk-
ing to convince him otherwise.

DARK SECRE+S

The party might get the idea to head for the Shrine of Dark
Secrets in any number of ways: a random encounter with priests
of the temple, a tip passed in the Gymnasium of Steam, or the
bright idea to seek help from those in good with the baatezu,

In any case, the PCs find the temple open 1o any bashers
eager to worship the powers of Baator or the Lords of the Nine.
Ten-foot-tall statues of pit fiends, with wings unfurled and arms
outstretched, stand guard on either side of the entrance; the stat-
ues are frightening, but nothing more.

As vou enter, the sudden darkness envelops and biinds you
until vour eves adjust to the dim candlelight. The room is spa-
cious and high-ceilinged, with rows of benches facing a plain but
colossal alrar, and small doorways running the length of the
room on both sides. A few of the devout sit scattered through the
benches, and nwo men in white robes rub rhe tall sides of the
altar with clorh,

The doors along each wall open into

small rooms where adherents of Baa-

tor can privately fagellate them-

selves in the name of the powers

they worship. While the PCs are in

the temple, various berks go in and out

of the rooms, and cries of pain and joy issue
from within,

pecisieMNs. DECISIEBNS —
SH®ULD | FL®G MYSELF
In +HE NAIME ef FURCAS

BR IN+HE NATNE &F

ZIMIMAR?

— A WORSHIPER
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iErnnG HeLe; One of the cler-
gymen wiping the altar is Fla-
men Pontifus (P1/2 tf/P10/Du/
LE), leader of the temple, He's
received instructions from the pit
fiend Kri'ik to cooperate with anyone who asks about the
holy avenger, Pontifus hopes to wrangle a promotion out of the
deal and helps the PCs if they reveal their quest, but obediently
sends a message to Kri'ik abour the party.
Pontifus dresses the PCs in the red robes of supplicants of
Baator, who believe the baatezu’ll grant their wishes if they
abase themselves and promise eternal fealty. The party’s warned
that they'll have to do whatever the baatezu say to maintain
their cover — no resistance and certainly no attacks.

Pontifus asks the PCs to return at dark, when he’ll have a
guide ready to escort them through the plane. I the party
- returns, they're introduced to Fla-
men Therma, who'll take them on
a one-way trip to any particular
spot. Pure fact is, Therma thinks
the party's an authentic bunch
of supplicants, and she'd turn the
berks over to the fiends in a
minute il she knew they were
impostors. Around her, the party must
maintain its cover carefully.

DEcEVING T .+ Any worshipers
or other clergy that the PCs talk to'll
eventually refer them o Pontifus, so the
party has to deal with him if they want any
help from the temple. If the PCs hide their
true quest [rom Pontifus, their only other
option is to convince him of their desire to
pay respects to the powers of Baator —
specifically, Dispater. 1f he believes them,
he'll dress them as supplicants and provide
Flamen Therma as a guide.

Flamen Therma asks the
PCs how much they know about Baator.
As the party probably knows little, she tutors
them in a few basic points that she feels every
worthy supplicant of Baator should know. First
of all, she provides them with the names of the
Dark Eight, the powerful pit fiends who coordi-
nate the Blood War: Furcas, Baalzephon, Zimimar,
Zapan, Zaebos, Corin, Dagos, and Pearza. Then,
she gives them the names of the nine layers of
Baator: Avemus, Dis, Minauros, Phiegethos, Stygia,
Malbolge, Maladomini, Cania, and Nessus,

The DM may wish to have Flamen Therma drill
the PCs on the names of the Dark Eight and the nine
layers until they get them all right.

IN+® +HE CI+ADEL

Once the PCs have finished their
business in Ribcage, the next step

is to head into the first laver of
Baator. To do this, they've got to
visit Lord Paracs in the Citadel, give



him a good reason for going through the gate, and get a pass of

safe conduct through the plane.

"Course, the first problem is just getting past the Blackguard
at the Citadel’s entrance. Depending on their actions while in
town, the PCs can get inside in a number of ways:

+  Barius Sharpsplinter and Herfik the Silent can escort

them (the PCs may also be sponsored by Dermont).

4+  Flamen Therma can escort them [the PCs are dressed as
supplicants in this casel.

+ The Blackguard can arrest the party and drag them
before Lord Paracs.

+  The PCs can try to sneak past the guards and find their
way through the mazelike Citadel to the gate (DM's dis-
cretion). However, even if they make it to the gate, the
Blackguard on duty there try to capture them and bring
them before Lord Paracs,

+  The PCs can simply ask the guards for an audience. If
their reasons for travel seem likely to upset the baatezu
{and the cutters pay some garnish), they'll get in. How-
ever, one PC’s held at the entrance during the meeting
to ensure that the others don’t try any funny business
while inside.

THE BAR©N

However the PCs enter the Citadel, they're immediately hrought to
set Lord Paracs [Pl 2 tf/F13/W15/At/LE). The DM should empha-
size the difficulty of a body finding his way through the halls on
his own — the place is like a maze, mainly as a defense in case any
baatezu pop in through the gate.

Soldiers of the Blockguard [Tank vour grouy on botl sides as

they march vou through the obsidian hallwavs of the Citadel, For
a long wiile, the plain corridors nwist and cross in a mazelike
[fashion rhatr seems desigued to ger berks lost, Them, the walls
begin to spori clusters of embedded gems that fors glintering

mosaics of the Barow, aml sequential wall hangrngs depiel e
various stages of his ascendancy ro the throne,

Finally, you're brought into an open office area where o
round, hunched :.'_t'_.’?r'f.'[i in chitinous armor addresses a tdoren
maore !'Hn.‘l'“'\ - mui:'."hm_f_; it Serng I-'Ir.‘\_ s voy enter, e
quards jump to their feet, hands reaching for their swords. One of
YOur escorls speaks: “Sods 1o see your tordship, siv

Obviously, if the PCs snuck into the Citadel or were dragged
in as prisoners, Paracs is piked off. It takes some mighty fast
talking on the PCs™ part to be allowed through the gate, and the
price for the pass is doubled: 2,000 gp. On the other hand, if the
party agrees to perform some service for him first, Paracs may
charge a more standard fee of 1,000 gp (the DM’s free to specify
the task — stir up trouble in a rival family's ward, spy in the
Gymnasium of Steam, etc.).

Assuming thar the PCs entered the Citadel by more legiti-
mate means, they're now in one of the following situations:

Merciants: If the PCs explain their business arrangement
with Dermont and show their letter of introduction, Paracs
chuckles.

“The Rule of Three, eh? Well, perhaps vour spice pedile
will find luck this dme.”

He's referring to Dermont’s previous two scouting parties
that never returned from Baator, but he won't tell the party that.
For a “new business fee™ of 400 gp, he’ll give the party a pass
and have a guard escort them to the gate, If the PCs go back to

Dermont, he agrees to pay half the fee.

If Barius Sharpsplinter is with the group, the PCs can protest
the fee, arguing that they've already paid Sharpsplinter. If so
confronted, Paracs waives the fee and simply takes his cut from
Sharpsplinter.

Supriioss s Paracs gives the party a hard time if they're
masquerading as supplicants, disparaging the powers of Baator
in an attempt to anger and provoke the group. However, he still
gives them a pass. eager to rid his city of the fiend-lovers — few
who enter the plane ever come back out. As Flamen Therma's a
respected member of the Shrine of Dark Secrets. the pass is [ree
{she doubs its worth, anyway).

If the PCs tell the truth about their quest for the holy
arenger, Paracs is glad (o help, just to put the screws to the
baatezu. He'll charge a reduced pass [ee of 500 gp, then make
plans to ambush the PCs when (or if) they return and snatch the
sword for himself,

If the PCs give Paracs some other cover story as to why they
want to enter Baator, he's less impressed [DM's decision). and
charges them a full 1,000 gp for a pass.

In either case, though, if the group's escorted by Barius
Sharpsplinter, Paracs is willing to drop the fee (as above).

THRBUGH +HE GA+E

Once the PCs have received a pass from Lord Paracs, he orders a
crew of Blackguard to escort the party to the gate.

i JEST [aver SAVS e riggiing rou li

ne pace; Ll il qa throtigh.”
The guards take the PCs back through the maze of hallways,
eventually reaching the room with the gate.

et 1 ’ 1 hifor

Vol siep L I Spacious room rligrs
pry exrcent for e, waiied-uy area o i
sofdiers

Lim aind oier AU e Of VORE CSEOrS. stovinng vou jowara

The guards stand by and watch as the PCs climb over the
top of the wall — using ropes, standing on each other's backs,
etc. The guards won't help, but they won't leave the room until
the whole party’s gone through to Baator. Once the PCs climb
over the wall, they're right next to the gate.

\' i Har of crimson light spins in place in the midal f

N Ty dln i most. ) 110

As Paracs hinted, the key to the gate is a lit flame, no matter
what the size or source. If a body steps into the pillar without
one. he’s tossed back out with whirlwind force, suffering 1d10
points of damage from hitting the stone walls. Once a body car-
ries a flame in, the gate stays open for two rounds, and the PCs
can pass into Avernus.

DM If Flamen Therma or Herfik the Silent's been
assigned to guide the party, he or she goes with them to and
through the gate.

THACO 19; #AT 1: Dmg 1d6 (short sword); AC 4 (chain mail and
shield); HD 2; hp 15 cach: MV 12; SZ M (6 [eet tall): INT very
(11); ML steady (11); XP 35.

L v IR



The party starts this chapter having just
c HAPTi R l l l % landed on Avernus, the first of Baator's nine
layers. They appear in the ruined
gate-town of Darkspine, and from there the goal is simple:
R D . U R Y Get to the gate that leads to the second layer, Dis. "Course, on
H this dangerous wasteland, that’s easier said than done, During

their journey. the PCs stumble across sights both strange and

hideous, and there’s no lack of fiends, planars. and petitioners

that'd love to kill the sods or trap 'em in a dark bargain they just can't wriggle out

of. Cutters can try 1o parley their way through, hut they'd better be ready to back up

their words with brains — or with steel.

DM noes: 1f the PCs took the sewer portal [tom the Hive straight to Baator, the

DM can plant a different gate somewhere in Darkspine from which they emerge.

The new gate still Falls under the watch of the cornugon Montelado [(see “The

Guard."” below). The DM can also drop the party at any other spot in

Avernus, keeping in mind that they'll have no pass or guide.

For information on how magic

is affecred on Baator, the special powers

of the baatezu, and

the ways by

which the

fiends suffer

damage, refer

1o the Appendix
(page 64).

ROLE-PLAYING +ie GUIDES

If the party's led by either Hertik the Silent or Flamen Therma, the guide may have
specific reactions to different encounters, and these are noted in the encounter text
marked THe suine. Either guide also possesses the DM's map of Avernus on the
gatefold screen, which can then be shown to the players. Full statistics and infor-
mation for both Herlik and Therma appear in the Introduction to this adventure
(page 5).
DM noves: If the party hasn't retained the services of a guide, the
DM can allow a helpful (or hard-bargaining) body to provide the PCs

WELL, ¥au G

PAS+ +HIS BLEAKNESS, HEre with the map of Avernus (sce “The Ruins of Darkspine,” page 25,
THEN vau HEAD for one possibility). Otherwise, the players shouldn't be allowed to

+HROUGH +HE BLEAKNESS.  Secthemas

Alsa, no two travelers to Avernus will have the exact

TAKE A LEF+ a+ +HE GLDBM same experience, as the wasteland changes
DAWN +Hat+ WAY, ane KEEP &N G®ING depending on what path a body takes. The
UN+IL Y®U REACH +HEF BLEAKNESS. map of Avermnus provided with Fires of Dis
’ 5 applies to the path taken by the guides in this
CAN'+ MISS |+, adventure and may not reflect landmarks as
— A S®D in DARKSPINE depicted on other maps of the layer,
GIVING DIREC+I@NS
+HROUGH AVERNUS ROLE=PLAYING

@+HER NPCs

The baatezu are, if nothing clse, lawful: They follow rules and won't hreak their
word once it's been given. However, they'll try to twist their words around so they
can get what they want while still adhering to the letter of their agreement. And
they're certainly able to lie whenever they think it'll gain them an advantage. While
role-playing the various fiends encountered on Baator, the DM should try to keep
the PCs on their toes with verbal trickery.

If the party obtained a pass ol sale conduct from Lord Paracs, it's technically
worthless — only the Lords of the Nine can hand out true passes. lronically, though,
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the fake pass does the bearer some
good: Lesser baatezu respect it in case ir's
genuine, and greater baatezu're often amused enough

by it to let the bearer go. However, travelers caught with-
out a pass — even a fake pass — must cough up some heavy
garnish or pay the music.

A plausible cover story is just as important; visitors to
Baator need a reason to be there. Ribeage offered the party two
possible “legitimate” missions: establishing a trade franchise for the spice merchant
Dermont, or traveling the plane as supplicants to worship the baatezie In either case,
depending on how the PCs present themselves, the fiends and other NPCs encountered might
react differently; the Mercnants and Suepnicants sections of encounters provide the possible influ-
ence of each cover story.

'Course, the party might come up with its own cover for being on Baator, and the DM can determine
what kind of reactions the story would get.

THE GUARD

\s you emerge from the gate, vou find vourself standing in the ruins of a town that looks like it was decimated
in a fireball battle between rwo wizards. The blackened buildings thar stifl stand are punched with jagged holes,

and broken rubble fills the streers. Still, it looks somewhar familian, as f ir were a dark shadow of Ribcage.

“You — travelers!" From one “_g'";'j.'r' small structures H-r'.ufl_- sieps d rall, l.r'!F.'lu‘i'.-f' flend, covered with scales
and brandishing a nasty=looking barbed whip, The creature struts roward your party confidenty, swishing and
cracking irs whip. “Whar's your business here?”

T'he guard, a cornugon named Montelado, once served as a retainer 1o a pit fiend general in the Blood War,
hut was demoted 1o gate duty for two centuries after losing several battles to the tanari hordes. He despises
his new position and often lets visitors through, taking 500 gp in gems or one magical item as garnish
to look the other way. I the PCs have a fake pass and a good cover story, the price drops to 100 gp.
Hagglers are told to be glad Maontelada’s in a generous mood — he charged the last group of culters
a good deal more (he's referring (o Karris and the band of
Indeps).

Mantelado knows nothing of Dispater’s plan; if the
PCs reveal their quest for the holy avenger. the cornugon
laughs and warns them to turn back
while they ve still got their skulls, The
garnish still gets them past, but the
guard then sends a message 1o Dispater's
palace, alerting him to the party’s presence.

Without the bribe, Montelado reluses
to let the party pass, If awtacked or provoked,
he fights unfil two PCs are killed, then gives the
remaining PCs another chance to pay the garnish and be on
their way. IF reduced to half his hit points, Montelado tries 1o gate
in reinforcements; if reduced to a third of his hit points, he teleports away.

Merciants: Montelado asks about their spices: if the PCs offer to let him sample the quality, he lowers his
fee 1o either 50 gp (if they have a pass and a story] or 400 gp (il they don't).

Stppiicants: Montelado's seen plenty of similar groups come through before, and he expects the party to
pay their respects, ‘Course, that includes giving him the garnish without any complainis.

Tur qume: Both Herfik and Flamen Therma know that guards usually look the other way for the right gar-
nish. Therma also bows and makes a grand show of obeisance to the might of the baatezu, and she encourages
the party to follow her lead.

MonteLaDa [P/ mof/HD 10/LE]:

THACO 11; #AT 4 or 1 + weapon: Dmg 1d4/1d4/1d4+1/1d3 or 1d3 (tail) + 1d6 (spiked whip) (+6 Strength
bonus); AC -2: hp 63: MV 9, FL 18 (C); SA fear, wounding, stun; SD regeneration, +2 weapons to hit: MR 50%;
SZ L (9 feet tall): INT exceptional (15); ML elite (13); XP 10,000.

Spell-like abilities: derect magic, ESP. lightning bolt (3 times per day), produce flame, pyrotechnics, and wall
af fire (once per day).

Gate (each once per day): 2d6 barbazu [50%), or 2d8 abishal [35%), or 1d3 cormugons (209%).
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THE RUINS ef DARKSPINE

Once the PCs have gotien past Montelado, they're free to roam
about the ruins that stand around them. The blasted burg is
called Darkspine, a former gate-town to Baator that stood on the
Outlands until the baatezu were able to drag it into their plane.
Over time, it's been gutted by raiders and exploding fireballs, but
some of the original residents who've managed to survive still
make shabby homes in the crumbling structures. It's safer than
many spots on the plane — abishai still patrol the area, but the
rampaging armies of fiends generally steer clear — and it's a
place where the transplanted sods can hold onto a thread of their
*old” life. Determined residents are even trying to organize a
resistance movement against the fiends.

Darkspine’s got no real shops, kips, or official businesses of
any kind. It's just a small bundle of planars trying to stay out of
the dead-book, huddling together and barricading themselves
against the rest of the plane. They've pretty much given up hope
of ever getting back to the Outlands, but a cutter who could help
them out in some small way might get something useful in
return — some food, a weapon, or a bit of the chant.

DA w0t Although there's little to be found in Darkspine,
the player characters could meet a planar or two here. The DM’s
free to set up any such encounters and determine what, if any-
thing, either side might get out of the meeting [the townsfolk
won't leave the ruins). The PCs probably won't pick up any infor-
mation about the plane that either Herfik or Flamen Therma
doesn't already have. 'Course, a party withour a guide might find
the sods in Darkspine a bit more useful — they could even pro-
vide the map ol Avernus on the gatefold screen.

AVIEW of +HE WASH+ELAND

Avernus, the first of the nine layers of Baator, is little more than
an empty, blasted plain, so the PCs won't be able 1o see much
from the ground level of Darkspine. If a body flies, levitates, or
climbs atop a building that hasn't yet crumbled, he'll get a better
view of the surroundings, such as they are:

devond the shartered town lies rocky wy

attl endlessiy in all directions to 1 harizon, where i meers r.f';:_
»Iu,n!.n.-._ Iloerd el '11'_: Fay i i e distance Yot can make ouf
anorher cluster of buildings, thomgh it's mpossihle to judge
whether the journey would rake a few howrs, a few davs, ora few
maonths. The airs iirin 'Ei:'fh‘r."."- SN Jf,lr,' size of a human heaad
EF'.'H.' Careen arross (ne fandsca e, :lll‘fi "‘_'I..,' und ris ni ':I:jlfnur'
exploding like flaming fowers, Those bursts are (he only sounds
vou can hear, apert frone the ocvastong| sereams 1hat seen 1o
ring cross the entire plain.

The rocks and the fireballs are two consistent dangers that
PCs crossing Avernus face.

Kocis: Sharp stones of obsidian and quartz liteer the layer,
making travel on foot difficult. A careful berk can pick his way
through at '/, his normal movement rate. But anyone moving
faster must make a Dexterity check every round o see il he takes
a tumble for 1d3 points of damage.

Fiaiiinni s As the party crosses the layer, fireballs of various
sizes might explode nearby. Each turn, there's a 109% chance that
one explodes near the group, blinding each PC for 1d4 + |
rounds unless he or she successfully saves vs. spell,

The DM can use fireballs for dramatic effect, 1o direct the

party’s path of travel, to throw wild cards into a fght, ete. If the
PCs are of high levels, the DM might choose to have fireballs
explode near enough to cause damage if saving throws are
failed. If so, the DM can:
+ Rall 2420 to determine the diameter (in feet) of the fire-
ball’s explosion.
4+ Roll 1d100 to determine the distance (in feet) from the
center of the explosion to the party.
+ Roll 1d3 to determine the number of d4 of damage to
anyone caught in the blast (each victim can try to suc-
cessfully save vs, spell Tor half damage).

CRO®SSING AVERNUS

The party’s only goal on Avernus is to reach the gate to Dis, the
second layer of Baator. Since most of Avernus is a wasteland, the
trip is tricky with a guide, and nearly impossible without one,
Both Herfik the Silent and Flamen Therma take

the party on the path shown on the map
of Avernus as the “Road of Good
Intent.” It leads from Darkspine to
suceession ol other wrecked

cities, across the River Styx, and
then straight to the Maggot Pit

that borders Tiamat's Lair, where the gate is found.

However, if the PCs are without a guide, they'll have little
to go on [except for whatever they might wring out of the sods
in Darkspine). In that event, the journey takes much longer —
maybe forever. unless they tumble to a way to get around.
Encounters presented later in the chapter might point them in
the right direction. but there's other ways a blood can [ligure it
out:

4 The ruins of previous gate-towns are strung out in a

more-or-less straight line between the gate and the
River Styx, each burg in sight ol the last. By following
the ruins, PCs ean reach the river — hall the journey.

#+  The land slopes slightly downward from the gate [only
a 1” slant), with the lowest part at Tiamat's Lair. Certain
magical items might detect the slope, and on flat
ground a round object rolls naturally toward the lair.
On a successful Intelligence check. a dwarf or gnome
can detect the slope.

+  The arrow of direction [rom Grimbrech Stonehammer
peints toward Tiamat's Lair.

+ Focusing on a destination ensures that a body’ll get
there, sooner or later. But any sod who just tries to
wander around Avernus won't make any progress
and'll get himself lost — in all senses of the word.

DN wne e If the PCs seem to need help, allow them to leamn

some of this information from the various NPCs they meet.

THE PASSAGE ©F TIME

Baator's a lawful plane, and the hours and days pass in succes-
sion. Unfortunately, the sky never gets any darker or lighter, and
it's got no sun or stars. The only way the PCs can mark the time
is a rough one — by how often they get hungry, when they need
to sleep, ete. It's especially important for spellcasters to keep
track of time, so they know if and when they've rested long
enough to relearn their spells.
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GE++ING DIREC+I®NS

On most of the Outer Planes, typical compass directions ain’t
worth a bean. But on Avernus, the sheer presence of the power
Tiamat, queen of evil dragonkind, orients a good deal of the
action to her lair. So no matter where the party is on Avernus, if
they head *south,” they'll eventually end up at the front door to
Tiamat's cavern — the Maggot Pit.

What's maore, the fearsome mire of the pit causes lesser
baatezu to scrabble away from that area whenever possible. A PC
who sees lemures and nupperibos flowing along the plain can
backtrack their trail and usually end up at the pit (an encounter
that's handled the right way might provide the party with this
handy tip).

MAKING PR®GRESS

Avernus is an infinite place, which means that its residents
aren’t going to be clustered
within a few hundred yards
of each other. The
DM needs to pro-
vide the PCs with a
travelogue as they
make their way across the wasteland —

just enough so that the cutters get a sense of
how far they're going. In addition, the DM should

throw in encounters as needed for pacing. The trip shouldn
get so bogged down that the PCs never get anywhere, but nei-
ther should they just slog through bleakness to the point of utter
boredom.

FINDING FO®D

Hopefully, the PCs brought along enough rations to survive for
several weeks on Baator (either guide would certainly insist on
it). But they can also stay alive on fire fungus, the only local
food source edible to nonbaatezu. It's a warm, wriggling, dull red
growth usually found in patches recently hit by fireballs — which
means it's all over the plane. The stulls not tasty, but it's mar-
ginally nutritious.

Herfik or Therma both know the fungus is edible, as do the
sods of Darkspine. The [iends know, too, ol course, hut whether
they share thar information with the party depends on how well
the PCs handle encounters. The DM could also let the PCs
observe nonbaatezu eating the growth, in order to help them get
the hint,

LANDMARKS

The Road of Good Intent takes the PCs past certain landmarks
that can help them chart their progress through the endless rocks
and fireballs; some may also serve as backdrops for various
encounters (DM's decision).

RUINED GA+E-+@WNS

Ribcage isn't the first gate-town to Baator. Darkspine used to sit
in the Vale of the Spine, but it got yanked into the plane by
fiends who stirred up the populace enough to shift the burg. And

before Darkspine, there was another gate-town, and more before
that. Fact is, four other ruined cities now lie between Darkspine
and the River Styx {(with each absorbed town, the plane kept
growing, pushing its boundaries larther and farther from the
river). Each is even more wrecked than the last, having been a
target for fiends and fireballs for a longer period of time. But the
structures still attract a few straggling bodies, as they're the only
remnants of “normal” humaneid life on the wasteland.

THE PILLAR ©F SKULLS

This grotesque tower's made of hundreds of living, disembodied
heads. all squashed together to form a solid mass at least 10 feet
around and 20 feet rall. A body’ll usually hear the pillar before
he gets close enough to get a good look at the vile thing, as the
decaying heads [Tap their bone-boxes almost incessantly, talking,
cursing, and arguing with one another — afier all, what else’ve
they got to do? Most of the heads are of human or humanoid
races, but there's a lew that
even planars’d have a tough
time giving a name to. If the
PCs get near enough 1o be
seen, the heads all shout con-
MNicting pleas o the party at once, offer-
ing information in exchange for some kind of
service (DM's discretion).

THE RIVER ©F BLO®D

A body can hear the din of the Pillar of Skulls before he gets
there, but the first assault of this Mow is its sickening stench. A
slow river of warm, partially clotted hlood streams down through
the wasteland. its slippery, scabby banks pulling in any berk who
comes too near (Dexterity check to avoid taking the plunge).
Some spots are as shallow as a single foot, but the width never
closes below 100 yards, making any crossing a long, unpleasant
experience. Downstream, the river dumps into the hlack waters
of the Styx. Upstream, it eventually leads back to its source — the
Lake of Blood, a fetid body nestled in the Stigmaris Mountains.

THE RIVER 5§+¥Y X

This dark, rancid waterway cuts right through Avernus on its
winding passage through the Lower Planes. A PC caught in the
wasteland without drinking water might be tempted to ignore the
foul stink and rake a sip, but the oily liquid's got a lat more
potency than just its smell. Drinking the water or touching it
with bare skin means the PC loses all memory of his past life
(successfully save vs. spell 1o lose only the memory of the last
day). Both Herfik and Therma know the danger of the river.

The Styx is generally several hundred yards wide, but in
some places bits of skeletal coral jut slightly out of the water,
beckoning a traveler 1o leap from one to the next o get across.
A PC must make a successful Dexterity check for each jump or
fall in; the DM can allow Dexterity checks of other party mem-
bers nearby to see if they grab their tumbling comrade.

DM wore: To avoid the campaign problem of PCs losing their
entire memories. feel free to fudge saving throws so the most a
cutter forgets is the past day. ('Course, it's fun to make it look
like the PC Faces serious trouble by consulting books, rolling
dice, ere.)
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ENCOUN+ERS

The next several pages present details of the baatezu, planars,
and other creatures that the party may run into while journeying
from Darkspine to the Maggot Pit. Unless specifically stated oth-
erwise, these encounters can occur at any time and in any order
— whatever the DM thinks is best for the pacing of the party’s
trip. If the PCs are led by Herfik or Therma, they should run into
most or all of these encounters.

However, without a guide keeping them to the path, the par-
ty's sure to have more encounters than are given here. Every
third round of travel without a guide, there’s a 15% chance of a
wandering monster attacking the party: the DM should first roll
1d6 1o determine the type of creature encountered, and then roll
the indicated die to determine the number of creatures,

DIE oLl (106] CREATURE(S)
1-2 2d4 lemures
3-4 2d6 nupperibos

1d3 spinagons

1d2 abishai

oh W

BEL'S LEGI®N

The pit fiend Bel sweeps across Avernus with his immense army
of baatezu, repelling invaders and marshalling Baator’s forces for
the Blood War.

A large dust clowd appears on the horizon. and the fow,
r','n'!l-"!l.'l.'n thunder neakes vou thirsii [ar i, But this is a ..'r,l';’r"
ent kind .._,I" storm. A I:;.-_,,'r' black . mass emerges from the haze,
streaming (o thousands of distinet shapes a serabbling horde
of bantvzu. Seething masses of melted lemures amd hlobhy nmup
peribos spill fonvard from the frone ranks, spurred o by jeering,
gargoylelike abishai. Toward the rear, army bamiers are hotsted
by an hiphoy !“fgg‘f',f Of barbazy that Surround g mensfrous JHi
fiend: Overhead flies a small squad of a dozen or sa black
abishiii.

As long as the PCs somehow conceal themselves from the
swarm, they won't be attacked or even noticed. Bel's on a run of
the plain, snatching up lemures for his armies. 'Course, if the
party stands right out in the open or tries to slash their way
through the horde, they'll be killed. no questions asked,

The flying black abishal get a good view of the legion's sur-
roundings; they spot a poorly hidden party 50% of the time and
a well-hidden party 20% of the time. One abishai per PC veers
off from the army to pursue and attack the party. breaking off if
they haven't caught the PCs in three rounds.

CLOUD ef DUS+
— THE LAS+ WORDS

afF A BASHER
+ee CURI®US

FOR HIS @WN G@@eD

Merriants/Sursticanis: This army doesn't stop to listen to
cover stories or inspect passes — they just shred any nonbaatezu
they find.

[ guie: As soon as he spots the swarm. Herfik tells the
party to take cover and uses his ring of invisibility 1o hide him-
self. Therma also counsels the PCs to hide but she remains with
them, weeping in awe at the sight of the glorious horde.

Biatk AltsHAL LT PER PARTY SIEMHER)
THACO 17;: #AT 3; Dmg 1d4/1d4/1d4+1: AC 5: HD 4+1; hp 25
each; MV 9, Fl 12 (C); SA poisen, dive; SD regeneration, +1
weapons to hit; MR 3000; SZ L (8 feet tall); INT average (9); AL
LE: ML average (10): XP 7,000.

Spell-like powers: change self, command, produce flame. pyro-
technics, and scare.

Gate [once per day): 2d6 lemures (60%), or 1d3 abishai (30%).

THE HUN+ERS

Avernus is a wide-open stomping ground. a perfect field for
greater baatezu to amuse themselves by hunting prey, Sometimes
liends release an especially feisty petitioner or captured paladin,
and sometimes they just chase down any berk or beast unlucky
enough to be roaming about. One of the latter type of hunting
parties — four yeth hounds driven by an amnizu — spots the PCs
while crossing the plain.

Fhe sudden, chilling howls seew 10 Icar vour spine from
vour badv, o baving unlike any vou've heard before. Sitlouerred
against the crimeson sky are four feral, wolflike sinpes, hwice the
§TZe u_f'.n.,"uuru'_'.' prime nrolires, i =:!_.-4'"1 55 but still somehow &![.--.-'u_r,'
(hreagly the air Spotting vour group, the hounds land and gallop
foward you, guoshing and growling. Close behind them folfows o
steort, siubby, winged fiend, ateeficlly deiving the pack with mani¢
stonts and gesiures

The amnizu, Grafschatz, follows the rules of the hunt; hunt-
ers may fly only if the prey flies: prey that can’t be seen or
smelled by the hounds is deemed to have escaped and thereafter
ignored; the hounds attack first, with hunters joining in anly if
the beasts are defeated; and the hunt stops once the first trophy
(in this case, one PC or the guide) is captured or killed.

Grafschatz won't listen 1o anything the PCs say while the
yeth hounds are attacking, but afterward he can be stopped from
making his own attack by being shown the pass or bribed 500 gp
in gems.

Mircianss: Grafschatz laughs at the foolhardiness that'll
soon make them either rich or dead. sneering that they'll enjoy
the Cave of Greed — perhaps.

Supricants: The amnizu insists that fighting the hounds
doesn’t show the proper respect to a baatezu of his station.
Tt Gk Herfik stays back and won't fight a hound unless

directly attacked. Therma, however, does [ight, and can success-
fully argue that by putting up a good battle they've proven their
respect — by giving Grafschatz an exciting hunt,

GRARSCHATZ [PL/E fofHD 9/LE)
THACO 11 (treat nonmagical armor as AC 10); #AT 1;
Dmg 2d4; AC =1; hp 59: MV 6. FI 15 (C): SA energy
channel, forger; SD +2 weapons to hit; MR 50%;
SZ M (4 feet tall); INT exceptional {16); ML elite (14);
XP 11,000.
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Spell-like abilities: fireball (3 times per day), imprisonment
{once per day).
Gate (once per day): 2d10 abishai (500), or 1d8 erinyes (30%),

Yeth Hounn (4): THACO 17 #AT 1; DI‘T!g 2d4; AC 0: HD 3+3; h[]
18, 20, 22, 26; MV 15, Fl 27 (B); SA fear; SD silver or magical
weapons to hit; MR 10%: SZ M (5 Feet tall); INT low (6); AL NE;
ML fearless (19); XP 975.

@SYLU+H PA+ROL

Twin raspy voices sharier the silence of the wasteland: "Serve the
Eight! Serve the Eight!™ Two humanoid fiends creep diovthmically
toward you on long, spindly legs, their scorpionlike ails twitch-
ing in the air behind themr, At least nine feer tall, they'd almosi
be walking skeletons if not for the thin film of sickly, rotting skin
covering their bony frames. Close beliing, a larger group of scaly,
cluwed fiends grumble and scuffle atong, tugging ar their snaky
beards and threatening one another with stained. sow-=roorhed
glaives, The whole group réeks of spoiled mear.

This patrol’s scouring the layer for lawbreaking baatezu —
especially deserters of the Blood War. The bony osyluths police
all of Baator with broad disciplinary powers granted by the Dark
Eight, and these two currently command a violent batch of
2d4 battle-bred barbazu.

No matter what the party’s cover story, the osy-
luths — Kerdel and Brack, who always speak
in cerie unison — demand to know every

‘MAYBE NIBELLIN'S
s+ @V ER +HE NEX+ HILL,’

Bakreazt (204): THACO 13: #AT 3 or 1 (weapon); Dmg 1d2/1d2/
1d8 or 2d6 (glaive); AC 3; HD 6+6; hp 36 each: MV 15; SA
glaive, disease, battle frenzy; SD +1 weapons to hit; MR 30%; SZ
M (6 feet tall); INT low (5); AL LE; ML steady (11}; XP 6,000,
Spell-like abilities: affect normal fires. cammand, fear (by
touch), and produce flame.

Gate (once per day): 2d6 abishai (50%), or 1d6 barbazu (359%).

L&S+ PE+I+I®NERS

As vou round a bl you come face 10 face with a ragtag band of

short, spielly humanoid ereatuires. their amber. sealy skinand tiny

white horns bringing one thoughi 1o your mind: kobolds. They ywelp
and shrink back from your group, crouching close to the ground,
covering their heads with their lanky arms,

If not attacked, the kobolds rise, point, mutter, and push a
representative forward: Jrackbok, who asks for directions to
Nibellin, a warren in Draukari — the underground realm of the
kobold power Kurtulmak. Long ago, the kobolds left the realm to
fight off an invasion of gnomes and've been unable to find their
way back since. They've wandered Avernus for what seems like
centuries, with fiends and fireballs whittling their once hundred-
strong pack down to barely more than a dozen.

Jrackbok asks for
weapaons, armaor,
or magical items

to help them fend
off the fiends as

detail of their excursion. At first, the fiends ~ [TTAYBE NIBELLIN'S they
challenge any pass of safe conduct in order |us+ BVER +HE NEX+ HILL® — trek
to gauge the party's reaction, but even- +Ha+'s ALL WE'VE HEARD EVERY DAY through
tually accede if the PCs adamantly ' 3 - ' the
defend their rights as passholders. FOR +HE LAS+ HUNDRED YEARS! waste-

If the PCs have no pass, the osy-
luths — charged with enforcing the law — won't
accept any bribes. However, several of the har-
bazu seem eager to take the gems, which may
lead to bickering and even blows within the
patrol, though the osyluths guickly restore order.

Mercnaris: Kerdel and Brack interrogate the cutters about
who hired them, where theyre going. and what they're carrying,
and demand that the PCs impress them with their knowledge of
spices (involving the players in some off-the-cuff role-playing).

Strenicanis: The osyluths test the party's knowledge of Baa-
tor, asking the names of various other layers and the names of
the Dark Eight. Unanswered questions or incorrect answers invite
hostility from the patrol.

[ie siioe: Herfik protests he's just a hired hand and doesn't
want any trouble; Therma's able to answer any guestions about
the plane that the party can't (though she always waits for them
Lo venture an answer first).

KeRroEl | Brack |Pr/d 7o/HD 5/LE):

THACO 15; #AT 4; Dmg 1d4/1d4/1d8/3d4;: AC 3; hp 28, 32; MV
12: SA fear, poison: SD +1 weapons to hit; MR 300%; SZ L (9 feet
tall); INT very (12): ML steady (12); XP 7.000.

Spell-like abilities: (ly, improved phantasmal force, invisibiliry,
and wall of ice,

Gate (once per day): 1d100 nupperibos (50%), or 1-2 osyluths
(3540).

— A DISGRUN+LED
xeselp PE+I+IONER,

land, taking
whatever the party
cares to give. Being
petitioners, the kobolds have no
need of rations, and they refuse
to travel far with the party,
adamant on finding their long-lost home. The only thing they
offer is information gleaned from years of traveling across Aver-
nus (whatever the DM thinks the party needs to know, and only
if first paid for with items the kobolds consider useful).

It attacked or cheated. the kobolds fight with the only
equipment they still carry: spiked clubs. Jrackbok, however, also
attacks with a ring of the ram. If the PCs let down their guard,
the kobolds try to steal equipment and flee, lighting to the death
if caught.

Mircianis: The kobolds've met plenty of merchant scouts
and caravans during their exile on Avernus, and can probably
direct the party toward the River Styx.

Surrucants: As the kobolds fear the baatezu, they naturally
hate PCs who claim to worship the fiends, making a kobold
attack more likely.

T guoe: Neither guide knows the way to Draukari. Herfik
pushes the small kobolds around, while Therma compliments
them for sacrificing so many of their tribe to the beloved
baatezu.

+e |RACKB@K
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DM wore: If any of the PCs are gnomes, the kobolds atrack
the bashers on sight, stopping the assault only if half their num-
ber are slain.

Irackaok (PEfd KosoLD/O/~/LE]):

THACO 20; #AT 1: Dmg 1d6 (club) or 1-3d6 (ring); AC 9 [tough
hide); HD '%:; hp 4; MV 6; SZ S (3 feet tall); INT average (10); ML
steady (12); XP 15,

Magical items: ring of the ram (5 charges left; 1d6 damage per
charge used in attack, up 1o 3).

Kowoin [14): THACO 20; #AT 1: Dmg 1d6 (club); AC 10; HD 's; hp
3; MV 6; SZ S (3 feet tall); INT average (8); ML average (8); XP 7.

FIENDHERDERS

Most of the greater baatezu don't bother gathering the lemures
and nupperibos they need for their armies. They leave that task
to spinagons — small, cowardly fiends eager to be promoted for
good service, At some point, the party should come across

the following scene:

Dozens af disgusting creatures — far, fleshy blobs,
more like decomposing worms than humanoids (1re
being poked and prodded mio a herd by several short, spike-
covered fiends with military forks. Some of the jellviike shapes
moait and bellow, others are strangely silent; all squish and col
lde, seemingly mindless, in the growing herd. One of the stray
;;'Jrfrl.l-.l'i:.'l.'_.;\ Sptes vl ._,'."uI:J_J'J, and suddenly a small clustes
breaks from the herd and scrambles toward you,

Five lemures and two nupperibos head for the party, but
after one round the entire herd swarms toward the PCs. These
no-brain baatezu attack the party in wave after writhing wave
until destroved or forced back under the spinagons’ control {the
DM should describe the attack in the most sickening terms pos-
sible.)

As the herd attacks, one of the three spinagons panics and
flies away immediately. The other two stay and try to rein in the
herd, flitting about and jabbing with their forks, shouting “Stop!
Back!" and “Don’t kill the stock!” They'll be grateful to any PCs
who help them round up the herd, giving directions or advice
(whatever the DM wants the players to know).

On the other hand, if the party kills more than hall of the
stampeding fiends, the two spinagons try to [ly away. Il cor-
nered, they'll plead for freedom, wailing loudly about the grue-
some punishment that awaits them for losing the stock. and offer
information in exchange for their lives [again, the DM decides
what they reveal). The spinagons fight only as a last resort.

Megenants: In exchange for their lreedom, the spinagons
offer to put in a good word for the PCs with King Hejj, the pow-
erful tiefling who controls most of the market trade in Dis. They
offer to fly one jar of spices ahead to the king. However, unless
the PCs hammer out a carefully worded agreement, the spinagons
taint the spices with Type J poison before delivering the jar.

SUPrLicATs: The spinagons act less cowardly, expecting
obeisance from the party — in fact, the spiked fiends each
demand 300 gp in gems from the group.

e Gume: Herfik wrns invisible 1o hide from the onrushing
mass of lemures and nupperibos; Therma tries to round up the
mindless fiends instead of fighting them, and she gladly lets the
two spinagons go.

SrinaGan (3] (Pr/vag vn/HD 3+3/LE);

THACO 17: #AT 3: Dmg 1d4/1d4/1d6 [military fork); AC 4: hp
15, 19, 24; MV 6, Fl 18 (C); SA Mame spikes; MR 15%; SZ S (3
feet tall); INT average (8); AL LE; ML average (8); XF 3,000.
Spell-like abilities: affecr normal fires, change self, command,
produce flame, scare, and stinking cloud.

Gate (once per day): 1-3 spinagons [35%).

LEnure [18): THACO 19; #AT 1: Dmg 1d3; AC7; HD 2; hp 10
each: MV 3; SA battle drive: SD regeneration, immune to mind-
affecting spells; SZ M (5 feet tall): INT semi (3); AL LE; XP 120.

Nuprrrino (20): THACO 19; #AT 2; Dmg 1d2/1d2; AC 9; HD 1; hp

6 cach; MV 6; SD regeneration, immune to mind-affecting spells;

SZ M (5 feet tall); INT non (0); AL LE; XP 120,

Spell-like abilities: cause fear (only il 10 are commanded to
attack the same target).

AN UNSEEN FRIEND

Sricking out af a larae rock formation nearbyvare the legs and feet

of an armored warrior, @ poor sod who seems to hare malerial-
fzed half inside the solld stone. More bodies jusi the bottom
halves, acrually — adorn the small foothills around you. A few jul
impassiblv out of boulders, while dozens rise from the hard-haked
sofl like rombstones in a gravevard

If the party examines the hodies, they find eight loose
enough to be pulled up from the ground; most are humans, with
a few dwarves. Once unearthed, the muddy but intact corpses
can be seen to wear the markings of the Harmonium. [The bodies
are remnants of the invasion force originally sent by Tonat
Shar.]

“Really. it's a pity they weren't better prepared,” qurales a
roice from nowhere. “You bashers might prove better suited o
the task. Maybe we could help cach other out,”

The voice comes from the pit fiend Kri'ik, using his
improved invisibility power to remain unseen. If Flamen Pontifus
sent Kri'ik a message from Ribeage, the fiend already knows the
PCs are after the holy avenger; il not, Kri'ik merely sees the PCs
as candidates to help him carry out his plan to ecmbarrass Dispa-
ter. In either case, he introduces himself as “a friend” and offers
to reward the PCs if they steal the sword back from the arch-
duke’s Iron Tower.

Refer to the following during the encounter:
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+  Kri'ik admits to no knowledge of what happened to the
Hardheads, but hemoans their failure to achieve their
task.

4 In return for stealing the sword, Kri'ik offers the PCs
"something you mortals understand — great wealth.”
For now, he won't be any more specific than that.

+  Kri'ik admits wanting to embarrass Dispater and per-
haps even seize command, hinting that his ascendancy
to the throne would give the PCs a powerful ally in
Baator — one who'd be “indebted” to them.

#  Kri'ik won't become visible unless forced by magical
means; cutters who concentrate on spotting him can
save vs. spell at =2, with success meaning they glimpse
a shimmering outline of his huge, winged form.

No matter how the PCs react ro his suggestion, Kri'ik says he'll
contact them again before they reach the city of Dis, when he'll
bring along something to help them survive in the tower. They
can hammer out the specific terms of their agreement then. For
now, though, Kri'ik leaves the party with a test:
[ hope vou don't mind if 1 see how tough you cutiers are,”

corvs the pofee. “Ipe got 1o make sure vou can hardle the job

Kri'ik pulls eight Hardhead corpses out of the l,mund (unless
the PCs have done so already) and uses his animate dead power
to furn them into zombies that attack the party. He also gates in
two barbazu to join the assault, and then téleparts away (the bar-
bazu fight to the death and try 1o gate in further baatezu, if nec-
essary).

A

FRCHANTS]S

i=1 If the PCs pose as merchants, Kri'ik

wonders aloud il they'll be strong enough to handle the job; if

the PCs pose as supplicants, Kri'ik tries to command them to
accept his offer {even if he knows they're not true supplicants),

i s Herfik doubts that anything invisible in Baator
can be any good; Therma rejects the idea of stealing the sword
from Dispater.

D wores I any PCs successfully glimpse Kri'ik and attack
him, their rolls suffer a -6 penalty (as he’s fast and barely visi-
ble). If attacked, Kri'ik tries to use hold person, suggestion, or
wall af fire to restrain the anacker, but teleports away if neces-

sary.

Tovntite Tuay
FARLTL VAR,

1 81 THACO 19; #AT 1; Dmg 1d8: AC 8: HD 2;
hp 12 {’dth MV 6; SD immune to poison and cold-based attacks;
MR immune to charm. hold, sleep. and death magic; SZ M (6 fect

tall); INT non (0); AL N; XP 65.

Barnazi [2): THACO 13; #AT 3 or 1 (weapon); Dmg 1d2/1d2/1dB
or 2d6 (glaive); AC 3; HD 6+6; hp 45 ecach; MV 15; SA glaive,
disease, battle frenzy: SD +1 weapons to hit; MR 30%; SZ M (6
feet tall); INT low (6); AL LE; ML steady (12); XP 6,000.
Spell-like abilities: affect normal
Sfires, command, fear (by touch),
and produce flame.
Gate (once per day):
2d6 abishai (50%), or
1d6 barbazu (35%].

RE+URN ef THe FREE LEAGUE

This encounter should take place after the PCs cross the River
Stvx. but before they reach the Maggot Pit.

The wizard Karris and his band of Indeps have been one step
ahead of the party the entire adventure. However, their trek
across Avernus has been slow, and the PCs catch up while their
rivals are eating. One of the Indeps has already been put in the
dead-book: they now number only five plus Karris, and none
wear ruug,mzahle faction colors,

rahead. o clustes al bodies sit cross-legged on g small

nound, with o guard standing woreh, The groap mutters

eranel passes meaqer rations arowind until e quard alerts them to
Polr presence, Jumponyg o fieir e "ol they draw
weapans, fense for o moment, then visibly relor afier pee Fing 6
vou carefullv. “Can't de oo caveful with Iends abous,” savs a

aronn (AT I ||l| I 5t 'f. 'IJ raneiers

Karris rcmgmzu Illl PCs; he's already warned his band
about a possible fight with the party, and they're ready to attack
on his signal. Although he’s tried 1o alrer his physical appearance
with different clothing and facial markings, the smartest PCs can
make Intelligence checks to see if they recognize Karris as the
“apprentice” they met in Sigil. If recognized, Karris tries to talk
his way out of trouble; if attacked, he directs his band to fight.

If the PCs don't recognize Karris or attack, the Indeps invite
the party to join “our poor feast,” promising to share hoth rations
and information. The Indeps try to find out as much about the
party’s quest and progress as possible, claiming to be in search of
a fallen comrade’s corpse. If need be, the Indeps try to bind the
PCs and extract information by force.

ITa fight breaks out, Karris immediately casts a monster
summoning I spell, which brings 2d4 nupperibos within one
round. Since the creatures are mindless, they attack all in sight
until destroyed — PCs and Indeps alike.

Mircaanis: Unless the PCs have disguised themselves in
some way, Karris isn't fooled for an instant. but he plays along.

: Karris takes a bir longer to mark the PCs in
their robes — perhaps enough time for the cutiers to recognize
him and artack [irst (DM’s decision).

Fue eomr: Herlfik, weary of the journey, is only too glad to
sit, eat, and rest; Therma tries to sell the Indeps on the glory of
the baatezu.

DM wores: General statistics are given helow for the six
Indeps, but the DM’s free to customize the bashers, making one a
bariaur fighter, one a githzerai priest, etc.

thin man in.a pla

1P AN

Kargis [P/ 2 a/W6JFL/CN)
See page 12 for full statistics; current hp 20.

inb -:'.||[ VAR HimAanOm F6/FLIN]

THACO 15; #AT 1; Dmg 1d8 (long sword); AC 4 (handed mail):
HD 6; hp 41; MV 12; SZ M (6 feet tall); INT average (10); ML
average (10); XP 270,

NupeeRio (2o4]: THACO 19; #AT 2: Dmg

1d2/1d2; AC 9; HD 1: hp 5 each: MV 6:
SD regeneration, immune to mintl-affecting
spells: SZ M (5 feet tall}; INT non (0); AL LE;
XP 120.

+ 30 +



THE MAGGO®+ Pl+

Once the party’s made it across the bulk of Avernus. they'll end
up at the Maggot Pit, a baatezu breeding ground that blocks the
entrance 10 Tiamat's Lair, From a distance, the lair appears to be
a small rock formation, but up close it seems infinitely huge
(refer to the map on the inside of the gatefold screen).

The crater in fronr of you'is easily a thousand feel dcross
and many thousands of feel wide, filled to the lip with a

.'."F'I'.’J".'I.'t? mass of noze and Inagoors. \S vou walch,

frest lemures and nupperibos enterge from the

oo and crawl onto fhe land, stumbling argund
hlindly, seemingly oblivious (o vour presence,
The pit abuts a sheer rock

wall that stretches acrass the plain

loses 30 points of damage, he tries to gate in 1d3 more abishai; i
he loses 40 points, he commands all spawn to destroy the PCs
and then teleports away. Immediately thereafter, 3d8 lemures
and 3d10 nupperibos emerge from the pit and swarm over the
PCs, preventing [light or escape. Every other
round, another 1d8 lemures and 1d10 nup-
peribos slop forth to join the bartle. If the
PCs ever reduce their ranks to ten or
less (lemures and nupperibos com-
bined). the cutters can try 1o flee

or magically cross the pit.
SINkING IN THE piT: IF a PC gets
dropped into the pit or tries o
cross it without Arraka first mak-
ing the slime hold still, he sinks into

N&+ +HA+

and rises into the sky as far as vou | MIND EA+ING the mire (1d8 damage per

can see. A single, large mouth at FIRE FUNGUS. round), The berk can pull

the base of the wall opens inro [4'S (us+ +HA+ himself free with a Strength

darkness within. check and move a yard or
WISH [4+'D S4+@P

If the PCs atrack any crea-
tures or try to cross the pit, the guardian
— a red abishai — confronts the group:

Suddenh, a hulking abishai bursts

MO®VING S& MUCH.
— GLAMSHAW +8e PICKY,

two, but faces the same prob-
lem the next round

unless at the

lip of the pit

from the writhing soup, scattering clumps WISHING HE'D BR®&@UGH+ (DM's deci-
of putrid qoo in s wake. "Hands off my me RE RAS+I®NS Wi+H HIm sion). If the
pit!™ He flies over and lands with o PC doesn't

l,‘"lqufi.,"-ulfrrf;fl|'I{|' thiud neat fa vou,
hundreds of maggors still elinging
vermdilion scales.

The abishai, Arraka,
husies himself with sending
the fresh lemures and nup-
peribos off into the wasteland
and supervising the emergence of new spawn (formed [rom the
spirits of lawful evil planars and primes). He won't attack the PCs
unless they try to harm him or the spawn, but he does offer his
services to those who ask about crossing the pit. However, no one
goes across unless the group has a pass,

For one magical item or 300 gp in gems, he'll agree to fly
one body across the pit to a narrow ledge at the mouth of the
cave. Obviously, this arrangement could be costly if the whole
party (plus the guide) needs a lift, but the greatest danger comes
from poorly worded deals: Arraka adheres 1o the letter of an
agreement, but tries his hardest to break its spirit. A simple com-
mand of “Take me across the pit™ doesn’t compel Arraka to leave
the transported PC at the cave mouth; the abishai just takes him
across, then flies him hack to where they started. The charge
“Take me over the pit” allows Arraka 1o fly halfway across, then
drop the poor sod into the wriggling slop. If any PCs get peeled
in a bad deal, they can try again — for another fee {after all,
Arraka did fulfill his end of the bargain).

Arraka can also order the squirming masses to hold still
long enough for the PCs to walk across the surface 1o the other
side, This is hy [ar the cheaper arrangement — only two magical
items or 600 gp in gems for the whole group — but he won't sug-
gest it unless the PCs refuse 1o be flown across. Again, the deal
must be worded carefully to prevent Arraka from allowing any
berks to get sucked into the rotiing mire. The maggots won’t sup-
port a body’s weight unless commanded 1o do so by Arraka.

Another option for the PCs is to kill the abishai or drive him
away. then cross the pit by their own magical means. If Arraka

10,1115

escape the pit in four rounds,
he's pulled completely under,
unable to struggle further (suf-
fering 2d8 damage per round until
rescued by the party or fully digested
hy the goo).

Mertranis: Arraka asks the party to throw
half of their spice stock into the pit, just 1o see
what kind of effect it might have on the spawning fiends

{none). He wont help the PCs otherwise.
s+ Arraka demands that they prove their devotion
by letting him dangle them, one a1 a time, halfway into the
writhing muck. Each PC gets dipped for one round. suffering 1d8
damage — those too weak can plead for a reduced time in the pit.
Herfik's been to the Maggot Pit before, and he
knows to word agreements carefully; Therma clamors to be

“cleansed” in the pit for a round or two.

SLI A

Akt [P o/HD 6+3/LE)}

THACO 13; #AT 3;: Dmg 1d4/1d4/1d4+1; AC 1; hp 46; MV 9, Fl
12 (C); SA poison, dive; SD regeneration, +1 weapons 1o hit; MR
30%; SZ M (6 feet tall); INT average (10); ML steady (12); XP
9,000.

Spell-like abilites: change self, command, produce flame, pyro-
rechnics, and scare.

Gate (once per day): 2d6 lemures (60%), or 1d3 abishai (3000).

NieErring (VArl: THACO 19; #AT 2; Dmg 1d2/1d2; AC 9; HD 1;
hip 4 cach: MV 6; SD regeneration, immune to mind-affecting
spells: SZ M (5 feet tall); INT non (0); AL LE; XP 120.

Lemtier [var): THACO 19; #AT 1: Dmg 1d3; AC7: HD 2; hp 8
cach; MV 3: SA battle drive; SD regeneration, immune to mind-
affecting spells: SZ M (5 feet tall); INT semi (3): AL LE: XP 120.
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TIAMA+'S LAIR

Onee they've crossed the pit, the PCs stand on a narrow ledge in
front of the rough-hewn opening in the stone wall. The mouth
leads into a 60-foot-wide tunnel carved through the rock that
comes ouf into a colossal cavern (see the DM's map of the lair on
the inside of the gatefold screen).

Standing in this monsirous hall of solid rock, vou feel
smaller and more insignificant than youve felt i a long time.
Light from the sky aurside barely reaches down the tunnel, cast-
ing a paile redl glow oper the black stone. Yon can see four nther

rumnels leading off in different directions.

One tunnel leads to the Cave of Greed and the gate to Dis.
The others lead to Tiamat, the power of evil dragonkind, and her
five dragon consorts — the most powerful male Great Wyrms of
each chromatic color (red, black, green, blue, and white). Each
consort resides in its own cave and revels in its own horde of
treasure. The treasure hasn't been specified — the PCs shouldn’t
muck around with it — but the DM’s free to fill the lairs with any
coins or objects desired.

Currently, the red and green consorts are not on Baator, and
only the hlack, blue, and white wyrms rest in their lairs.

Herfik and Therma know better than to disturb Tiamat, her
consorts, or their treasures. If the PCs insist on picking a [ight
with Tiamat or the Great Wyrms, the DM should give them one
chance to surrender and leave. Otherwise, the poor sods are deci-
mated without much fuss,

1. REn Co k: You feel Hike vou've stepped inro the helly
af olcano, or maybe right into the Elemental Pline of Fire, Th
cavern’s clouded with a searing haze that seems [o eat diwvay at
VOuT ."_‘ril.l».'f.'.\" skin. Afl vou can see 1s o shintmeringly hot I."!'. i
coins nddiea wirh other stray items. However, 11°s hard Io fbcus
(L] ..'JI'.'.'I!.'.fir_J creepl e ru"n‘rm; SHedd BUrnnne VOUr eves andg vour

|.._'. rising baody .':'Fr'lf.'."|.'-'h re.
Each PC suffers 3d6 points of damage for each round spent
in the cave after the first (successfully save vs. breath weapon for
half). Touching any of the red-hot treasure horde causes 1d10
points of damage per round (the items won't cool down unless
taken from the cavern for three days, with the PC sustain-

ing damage during each round spent in contact with
the object].

l BLAL CONSORT'S LAR: Fere the verny armasphere seems thicl
Wit ppisan, as sharp, corrasive air burns vaur (Wngs, Your se,
iand vour armaor J’.'n,' aefort your eves snap sftut il -'f.‘- sLrnging
I."(Ju"-l. Vi ki Nrru'i!r- aul 4 -'!"’_u'l'. [ -'.r'ul' _,I"frr: in J’

and whatr looks like a4 sculpted wmound o)

bortom.

Liquid and gaseous acid fills the home of the black dragon.
For every round spent in the cave, all armor (even magical armor)
permanently loses one class of effectiveness, and any magical
weapons lose one plus (successfully save vs. acid to escape dam-

age). In addition, each PC suffers 2d8 damage from breathing the
air (successfully save vs. poison for half). The pool of clear acid
dissolves two levels of Armor Class per round, and causes 2d10
points of damage to bare skin, While in the cave, all PCs are
unable to keep their eyes open.

The black dragon nesting in this cave won't stir unless the
PCs approach the pool — in which case he'll warn them to leave
and kill them if they ignore his advice,

Cius f SORT'S LAlk: The rock in this tunnel SOftens unider
i F.f ] g i :.'!.'.-|I nore sn |'-'H.'f‘|'.|.l'| as ol progaress ."l
(eadls 7] gith lururiant foliage ther voy con’l
See n ren fee rough the grmeth. The air's as heary as

I ke it cirotina vour head, and the droning byzz of
LISCCES SCCms 10 g (Rle'r e fingricy

Every round after the first, hundreds of flying insects atrack
each PC, stinging and biting through everything but metal armor
for 1d8 points of damage; only cold-based attacks fend them off.
Also, the oppressive humidity cuts cach basher’s movement rate
and number of antacks in halll. The party won't be able to move
very far through the swampy foliage {or find anything of conse-
quence). and damage from the growing number of insects dou-
bles each round.

1. Bi L iia0T | Affer winding aweay from the cent

', the v udilel stops at the edge of o yrear, 5
i felies belon ¥ i 55 In e f L b i
mountin peak, cising wp from the dlack depths, ar least 500 feer
fram the edge where vou Stand. Nestled by the peak s a ponder
s, ded) ray pite i af water af The ocea It
sleire L 1] CTass The |J;Il| S0 N i 10

The blue
dragon won't
make a move

unless the
PCs try to
cross the
ahyss to its peak. It then takes to the air
and attacks, trying simply to drive the
intruders away, but the wyrm gladly slaughters any
sods leatherheaded enough to stick around. If any
PCs fall into the abyss, the DM should roll 1d6 to
determine their rate of descent. On 1-2, they fall only a
few yards per round and can he rescued by other party
members: on 3-4, they fall at normal speed: on 5-6, they fall at
double speed. Any berks who do plunge into the pit die of old
age long before they hit bottom,

F1A i As the PCs pass this cavern, a terrible aura of
fear prevents them from approaching the dark entrance.

\ freexing wave of fear washes over vou, Clrilling voun - hinod
and ralsing goosed v size of gold coins all over your body
With the foree of a ane, the aura pushes vou amway from (he
it ] black cai'érn entrance., crusi T Vo adgaiinst he opp

The PCs must inch their way along the wall until they've
passed the entrance to Tiamat's Lair and entered the tunnel lead-
ing to the Cave of Greed, at which point the aura of fear sub-
sides. Any PCs who insist on entering the cave through magical
or other extraordinary means face instant immolation, with no
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saving throws and no chance to back out. Tiamat's a power, and
powers can't be disturbed if they don't wish to be.

G Wi Consort™s tair: A smaller cave leads from Tiamat's lair
to the cavern ol her most favored consort — currently. the whire
dragon. However, o gei there, the PCs'd have to march right past
Tiamat’s nose, and that ain’t going to happen in this adventure.

Pre Cave o Girito: As the party takes the southern branch out
uf the huge central cavern, the tunnel splits again, leading 1o the
Cave of Greed and the gate to Dis.

‘\\ VIR IR EC vYour ey dounn \'n'l-' I von in s
g, tron doars ser into the ro rhe jar cril FO vour
rild tnather i LU IS Tt I & rudily
ligl through from uhatever lics on the otlier en

lI any I’C enters the cave, rcati or paraphrase the Iullnwmg

(he ruddy light takes on a more golden glow in this cavern,
emanating not rom ary torch o fire bt | tering pile of
coins nouyh copper, silves olil 10 ravsom & dozen kings
Swordivilrs, goblels, runies. ql nl S s il
ta the mound. Fhe onlv thing benween e il fhe re s an
oblonyg pand of dark, ferid waiter abowt 200 fecl across. that spans

the width of the caien

Each visitor to the cave that sees the pile of treasure must
make a Wisdom check: beings of evil alignment suffer a -2
penalty, those of neurral alignment roll a1 -1, and those of good
alignment take no penalty at all. Any sod who fails the check is
seized with greed and becomes determined to get to the other
side of the pond, no matter what his companions say or do to
stop hin.

No flight, levitation, or teleportation magic works in the
Cave ol Greed, and no bodies and objects can swim or Noat in
the pond. The only way to reach the treasure is to wade through
the water, which has a maximum depth of five feet (a problem
for short sods). A body in metal armor wades at ' his current
movement rate; all others wade at ' their rate.

Here's the catch: Every round spent in the water saps one
point of Wisdom from the wader (to a minimum of zero), and the
drain goes unnoticed until the PC emerges on the opposite bank.
A party member who sticks his hand in water to test it won't feel
anything; the draining effect only occurs when a PC's fully
immersed. However, the loss isn't permanent — the cutter's Wis-
dom returns at a rate ol one point every two days.

Any PCs who reach the far side of the pond find that the

treasure is, indeed, real. However, each item is cursed or suffers
from a disastrous flaw: weapons hit at =3 or worse, goblets turn
any liquid to poison, gems randomly burst into handfils of spi-
ders, etc. Even the coins bring woe to their taker — cach weighs
as much as one hundred similar coins, making it difficult at best
to transport them away,
[ Goe: Both Herfik and Therma know that something’s
strange about the cave, but neither knows the dark of the sap-
ping water or the troubled treasure (the cave worked differently
the last time they came through),

DM Feel free to specify the type and amount of all
coins and items in the pile, tailoring the treasure
o the particulars of the players and
the campaign.

e gare 1o Dis: As the PCs approach the end of the tunnel,
lhev see the gate leading to DIE-. the second layer of Baator.

Che rocky funnel comes 1o an end at a set of 20-foor-ta

Toars of ruastv, gray tron, butdl into e Eeael [

stone. Each door (pogs

warped wilth rregular bumps and profrusions, as if barrered by

simething ol the other side d halfwav betiween the fop ana

m ofeach door is a large ring hant
The iron gate leading to Dis isn't guarded by baatezu — Tia-
mat and the fiends have somewhat of a strained relationship. The
PCs need only pull apen the doors by the handles, which requires
a successful bend bars/lift gates roll. "Course, since the handles're
ten feet off the ground, few bashers can reach them without lev-
itating (which ruins the leverage needed for pulling) or standing
on another cutter's back (an unstable platform at hest). Unless a
PC figures out a way to stand solidly in front of the handle, all
rolls for opening the doors are made at a -5 penalty. However,
the doors can also be opened by a knock spell or similar means.

When the iron doors are finally forced open. they swing
inward, toward the party, revealing only a cavernous passage-
way that leads forever into the darkness. A giant trap door spider
hiding in a side tunnel 20 feet along leaps at the first PC to pass
the camouflaged opening: the victim suffers -6 on a surprise roll.
On a successful attack, the spider tries to drag the PC into its lair,
where two other spiders wait. The victim can make no attacks,
but can free himsell by making a successful Strength check at -2
[or can be freed by companions whose combined Strength totals
20 or more). I the victim is not dragged into the lair. the two
spiders within emerge to join the attack on the party. The lair
contains four webbed and partially eaten humanoid corpses;
their pockets hold a total of 125 gp.

Once a PC travels more than 30 feet past the opening to the
side tunnel, a boulder on the ground growls: “Those who would
enter Dis must crawl!” (The rock’s under a magic mouth spell.)

To open the gate to Dis, the PCs must return to the iron
doors and crawl through that opening on their hands and knees
— the movement through the archway is the key. Any PCs who
don’t crawl simply stay in the tunnel. Read the following to PCs
who make it through:

I\\ VOl & II|--'|"|I '|"”-';|"'|.'I [ TAT .l'.l'l ynenR doars, o siuaaen riesn
gray-green light blinds you for a fow seconds. Squinting, vou
FEQUEC VOUW re under an apen -Ssey 'i-ﬂ'“.'- SHUrgRY green this rimi

and that vou're perched onhands and kaces on the side of

Tii it: Both Herfik and Therma are sure that the iron

doars are the gate to Dis. However, the last time either was here,
the gate had a different key [DM's invention); they don't know
about the crawling trick until they hear it from the boulder.

DM wove: Any PCs who ignore the boulder's advice and con-
tinue down the dark tunnel soon discover that it winds through
the caverns without end.

Gira Wi seinEr (31: THACO 15: #AT 1: Dmg 2d4:
AC4 HD 4+4; h;) 23, 25, 31; MV 3, Wb 12: SA poison,
wehs: SZ L (10-foot diameter); INT low (5);
AL CE: ML elite (13); XP 975.




In this chapter, the player characters must

c H AP l ﬁ R l v: make their way to and through the searing city

of Dis, eventually worming their way inside the

mutating Iron Tower of Lord Dispater. But Dis is a
A tricky place, even for Baator. The town’s full of fiends

and planars eager to bob or bully visitors out of their
Jink, and slave crews of the condemned endlessly
Tn‘*‘ B RH destroy and rebuild everything in sight. What's more,
a body who doesn't watch where he’s going just might
get burned — in more ways than one.
DN wore: Time works the same way in Dis as it dees in Avernus, the only dif-
ference being that the changeless sky hanging over the layer is a pale gray-green
instead of red,

DOWN +1e SLOPE

After crawling
through the gate

to Dis, the PCs

find themselves
halfway up one

of the mountains that
ring the infinite city also
known as Dis.

f a5 il s f f !
d 1 < ! inable, | n
It ) L[] i ! I'I' ]
AN DRI I "-‘-...l. orari "'I'I T
-~ AN The iron doors leading from the caverns shut behind the PCs, refusing to budge
AND 1+ AN+ a from this side. If the party starts down the mountainside toward the
+HANARRI]. path, they soon run into rhrr gate guards.
| il > | - Fismain | mi ] arn ! HEL I | il
I~k
[l & I | LSS Trom A redil ¢ AP TRLS i
. nat our i { ] A 1 ] raue fon
== rAL HAYA +HE three fixr their oves o O, Dl conrinn a fear at the meaty banes
ABISHAI, The guards were warned by the pit fiend Kri'ik of the party’s
GUARDING potential arrival; he commanded them to let the PCs by unmolested.

The leader, the red abishai Jal'haya, makes a good show of checking
the group's pass (if any] and questioning their intent, but eventually
lets the PCs through,

If the PCs don’t have a pass, Jal'haya suggests that he's open to “offers,” and
accepts no less than 200 gp in gems to let the party through. [If the cutters attack or try
to push their way through without paying the garnish, the fiends fight convincingly,
but teleport away in false desperation after a few rounds of battle.

In any case, once the party goes on its way, Jal’haya informs Kri'ik of their
arrival, seiting the stage for the pit fiend's second meeting with the bashers [see
“With Friends Like These,” on page 35).

MircHans/Surriicants: The abishai accept any plausible cover story, ready to
allow the party through no matier what.

(e sue: Herfik's surprised that the guards are so lax about letting them by;
Therma points to the fallen Fugitive as a moral about the folly of displeasing the
baatezu.

+HE GA+E vn+e DIS
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JaL'HayA (PL/& rp/HD 6+3/LE):
THACO 13; #AT 3; Dmg 1d4/1d4/1d4+1; AC

1; hp 44; MV 9, Fl 12 (C); SA poison, dive; SD regen-
eration, +1 weapons to hit; MR 30%; SZ M (6 feet tall); INT
average (10); AL LE; ML steady (12); XP 9,000.

Spell-like abilities: change self, command, produce flame,
pyrotechnics, and scare.

Gate (once per day): 2d6 lemures (60%), or 1d3 abishai (30%).

GREEN ABISHAL (3): THACO 15; #AT 3; Dmg 1d4/1d4/1d4+1; AC 3; HD 5+2; hp 33, 35, 39;
MV 9, Fl 12 (C); SA poison, dive; SD regeneration, +1 weapons to hit; MR 30%; SZ L (7 feet
tall); INT average (8); AL LE; ML average (8); XP 8,000.

Spell-like abilities: change self, command, produce flame, pyrotechnics, and scare.

Gate (once per day): 2d6 lemures (60%), or 1d3 abishai (30%).

THE ROAD tTe DIS

As the PCs reach the base of the mountain, they find the start of the path they spied earlier.

What looked like white cobblestones from the side of the mountain turns out to be skulls, half=buried in the
hard, flat ground so that only their tops poke out. The passing of many feet seems to have taken its toll on the
skulls, some of which lie cracked and broken like hollow eggshells.

If the party chooses not to walk on the road, they’ll travel and tire normally, but never pass any landmarks
or make progress toward the city — Dis remains the same distance away no matter how long their journey.
Flight and teleportation don't work, either; only by walking the skull path will they reach the city. Once they
take the path, they'll notice they're moving forward (the DM can determine the length of time needed to reach
the city).

You begin to pass outcroppings of dull iron that rise from the ground like blocky, metallic trees. At first,
only a few dot the plain, bui seon the landscape’s cluttered with more than you can count — the path snakes
through a thick forest of gray iron slabs. The metal seems 1o smolder with uncomfortable heat, sirong enough io
slow you down and drench you in salty perspiration.

The heat from the outcroppings is more than uncomfortable; contact sets cloth afire and burns exposed
skin for 1d8 points of damage. The iron also heats metal armor, baking any PC within: The armor causes no
damage the first round of contact, 1d2 points the second, 1d3 the third, 1d4 the fourth, 1d6 the fifth, and 1d8
the sixth and every round thereafter. Metal removed from contact with the iron continues to cause damage as it
cools (the reverse of heating sequence).

Creatures with a natural Armor Class of 5 or better (which includes most baatezu) aren't burned by the hot
iron, and certain magical items (such as a ring of fire resistance) can spare a victim from harm. However, mag-
ical cloaks that aren’t specially treated against fire must successfully save vs. paralyzation or burst into flame.

wi+H FRIENDS LIKE THESE

The pit fiend Kri'ik reappears to the PCs at some point during their journey along the skull path. Having poly-
morphed into a petitioner from a work crew in Dis, Kri'ik sits atop an iron outcropping a few yards from the
path, unnoticed until he calls out to the party (PCs who specifically indicate they're keeping an eye on the spurs
can make a Wisdom check to see if they spot him first).

“Made it this far, have vou? Good, good." The cheery voice comes from a bruised young man wearing
ripped slave rags, sitting casually atop a tall slab of iron near the road. *'Coutse, without my help you won't ger
out with all your organs still in place.”

Introducing himself as “the friend from the wasteland,” Kri'ik tries to get the PCs to agree to steal the holy
avenger from the Iron Tower in exchange for a great prize: A glittering ruby the size of a maelephant’s head.
Note that the verb is important in this bargain; when referring to the party’s procurement of the sword, Kri'ik
only uses words such as “steal,” “loot,” “rob,” etc., which allows him to ignore the agreement if the PCs obtain
the sword by any other means. Kri'ik tries not to call attention to his special phrasing, hoping to casually trap
the party in a poorly worded bargain.

He also offers the PCs a crystal sphere about one foot in diameter that contains a magical flower of holes —
a black flower with closed petals (see page 47 for a full explanation of its use). Kri'ik says the party can use the
flower’s petals like portable holes to move around inside the tower, assuring them they’ll “know what to do”
with it once inside. Reluctant PCs are warned that they can’t explore the tower without the flower, but Kri'ik
doesn’t force it on an unwilling party.
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Kri'ik also offers the following information, if asked:

*+ He'll help the PCUs get out of the tower and give them
the ruby afterward.

+ Getting to the tower's easy — "I you can sce in the
dark, O think i 1t." As for getting inside the tower, he
says only, "Depends whal you believe in, really.

#  The PCs can do what they like with the sword.

What Kri'ik won't reveal is that he plans to
“convinee” them that what
they'd like to do is hand the
sword over to him.

*  Kri'ik agrees to a pact of
nonaggression: Neither side

C 1 1 )
may attack the other unless IS I+ Hf
attacked first. G R

If the PCs accept his offer, Kri'ik
warns them to stick together in the
tower and then releports away.

If any PCs attack him, Kri'ik tries
to use hold person, suggestion, or wall
af fire to restrain the aggressor(s), but
teleports away in the face of a continued
assault. He won't do anything further to help the
party, but still plans to take the sword from them if
their mission turns out to he successlul.

Mprciuants/surpiicanTs: Kritik doesn't care il the PCs are
merchants or not: however, he insists that supplicants should
show their respect by doing him “this little favor.”

Ll Gk Herfik wants no part of any deal to raid Dispater’s
tower — he'll guide the party ro it, but that's all. As for Therma,
negotiation by the PCs about stealing the sword convinces her
that they're not true supplicants, and she secretly resolves to
betray them once in Dis (cautious PCs may try to calm her suspi-
cions or shield her from the meeting entirely).

UM nares: While in human form, Kri'ik retains the statistics
for a pit fiend but loses physical abilities inherent to that form
[such as flight and attacks from wings, claws, bite, and tail).

The PCs are unable to open the crystal sphere or harm it by
any means short of a sphere of annihilation or a wish spell.

THE CI+Y e DIS

Without warning, the road of skulls abruptly deposits the party
deep within the city itself.

Herve the plain 18 choked with maore and more (ron ogterop
pings. sa many that a body couldn't squecze botureen them v
ont geriing ‘onked. The road curves around 6 parti
Sper, i s vou pass the slab vou suddenly find vouesell stand
tHg a fong, narroe street, butfeted by rushiing erowds of
fumanotds-and fiends. Raw heat washes over vou like a tidal
warte s tin (CMPEraruTe Seems [ 1ripi tendd o gleafening orches
rra of screams and collapsing byildings makes it difficuli to hear

vaur own roce, Welcome 1o Dis,

[f the PCs look back, they see the outer wall of the city far
behind them, though they didn't notice passing it before. Leering
abishai perch and preen along the wall, swooping down to catch
condemned slaves trying to flee their labors in the city.

The following sections give the DM enough information
ahout Dis to imbue the PCs’ stay with the proper trappings and
flavor.

— HARBON LOCKS+@®NE.

A WARM WELCOME

All of the buildings and walls in the city are made of the same
hot iron as the outcroppings. The sheer amount of smoldering
iron makes the temperature in Dis almost unhearable; PCs in
metal armor move at half speed and suffer a —4 penalty to all
attack rolls, damage, and Strength checks. PCs

in cloth or leather armor suffer no such
restrictions, but their armor may burst
into flame if it comes into contact
with any iron [successfully save
vs. paralyzation to avoid dam-
ages leather armor saves al
+4]. Any exposed skin

that contacts the iron
suffers 1d8 points of burn
damage. What's more, the
A WARRI®R narrow streets of Dis make it

N CHAIN MAIL l;kt.l_v that thc. PCs brush up
against some iron sooner or

later (10% chance per turn).

IN HERE.

|+ jus+ [TMTE?

THE LAY ©F +HE T@WN

Even though a body in Dis can see the mountains that surround
the place, the city’s infinite, or at least so far as anyone can tell.
Much of the town's devored to the fiends that make up most of
the populace, and the dark structures that cater to such types just
don’t open their doors to nonbaatezu — period. Visitors usually
find what they need in blocks that're near-perfect copies of
places from the Prime Material Plane, kept alive by greedy planar
entrepreneurs. While the familiar inns, shops, and markets offer
travelers a brief respite from the terrors of Baator, they also
keenly punctuate the suffered longings ol those far from home.
For example, most of the [ood’s not real food at all, but ground
or processed fire fungus.

One sure advantage to the prime-material businesses is that
they provide a bit of reliel from the heat: The walls and Moors are
covered with hangings and tarps to prevent burns to cloth or
flesh. These coverings are really the flayed skins of lemures and
nupperibos, smeared with incense so they reek strongly of jas-
mine and cinnamon as they smolder against the hot iron.

Looming massively above the entire city is the great Iron
Tower, the palace of the archduke Dispater, Lord of Dis. It shoots
unstoppably into the ash-green sky, seamlessly and endlessly
mutating [rom one gigantic shape to the next — now a cone, now
a spiral, now a starburst, The tower always looks as if it's just
heyond the next block, but tums out to be forever out of reach to
those in the dark — cross the block, and the blasted thing still
loaks a block away.

While the tower's shape constantly changes, the palace is
really the only stable structure in town: all other buildings and
roads are subject to construction or destruction at any given time
(see "Getting Around,” below).

DM nore: After crossing the wasteland of Avernus, the PCs
will most likely want to rest and replenish their rations and
equipment. Feel free to let them sleep and purchase basic sup-
plies (in suitable establishments of the DM's devising), but
remember that the prime-material shops of Dis just aren’t as well
stocked as their authentic counterparts, and that the price of an
item depends on its worth in a city ol searing heat.
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FIENDS AND NEIGHB®RS

Visitors to Dis can expect to [ind a multitude of beings in the
city. Most numerous are the [iends that walk and [y through the
streets: hordes ol lemures and nupperibos, a good many
spinagons and ahishai, and a smattering of other baatezu. Most
of the humans and humanoids in town are traders, shopkeepers,
or devoted supplicants — few nonbaatezu come to Dis without a
compelling reason.

Wherever the PCs go in the city, the most common groups
they run into are work crews ol petitioners, all slaving away at
torturous, meaningless labor designed to break body and spirit
[see “Getting Around,” below). Maost of the petitioners arce
lemures, but many nonfiends who worshiped the powers of Baa-
tor toil in the crews as well.

GE++ING AROUND

Neither Herfik the Silent nor Flamen Therma can do
much to guide the PCs through Dis, as the city

Brack amsial oUARD (vak): THACQ17; #AT 3; Dmg 1d4/1d4/
1d4+1: AC 5; HD 4+1; hp 26 each; MV 9, F1 12 (C); SA poison,
dive; SD regeneration, +1 weapons to hit; MR 30%; SZ L (8 feet
tall); INT average (8); AL LE; ML average (10); XP 7,000.
Spell-like abilities: change self, command, produce flame, pyro-
technics, and scare,

Gate (once per day): 2d6 lemures (60%), or 1d3 abishai (30u0).

REACHING +HE TOWER

The ponderous Iron Tower of Dispater soars up from the city of
Dis like an oak growing out of an anthill, so painfully obvious
that, for many residents, it just blends invisibly into the back-
ground of daily life. No matter which direction a body faces while
in town, he's staring right at the tower — it seems to surround the
city and sit in the cenfer, all at once. More than one poor sod's
gone barmy trying to hike to its front gates.
Fact is, the tower's sheer presence is what stops most folks
from getting there. Baatezu can teleport inside, but others can'i
even get closer to the tower
through teleportation. There's

changes minute by minute. Petitioner WHA+ pe Y®U MEAN?  rally only two ways a non-
work crews ravage the streets, razing THE +BWER'S baatezu can reach the place:
and building structures and roads in an 2GH+ BEHIND +Hest BUILDINGS! by clearing his mind or clos-
endless cycle of blisters and rubhble, d, L e ing his eyes.

! HOW LONG COULD |+ MBS

The slaves scream and burn, laboring
at their tasks without tools or protection. Pe
‘Course, the lemures naturally heal their “+ &
wounds through regeneration, and Dis-

pater’s “kind” enough to allow nonfiend petitioners to
heal wounds suffered from their toils as well (though his
generosity doesn't extend to wounds caused by other
means — like a sword).

At any time, a crew may start to erect a new building in the
middle ol a road, closing off travel down that street, or tear
down an existing structure, thus opening up g new path. Roads,
too, can be laid or destroyed, making the entire city a shifting
maze wherein half the battle is just making it from one block to
another.

The constant construction/destruction might lead a body to
rule out walking as a means of travel, but in Dis it's the only way
to go. Flight only attracts the attention of 1d3 + 2 black abishai
guards, who arrive in one round to make sure the flyer isn't an
invading tanar'ri, and then angrily pummel the berk back down
to the ground — hard. Teleportation’s no good, either, unless a
mage doesn't mind taking her chances appearing inside the
burning iron of a newly built structure or under the crushing
rubble of a collapsing kip.

The map ol Dis on the DM’s screen presents the layout at the
time the PCs first enter the city. As they make their way through
the blocks and head toward the Iron Tower, the DM can roll 1d6
each turn and consult the table below to determine if and how
the layout changes, "Course, the DM can also devise his or her
own method for altering the buildings and roads of the city.

DI gty Resiti

Road ahead torn up, becomes impassable.
Road ahead blocked by new construction.
Adjacent building razed, opening new path.
Adjacent road completed, allowing access.
5-6 No change.

oW b —

Gitt=t= ==HERIEY

+AKE US

— A YISI+ @R

NEW +@® +HE CI+Y CLEAR YOuK MiNG: The

PCs mu*;l {lfl\.n't dll Ihuug]m
of the omnipresent tower out
of their heads. Each player character must tell the DM specifi-
cally what else he or she is thinking about and then make a Wis-
dom check at -10; success indicates that the cutter’s able to not
think about the tower. After a successful check, a PC can then
reach the tower in three turns of travel. "Course, the mental con-
centration is so infense that a body's got to make a Dexterity
check each turn or accidentally bump into a scalding structure,
suffering 1d8 points of damage (successfully save vs. paralyza-
tion for half).
The PCs must find a way to travel without
spotting the tower: closing their eyes, looking straight down,
wearing strips of cloth as a blindfold, etc, They can then reach
the tower in three turns of travel; no Wisdom check is needed.
However, each PC still must make a Dexterity check each turn or
suffer 1d8 points of burning damage (again, successfully save vs.
paralyzation lor hall).

Wien mworkns: Even by clearing their minds or closing their
eyes. the PCs won't be able to reach the tower until they've
already traveled a certain distance through the city. Refer to the
map of Dis on the inside of the gatefold screen; once the PCs
have entered the shaded area in the bottom right corner ol the
map. they can try to reach the tower.

Learsimt e TRick: The pit fiend Kri'ik already gave the
party a clue about reaching the tower. Flamen Therma knows the
secret, too, but she announces that the party must figure it out
for themselves — it's a "test of faith.” If, after trying, they seem
unable to get there, she provides hints but still refuses 1o divulge
the answer,

CLOSE YR EYES
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Herfik's been to Dis before, but he's never led any groups to
Dispater's tower and has no idea how to get there. A group led
by Herfik (or no guide at all) must rely on the hints from Kri'ik,
or bribe the answer out of a city resident (assuming the herk
knows and is willing to tell the truth, that is).

UM st Trying to dispel illusions won't help a PC reach
the tower, because there's nothing illusory about the structure —
it is what it is, and that's all.

WORK CREWS

As the PCs move through the streets of Dis — whether they're
trying to get to the tower or just looking around — they should
see (and hear) a good number of petitioner work crews construct-
ing or tearing down buildings and roads. They can also have any
of the following encounters with such crews. Each crew below
contains 1d10 + 10 lemures, and if so indicated, 1d6 humanoid
shades, all driven by a spinagon foreman, In each case, the
spinagon acts with great bluster and bravado unless he's on the
Losmg end of a f‘ght in which case he tries to escape.

: st ants: The laborers don't listen to a word
the PCs say, lhough the foreman might, if properly approached
and garnished.

I cupi: Neither Herfik nor Therma are of any use in
avoiding the work crews; Therma even refuses to fight the
petitioners, as true supplicants of Baator aspire to become such
creatures.

SWEP+ AWAY

You hear a saund (ke o sturping wave of stime, and swddenly the
street ahead of you becomes filled with lemures, as the moltey,
dripping fiends. scramble Toward you tina frenzicd mass. Before
wun con reter, tley flow around and through vilr group,
tereatening (o sweep yvou along i their fleshy rush,

Behind the crew, a spinagon with a military fork is driving
the lemures to their next work assignment (the crew’s movement
rate is 5). Each PC must make a Strength check to attempt to
remain where he stands; failure indicates that he's swept along
with the crew for one round, at which time he can make another
check to see if he breaks free. After three rounds, the crew
reaches its destination.

PCs cannot attack the lemures while being swept along, but
may il standing free, Any attack causes the spinagon foreman to
direct the crew to swarm over the offender, but a gamish of 200
gp gets him to call them off.

MIS+AKEN IDEN+I+Y

\s Vo pass a work crew composed of bath misshapen aid
frenanoid flgures, vou notice the spinagon forentan peering sit

Vou, OV he shouts, Jrr:in?r'llq at one of vour

the PCs just try to walk away, the spinagon directs his crew to
attack the party and capiure the “escapee.” If the PCs try to con-
vince the foreman of his mistake, the spinagon refuses to listen,
muttering, "“You berks all look alike to me!™ However, he does
accept a payment of 300 gp in gems or one magical item in order
to let the PC leave without incident.

BRINGING DO®WN +HE HOUSE

You norice plwmes of dust falling from the ceiling. and feel a bit
of « iremble in o the ffoor. Before you hear the first scream from
outside, you kuow what’s hdppening: A tiork crew has. set iupon
the building, tntenl on fearing it apart stong bystone!

This encounter can take place in any building except the
Iron Tower, and could prove particularly interesting if the struc-
ture targeted for demolition is an inn in which the party is sound
asleep. Il the PCs don’t leave the building within three rounds,
the place collapses around them, causing 1d 10 points of damage
to each.

A HE+ TIME

As vat walk down the street, d waork crew of i?][‘-\hn’;h"ﬂ lemires
stops towward you, They spread ont and surrownd your paarty, bt
nstead of artacking, stare ripping up clunks of the road all
around vou, screaming from ke pain of the hot jron.

Each PC must make a Strength check to see if he can push
through the blobby horde: failure Forces the sod to remain at
“ground zero” for that round, suffering 1d4 points ol damage
from the jagged, scalding stones haphazardly tom up and tossed
around. Party members who've broken [ree can stall the lemures’
destruction by attacking the fiends, in which case the spinagon
foreman directs the mass to respond in kind. On the other hand,
a bribe of 200 gp would get the foreman to rein in his crew until
all PCs caught within are able to move out of the way.

LeMURE (vAs): THACO 19; #AT 1; Dmg 1d3; AC 7; HD 2; hp 11
cach; SA battle drive; SD regeneration; MV 3; SZ M (5 feet tall);
INT semi (2); AL LE; XP 120.

Histanoi suane (vArl: THACO 19; #AT 1; Dmg 1d3 (hands); AC
10; HD 1: hp 3 each; MV 10: SZ M (6 feet tall); INT average (8);
AL LE: ML unsteady (5): XP 15

SPnAGoN L1 P wokk crew): THACO 17; #AT 3; Dmg 1d4/1d4/1d6
(military fork); AC 4; HD 343; hp 22; MV 6, FI 18 (C); SA flame
spikes: MR 15%: SZ 5 (3 feet tall]); INT very (11): AL LE: ML
average (10); XP 3,000.

Spell-like abilities: affect normal fires, change self, command,
produce flame, scare, and stinking cloud.

Gate (once per day): 1d3 spinagons (35%).

group.. “Back o work, bunky, and | mean now!™ ALL RIGH+, yau seps. HURRY WP
The foreman believes that one of the PCs is a AND F]NISH 'LEAR.ING D@wrN +H|S BU[LDING

member of his work crew trying to slip away by
blending into a pack of other humanoids. The DM
should choose the most plainly dressed PC as the
so-called escapee — the one whose clothing most resem-
bles the poor garments of the toiling slaves.

The foreman demands the return of his worker; if

seé +HE @+HER SLAVES CAN S+AR+

PU++ING 1+ BACK UP AGAIN!

— QUI+CHEL, A SPINAG®N FOREMAN,

+@ His WORK CREW
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THE FUGI+IVE

This encounter can be run at any time while the PCs are explor-
ing Dis.

You pass an unusual crew of petitioners — a large number of

humans and humairoids, with nao femures in the bunch STruig-
gling to lay the fiery iron fowndation of o new building, One af
the Numans keeps looking back at vou us he .':""'f'-"'r"" with the
hor, heavy stone, then swddenly drops the lead and stumbles
through the street towrard voi.

“For mercy's sake, help mel™ he screams. U alive, like
youl I don’t belong herel™ The man falls ro the ground and
winces, s ripped rags poor preotection from (e burning heat,

The man grabs at the PCs’ ankles if they try to walk on,
delaying them until the foreman — a comely erinyes named
Sauraphine — strides up to the party. She’s charmed many mor-
tals to Baator, where they're quickly made into petitioners and
put to work in her crew. However, one labhorer — Rubbio
Finncleve of Waterdeep, the man who rushed toward the PCs — is
truly siill alive, having so far survived the horrors of Baator and
staved off petitionerhood.

“Come along, Rubbro.” cons the winged woman, standing

orer the sobbing, criumpled man. “Leave these wice moartals

alone.” Shi IJ'.'.'.'f\ O brass ropt .J'-'r_n.J her belrsdr lashes ont —
seemingly of is oy accord enrangles the man, and yanks iim
ro his foer.

If the PCs simply stand by and do nothing, Sauraphine
drags Finncleve back 1o the crew, where he resumes his painful
labor.

I the PCs intervene, the erinyes softly explains that “the
poor man's not i his righr head,” and tries to lead Finncleve
away. She hecomes mare hostile il the PCs offer resistance,
demanding the return of her worker, or, failing that, a fair
exchange: one PC willing to permanently replace Finneleve on
the work crew. Bound by the rules of entrapment. Sauraphine
can’t force a PC to take Finncleve's place; the exchange must be
fully voluntary. She'll trv to word the deal concretely enough so
that the volunteer has no loophole through which he can escape,
but the DM might allow especially careful PCs to leave them-
selves an out. If any PC does join Sauraphine’s work crew, the
DM can decide the noble sod’s fate,

Another option is open to the party, though the erinyes
wont suggest it first: purchasing the worker for a heavy price. If
the PCs persist in such a proposition, Sauraphine admits she'd
accept 800 ¢gp in gems or two magical items in exchange for
Finncleve's freedom — “ufier all, Rubbio’s such a good worker.

If the PCs refuse 1o buy Finncleve or rake his place in the
crew, they can try to kill Sauraphine or drive her away; in battle,
she tries to charm a PC into fighting on her side, gating in re-
inforcements and teleporting away il necessary,

Mircnants: Sauraphine lowers her price for Finncleve to
500 gp if the PCs throw in their entire stock of spices.

SUPrLican s The erinyes expects the PCs to be eager to join
her crew — supplicants to Baator are supposed to dream ol be-
coming petitioners there.

THe Giine: Herfik cares nothing for Finncleve's plight:
Therma believes that any PC who takes his place’ll be rewarded
by the dark powers (though the joyful pain of the labor really is
reward enough).

DM warez IF the PCs free Finneleve and then leave him on
his own. he’s snapped up by another crew before he knows what

wHEN SHE SAID SHE'D +AKE ME
sack +& HER PLACE,
| +HBUGH+ mavse sie MEAN+

SHAD®WDALE.

— RUBBI® FINNCLEVE,
®F WA+ERDEEP,

LURED

sy AN ERINYES

+® DIS




hit him. Finncleve's grateful if allowed to travel with the party,
but to be of much use he must first be fed, healed, and equipped.

Satmariine [(PLf S rofHD 6+6/LE]:

THACO 13: #AT 1: Dmg 1d3+2 (hornblade +2): AC 2; hp 45; MV
12, F1 21 (C); SA charm, fear, rope of entanglement; SD +1 weap-
ons to hit; MR 30%: SZ M (6 feet tall); INT high (14}; ML steady
(12); XP 7,000,

Spell-like abilities: detecr invisibility, invisibility, locate object,
polvmorph self. and produce flame.

Gate (once per day): 1d8 spinagons (50%], or 1d4 barbazu
(35090).

Rubstt Finncieve PR/ S W/ THATIN)
THACO 20: #AT 1; Dmg 1d3 [hands); AC 10; HD 1; hp 2 (nor-
mally 6); MV 6 [normally 12); SZ M (5 feet tall); INT very (12);
ML unsteady (5); XP 15.

THE KING ©@F DIS

If the PCs are acting as merchant representatives for Dermont,
they may take their charge seriously and ask around about set-
ting up a spice tent in the markets; other traders or shopkeepers
then inform them that they need to deal with “the king,” but
provide no further information on the subject.

The title is actually self-proclaimed: The
“king” is a tielling whose thugs bully the mar-
kets of Dis and collect a share of the
profits. The baatezu tolerate his
posturing presence because he
does help keep order among the
planars in town, but the ticfling —
who goes by the name King Hejj
— sufTers from an exaggerated
view ol his own importance.

Six turns or so after nosing
around, the PCs are confronted
in the street by bashers from
King Hejj’s personal guard. (IF the party
asked about King ltejj by name — having
heard of him from the spinagon
herders on Avernus — the
bashers show up within only
three turns.)

A small band of teugh-looking bruisers

WELL, nev
+HA+'S N®+

iDE

cems 1o be shoving iis way through the

crowds toward you. They approach your group
from the side, and onc burly, bearded hwman steps forward:

le b SIRESS o

“You the cutters lookin” to set b T

I the PCs admit so, the thugs - four in all — lead the party
to a well-maintained building in a prime-material block, the base
from which King Hejj runs his game. [The bashers don't force
any PCs who strongly resist, but they do make threats about the
risks of operating an “unauthorized” business.)

The fuside of this building’s nor quite as hot as some of the

s 1 fown; the walls are thickly draped with charred

tmure skins, Cooared wirth incense thar recks of orange peels. A
epder but muscular tigfling in black leather armor fnterrupts o
discussion with five other bashers — something aboyr teaching o

SO and addresses vou: "And whal can you dao for me?”®

['TT N@+ +AKING ALL

Js+ NINE+Y PERCEN+.

— KING HE]J]J,
+e A WHINING MERCHAN+

If the party explains their situation, King Hejj demands to
examine and sample the party’s wares, afier which he compli-
ments their quality and offers terms for selling such goods in
Dis: a “new business” fee of 500 gp, 1o be paid immediately, and
a 60% share of the profits, to be collected at regular intervals.

The party can negotiate the terms; the tiefling lowers the fee
(to.a minimum of 300 gp) in exchange for a greater cut of the
profits (to a maximum ol 90%). On the other hand, he lowers his
cut by 5% for each additional 500 gp added on to the fee, Dona-
tions of magical items, weapons, and nonmetal armor may also
entice him; il compensated by 1,000 gp worth of such items or
equipment, the king goes as low as a 200 gp fee and 40% share
of the profits.

If the PCs refuse to accept his terms, they're escorted
roughly out of the building and left in the street. From that point
on, no memhber of the party receives any service in a prime-
material inn, shop, or market stall in Dis (word spreads quickly
among the fraders of King Hejj's displeasure with the party, and
all traders wish to remain in the king's Favor). I the party later
returns to see the king, they're given new terms: double the last-
offered fee and an additional 10% share of the profits.

Once the PCs accept a sei of terms and pay the fee, the king
gives them a signed note of authorization to do business in Dis,
warning them to keep it safe — another copy'll cost another fee.

He insists on keeping the party’s remaining stock

of spices (though protesting PCs can pay
another 100 gp to retain one
jar) and has his bashers escort

the group back to the sireet.
“A pleasure deing buspiness
with yvou,™ ke sayvs. “Well by
- = seeiing vou real soon,”
=R E 7 4 ¢ ;
N King Hejj and his bashers won't
IS J

d start a fight with the PCs: at most
they try 10 throw the party out. But
if the PCs attack, the thugs respond,
as fdoes the king, who first tries to
cast a mirror image spell to confuse
the party with 1d4 + 1

duplicates of himsell.

PREF|+S

strricass: I the party's posing as supplicants,

they have no reason to ask around about setting up a spice

tent. However, they still come to the attention of King Hejj, who

feels that he's as deserving of respect and worship as any

baatezu. The bashers try to bring the party to see King Hejj, who

disparages “liend-lovers" and demands respect, obeisance, and a

500 gp fee for traveling through Dis. If the party lacks sufficient
respect or garnish, they're attacked by the king’s thugs.

If the party's not masquerading as either merchants or sup-
plicants, they can still run into the king and his bashers. The PCs
can witness the thugs extorting their cut from a hapless prime-
material trader, or come (o the king’s attention by asking around
about a gate to Fortitude.
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[ Guine: Herfik wants nothing to do with the negotiations
or any resulting fights; his job was just to guide them to Dis. Fla-
men Therma refuses to show respect to “an addle-cove who dares
call himselfl king in the very shadow of our Lord Dispater.”

DN wotes: IF the party negotiates successfully and obtains
an authorization to conduct business, they must get it back 1o
Dermont in Ribcage for it to do him any good. Tonat Shar hired
the party to find the holy avenger and bring it to Fortitude, hut
lawful PCs might insist on returning to Ribeage to see Dermont.
If the PCs don't suggest it, Herfik offers 10 deliver the note 1o
Dermont when fie returns to Ribcage — for a 200 gp fee.

The party may have allowed the spinagon herders on Aver-
nus to fly a sample of spices ahead 1o King Hefj. IT the fends poi-
soned the spices, the king — who discovered the tampering but
thinks the PCs did it — threatens 1o kill the party unless con-
vinced of their innocence, If, on the other hand, the spinagons
delivered the spices with no tricks. King Hejj is impressed by the
party's command of the baatezu, and negotiates terms more
fairly.

If the PCs ask, King Hejj can have a basher escort the PCs to
a gate in the city that leads to Fortitude. However, that service
costs an additional 300 gp.

KmG Hess P/ & 1r/T7 /W4/FA/LE):

THACO 17; #AT 1; Dmg 1d8 + Type L poison (long sword); AC 3
(leather, ring, and Dex bonus); HD 7; hp 27; MV 12; 2 M (6 feet
tall): INT exceptional {16); ML elite (14); XP 975.

Magical items: ring of protection +2.

Spells (3/2): Armor, color spray, sleep. mirror image, invisibility.

wasHErs (9] (Prfvakr Humanoin/Fa/var/NE):

THACO 17: #AT 1; Dmg 1d8 (scimitar); AC 7 (leather and shield);
HD 4: hp 30 each; MV 12; SZ M (6 Feet tall); INT low (6); ML
steady (12); XP 120.

BE+RAYAL

This encounter should be run only if the party's posing as suppli-
cants and is being led by Flamen Therma,

I the players have role-played their characters well
throughout the game — as supposed supplicants trying to main-
tain that cover — Therma should still believe that the PCs are
what they say. However, if the party’s given Therma any reason
to doubt their devotion to the powers of Baator — most likely by
being reluctant or unwilling to submit to the baatezu — she's
ready to turn them over to the authorities in Dis.

No matter what she thinks of the PCs, though, Therma heard
the pit fiend Kri’ik’s proposal to steal the holy avenger sword
from Dispater’s tower (unless she'd been lerreted away [rom
those meetings by a cautious PC, in which case she'd still be sus-
picious of the party). Therefore, she knows that someone is plan-
ning to raid the tower, and she intends to raise the alarm in Dis.

The only question, then, is whether she thinks the PCs are part of
the scheme, or whether she thinks they're true supplicants who'll
help her stop the theft.

PART OF THE SCHEME: AL an opportune moment, Therma slips away
and describes the PCs to the fArst baatezu patrol she finds, claim-
ing they're false supplicants out to loot Dispater's palace. The
DM can decide how long it takes the fiends to confirm and fol-
low up an this information, but, some turns later, a militia finds
and confronts the PCs,

Farther up the street, the crowds hurriedly part around crea-
tures pushing through, and you wince ar the prospecr of more
grotesque lemures coming to (ear down some building or other.
But what emerges is a tall, bony osviuth creeping quickly dewn the
street, followed by a mad jumble of rushing barbazu, “Halt there,”
calls the osyluth, "Do not move. Halt!" The fiend's talking to you.

IT the players flee. the baatezu pursue; the fiends, more
accustomed o navigating the shifting streets of Dis, overtake the
PCs in two turns and ask the “supplicants™ their opinion of the
baatezu,

The osyluth, lzea, recognizes the PCs from Therma’s descrip-
tion. No matter how the PCs answer, lzea demands they prove
their obedience by slaying each other — now. I the PCs hesitate
or argue — proving they're not true supplicants at all — the
haatezu attack. The osyluth and the barbazu gare in reinforce-
ments and teleport away il necessary, but the battle shouldn't
rage long: After a few rounds of fighting, a spinagon messenger
from Dispater appears in the fray.

“Stop!" cries the spike-covered fiend, exciredly waving lis
arms. "I bring a message from Lord Dispater: The offenders are to
he brought e the Iron Tower for interrogation, torture. and
death!"

Truth is. Dispater wants the PCs brought 1o the tower so his
secret plan can proceed, The osyluth and a suitable number of
barbazu each try 1o take hold of one party member and releport
withaut error with that PC into the tower’s Prison Globe [Area 3).
Skip the rest of this chapter and continue with Chapter V, on
page 46. Il any PCs flee before heing captured, the fiends pursue,

taking them alive by any means necessary,

TRUE supPLICANTS: 1T Therma believes that the PCs
really are supplicants dedicated to worshiping the
fiends and powers of Baator, she’s sure they'll
be just as outraged as she at the plan to

steal the holy avenger.

Therma announces her inten-
tion to warn a baatezu patrol
about the plot and can’t be dis-
suaded. If the PCs try ta stop her,
she brands them as vile traitors and tries
to escape, attacking and raising a ruckus il cornered. Unless she
is silenced within one round, the osyluth/barbazu militia arrives
on the scene three rounds later; if the PCs have already fled, the
fiends get descriptions from Therma or passersby and pursue,
locating the party within five rounds. The rest of the encounter

proceeds:as in PART OF TiE SCHEME, above,

IF the PCs prevent Therma from attracting a patrol, they
must keep her subdued for the rest of their stay in Dis; the first
chance she gets, she tries to break away and alert the baatezu.

On the other hand, if the PCs go along with Therma's plan
io warn the authorities, they locate a patrol within three rounds
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(again, the osyluth and barbazu). Once he hears the situation,
Izea tries 1o use charm person on Therma — the ostensible leader
of the group — to find out all she knows about the potential
crime (which shauld only be what she picked up from Kri'ik]. The
fiends teleport her into the tower for further questioning, leaving
the “lowly™ supplicants in Dis; the PCs can make their own way
to the tower. They won't see Therma again.

Izea (Pr/2 Fp/HD 5/LE):

THACO 15; #AT 4; Dmg 1d4/1d4/1d8/3d4; AC 3; hp 30; MV 12;
SA fear, poison; SD +1 weapons to hit; MR 30%; SZ L (9 feet
tall); INT very (12); ML steady (12}; XP 7,000.

Spell-like abilities: fly, improved phantasmal force, invisibility,
and wall of ice.

Gate (once per day): 1d100 nupperibos [50%), or 1d2 osyluths
(35%).

Bareazl (1n4 + 4): THACO 13; #AT 3 or 1 (weapon);
Dmg 1d2/1d2/1d8 or 2d6 [glaive); AC 3: HD 6+6: hp
31 each; MV 15; SA glaive, disease, battie frenzy:
SD +1 weapons to hit; MR 30%; SZ M (6 feet

tall); INT low (5); AL LE; ML steady (12);

XP 6.000.

Spell-like abilities: affect normal fires. com-

mand, fear (by touch), and produce flame.

Gate (once per day): 2d6 abishai

(50%), or 1d6 harhazu
(350%).

Srinacon: THACO

17; #AT 3: Dmg 1d4/
1d4/1d6 (military fork): AC 4;
HD 3+3; hp 24; MV 6, Fl 18 (C);
SA flame spikes; MR 158; SZ S
(3 feet tall); INT very (11); AL LE;
MI. average (10); XP 3,000.
Spell-like abilities: affect normal fires, change self, command,
produce flame, scare, and stinking cloud.

Gate (once per day): 1d3 spinagons (35%).

©LD DEB+S

This encounter should be run only if the party is being led by
Herfik the Silent (though it doesn’t matter whether they're posing
as merchant scouts or not).

0On a previous mission in Baator, Herfik abandoned his
clients — five elf Sensates secking new experiences — when con-
fronted by fiends hunting on Avernus. Three of the elves were
slain, but two were tortured and taken to Dis, where they've been
marooned ever since,

At some point while the PCs walk the streets of the city, one
of the elves — Khula Chombrice — spots the cowardly githzerai
among them. She and the other elf, her sister Naella, follow and
confront the group.

A sinewy female elf in studded leather armor steps direcily
in _front of you. “"Hail, friend Herfik," she says, nodding to your
guide. “So good to see you again.” Just then, a second elf darts in
[from the side, grabbing firm hold of Herfik’s arm. "Told you we'd
carch the worm sooner or later. Arvandor smiles on us roday!™

Herfik turns invisible, tries 1o escape, and swears he's never

El+HER A++ACKED,

IMPRIS®NED,

AND YD LU
WHA4+ +HEY SAY sseu+
+&@ [MUCH &F 2 GEED +HING.

— KHULA CHO®MBRICE,

seen the elves before. If the party is slow to react. Khula and
Naella drag Herfik ofT through the streets, describing the won-
derfully cruel experiences they've long planned for him. Within
two rounds, they all disappear from sight, never to be seen again.

If the PCs fight for Herfik's honor, the ¢lves return the
attack, struggling to the death. Il the elves are slain, Herfik acts
with greaier loyalty to the PCs in all Tuture encounters (but still
won't join them in Dispater's tower).

Thoroughly focused on revenge, the elves won't
be the first to suggest a trade for Herfik's Freedom.
However, they do consider
offers of any of the fol-
lowing:

EVERY DAY, WE'RE

+@R+URED,

Jink:
The elves accept no
less than 2,000 gp,
enough (they
hope| to buy
their way out
of Baator.
They care
little for
Weapons, armor,
or magical items,
unless an item can

transport them back to the Outlands.
Seices: If the party's posing as mer-
chants, they can offer their spices, “sure to
please even the most weary Sensate.”
However, the elves, greedy for the
promised experience, demand the

entire stock or it's no deal,
Exvintences; Throughout the encounter, Khula and
Naella complain that they've long since lost interest in the expe-
riences available in Dis. If the party tumbles to their boredom
and offers to give them intriguing new experiences, the elves
agree to let Herfik go (but only for al least three experiences, and
not until the satisfactory conclusion of each).

Service: Herfik's duty was to lead the PCs to Dis. He's
returning to Ribcage without them, and the party can try to con-
vince (or bribe) the githzerai to take the elves back with him.
‘Course, the PCs must also convinee the elves not to kill Herfik
along the way.

@k ENSLAVED,
KN&W

A SENSA+E

Ktuta Caamsrice (P % &/F5/S°[LN):

THACO 16; #AT 1; Dmg 1d6 + 1 (spetum); AC 6 (studded leather);
HD 5: hp 42; MV 12: SZ M (6 feet tall); INT very (12): ML cham-
pion (16); XP 270.

Magical items: gauntiets of ogre power (+3 to attack rolls, +6 to
damage).

NAELLA Cromerice (P12 £/T6/S7ILN):

THACTO 18; #AT 1; Dmg 1d8 [shorf sword +2]; AC 6 [studded
leather); HD 6; hp 29; MV 12; SZ M (6 feet tall); INT high (14);
ML fanatic (18): XP 650.
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OP+IONAL ENCOUN+ERS

If the DM desires, the PCs can run into any or all of the following
while wandering through Dis:

SUpeica: A handful of 2d6 supplicants (Pl/var h/0/Dg/LE), in a
gesture of respect to the powers of Baator, strike themselves, tear
apart their robes, and wail loudly for deliverance into the hands of
the baatezu. If the PCs are masquerading as supplicants, the real
supplicants call for the party to join their chanting and flogging,

Civniisst A befuddled band of adventurers from the Prime Mate-
rial Plane staggers through the sirects, mistakenly transported to
Dis by an addled wizard who was supposed to send them to
Shadowdale. The 1d4 + 2 Clueless primes approach the party —
mostly because the PCs aren't fiends — and ask for directions
“back to Mad Mondol's keep.” (The primes won't join the party.
but prefer to wander around looking lor their wizard friend.)

Glvniis: A group of 2d4 scholars from Automata (P1/£ g/0/FO/
LN) follow petitioner work crews from one job to another, intent
on observing, recording, and mastering the laws that govern
their construction/destruction assignments. When they spot the
PCs, the Guvners approach the party with questions: Have you
observed the crews? How and why do they operate? Have you
dealt with any personally?

HAWkias: Three spinagons, running a cheap-looking market stall,
try to interest the party in several items: a “recent” street map of
the city for 10 gp (useless due to the constant renovations) a pair
of "nonflammable™ work gloves Tor 50 gp (they ignite upon their
third contact with hot iron), and a “magical” frog in a corked
glass borttle that can commune with the Lower Planes for 100 gp.
The frog’s actually a transformed quasit, kidnapped from the
tanar'ri and magically imprisoned in a bottle that can only be
opened (or broken) by a nonfiend. 1f freed, the quasit assumes its
true shape and attacks any sod standing nearby.

JUASIT: THACO 17; #AT 3; Dmg 1d2/1d2/1d4; AC 2; HD 3; hp 18:
MV 15; SA fear, toxin: SD regeneration, save as 7 HD monster,
harmed only by cold iton or magical weapons; MR 25%: SZ T (2
feet tall]; INT low (6]; AL CE: ML average (10): XP 2,000.
Spell-like abilities: commune (once per week), detect good, detect
magic, and invisibiliry (each once per round),

Biilis: A gang of 1d4 + 6 barbazu prowling the streets in search
of trouble “accidentally” knocks the PCs over, then demands
apologies from the party. If the PCs react calmly, the fiends also
demand financial compensation for their inconvenience — 10 gp
in gems for each. If the PCs react in a confrontational manner,
the barbazu happily attack the party, teleporting away only il
four fiends are killed. The barbazu won't gare in reinforcements
— that implies an inability on their part to finish the battle.

Bagaazi (104 4 0] THACO 13; #AT 3 or 1 (weapon); Dmg 1d2/
1d2!1d8 or 2[16 (glaive); AC 3; HD 6+6; hp 43 each; MV 15; SA
glaive, disease, battle frenzy; SD +1 weapons to hit; MR 300; SZ
M (6 feet tall); INT low (6); AL LE: ML steady (11): XP 6,000.
Spell-like abilities: affect normal fires, command, fear (by
touch), and produce flame.

Gate (once per day): 2d6 abishai (50%]), or 1d6 barbazu (35%).

@U+SIDE +HE TOWER

The party's goal in Dis is to reach and gain entrance to Dispater's
lron Tower. If they haven't already teleported inside with a
haatezu patrol, they must get to the tower on their ewn (by
clearing thelr minds or closing their eves). Once there, read the
following:

Fhis close 1o the Tran Tower, you feel like a flea standing at
T "'.'\-' of g mogniarn that .'-‘1‘ Qa ';:'“'J'..l!!’r' mounbaan .1!-5,'”;\_: fron
Heal consianiiy sitirs frony ong massiye l.J:uJu:' lo anofher. The
rower’'s ringed by a 30-foat-high rock wall thar seems a good deal
Pivinted

more solid, in Wood, apparently — with scenes of

baateru victories over the tanar’ei, the sides of the wall slope
stightlv ounward, making the wp wider than the borrom. Along
the iop of the wall squat stone gargovles, spread out eirery eidht

o teat feer, all around the tower

©@VER +HE WALL

Dispater's magic prevents nonbaatezu from teleporting to the
other side of the wall. If a PC tries to fly or levitate over the top,
several stone gargoyles (weighing 100 pounds each] spring to life
and attach themselves to the offender, causing him 1o plummet
to the ground, whereupon they return to their posts (gargoyles
keep piling on a PC until the combined weight finally brings him
down]. The gargoyles don't attack or defend themselves against
attack — their sole function is to prevent visitors from flying over
the top of the wall. There are BO stone gargoyles perched on the
wall around the tower; inflicting 30 points of damage to AC -1
destroys a gargoyle.

The PCs can climb over the wall; the stone gargoyles can
support a rope and won't attack a climber. However, as before,
the hot iron burns skin. cloth, and leather, and heats metal
armor. What's more, the outward slope of the wall imposes a
-20% penalty on all climbing checks,

If the party takes longer than six rounds to get over the wall
lor four rounds if any gargayles come 1o life), the cornugons
from the gatehouse confront them as in “Through the Gate-
house,” below.

THROUGH +HE GA+EHOUSE

IT the PCs walk around the wall, they find a single gatehouse
leading into the courtyard around the tower. Four cornugon
guards block the entrance: the leader, a by-the-hook fiend
named Baalug, confronts the party and demands to know their
intent. Actually. Dispater already knows of the party’s presence
and why they've come, and has instructed Baalug to let the PCs
through the outer wall — after putting on a good show, of course,
[ vasst If the party shows Baalug a pass of safe conduct
from Baron Paracs, the cornugon destroys it with a bolt of Name
from his palm (using his produce flame ability), also inflicting
1d4 + 1 points of damage upon the pass holder. “That picee of
less than your life here,” the fiend states calmly.
Fiopime: The party may choose to attack the cornugons, an
unwise course of action at best. Although ordered by Dispater to
let the PCs through, the guards weren't required to let them
through intact, and may seriously wound the cutters before
offering a chance for surrender. (Fact is, the guards may even kill
a cutter or two, since they weren't required to let them all
through.) The guards gate in reinforcements if necessary; any

trash is worth
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PCs who do surrender are teleported into the tower as prisoners
and left in the Prison Globe (Area 3).

Mikcanis: One of the other three cornugons teleports
inside with a sample of the spices, returning five tumns later with
a simple message: "You can go through ™ If the party has no
spices left, they need to convince Baalug of their intention 10
trade in the city and desire to seek permission from (or pay
respects to) Dispater.

StppLicants: The party can beg for an audience with Dispa-
ter in order to better worship his magnificence. Baalug insists
that they first demonstrate their methods of worship to him so
that he may judge their worth. IT the PCs make appropriate obei-
sance — greatly amusing the cornugons — they’ll be let through.

DM wote: If the PCs were led to Dis by Herfik, the guide
leaves the party al the gate and returns 1o Ribcage.

Corntigon (4] [P HD 10/1.E]

THACO 11: #AT 4 or 1 + weapon; Dmg 1d4/1d4/1d4+1/1d3 or
1d3 (tail] + 1d6 (spiked whip] (+6 Strength bonus); AT -2; hp 48,
55, 62, 70: MV 9, Fl 18 (C); SA fear, wounding, stun: 5D regener-
ation, +2 weapons to hit; MR 500; SZ L (9 feet tall); INT excep-
tional (16); ML elite (14): XP 10.000.

Spell-like abilities: derect magic, ESP, lightning bolt (3 times per
day), praduce flame, pyrotechnics. and wall of fire (once per day).
Gate (each once per day): 2d6 barbazu (50%], or 2d8 abishai
(35%), or 1d3 cornugons (20%).

GE++ING In+te +HE TOWER

Once the PCs have climbed over the wall or made it past the
guards, a short, rubble-strewn courtyard is all that lies between
them and the ever-shifting tower. While there aren’t any obvious
doors or entrances leading into the tower, the party can get
inside in one of three ways:

Waikint tiroui IFany visitor to the tower indi-
cates that she's concentrating on Dispater’s mag-
nificence (and makes a successful Wisdom
check). she can simply walk right through
the wall of the tower, appearing in the Pit
of Patience (Area 1) no matter where the
tower was breached. Any being of lawlul
evil alignment suffers no damage
from passing through the
scorching iron; however,
those of neutral align-
ment suffer 1d8 dam-
age, and those of good
alignment suflfer 2d8
damage. A being of
chaotic evil alignment can't pass
through the tower in this manner at
all — @ magical safeguard designed
to prevent tanarti from getting
inside.

The cornugon guards can
tell the PCs about this
method of entrance for a
price: 200 gp in gems.
‘Course, if the party previ-
ously bypassed the guards

by climbing over the wall, the cornugons now confront the party
(as in “Through the Gatehouse").

This method only works one way; the PCs can't walk back
out through the wall.

Carved into the outer surface of the tower is a
continuous tableau of various greater baatezu gleefully torturing
mortals, making it possible for a skilled PC (or one using a heat-
resistant rope) to climb up the ridged iron. About 60 feet up, a
small ironwork balcony opens onto the City Vista (Area 2], and
PCs can enter the tower at that point.

Of course, climbing a tower that constantly changdes its
shape is guite hazardous. Every other round, the tower melts and
reshapes itself into another form, and any PC attempting to
climb it must make a successful Dexterity check or fall to the
ground (suffering 1d6 points of damage for every 10 feet fallen).
As in “Over the Wall,” any PC who tries to fly or levitate to the
balcony gets yanked back down by the stone gargoyles.

The hot iron of the tower also causes the usual damage to
skin and other materials.

i If the PCs ask, the cornugons offer to tele-
port the party inte the tower for a small payment [rom each PC:
200 gp in gems or one magical item. Two cornugons (including
Baalug) remain in the gatehouse at all times, so the two fiends
free to teleport will probably have to make several trips to
move the whole party. The PCs are left in the Pit of Patience
[Area 1).

The two cornugons can also fly nonclimbers up to the visi-
hle balcony for a somewhat more modest charge from each: 100
gp in gems or one magical item. Again, each fiend can only take
one person at a fime.

However, if the PCs climbed over the outer wall of the tower
(an unlawful act), the cornugons charge more for their services:
300 gp to be teleported, 200 gp to be Mown.




Having gained entrance to

' :: HAPTE R v: Dispater's dreaded lron

Tower, the player

T “ l characters are free to explore the various locatians laid
‘ 'F at their feet by the magical flower of holes. Powers

willing, they’ll survive the tower’s insidious assaults

on mind and body and recover the stolen holy avenger

sword Guardian. But they may also discover that things aren’t always what they
seem, and find out the hard way why a body should never bargain with a fiend.

DM sate: It no longet really matiers whether the PCs are posing as merchants
or supplicants, and the party must navigate the tower without a guide; therefore, the
MerciianTs, StrrucanTs, and THe Guibe sections no longer appear.

S+AR+ING

IN +HE

TOWER

Depending on
how the PCs
got into the
Iron Tower,

they start this

chapter in one of three
possible locations:
Lue Prooor Pastence (Arsa 1): The PCs begin here if they concentrated on Dispa-
ter's magnificence and simply walked through the outer wall of the tower, or il they
bribed the cornugon guards to teleport them into the tower.

Crry Vista [Akea 2): The PCs start here if they climbed the tower 1o the open
balcony or bribed the cornugon guards to fly them up.
Prison GLose [Area 3): The PCs begin here if they were captured by a baatezu

patrol or the cornugon guards and then teleporied into the tower as prisoners,

In order for the entire party to travel through the tower, they all must start in
the same location (Kri'tk did warn them to stick rogether). However, it's possible for
some of the PCs to walk into the Pit of Patience, while others climb or are flown up
to the City Vista. Whichever group has the flower can move around in the tower, but
the others might remain stuck in their starting location. To prevent this, the DM can
have an erinyes, aware of Dispater's plan, appear in the City Vista and offer 1o tele-
port the PCs to where the rest of the party members wait (for a price, of course),

ROAMING ARBUND

Dispater likes 1o shift the outer appearance of his Iron Tower, but he lets the inside

remain fairly constant; most of the rooms keep their shapes. all squeezing

CLe KILL +HEM n?agitul_iy‘in_m whatever new I‘nnp the tower I'rl_kl':i.‘T{’L‘FmiCM[\-'. the tow-
o T er's not infinite, but at a grand height of 999 miles it might as well be, as

I"LL LE-+ +Hem LIV E.  faras the party's concerned.

I"LL kit +HEM, I'LL Each room in the tower’s isolated from the others with no doors or
LE+ +HEM LIVE tunnels of any kind connecting them. Physical paths just aren’t needed;
) most baatezu can telepori from room to room whenever they feel like it.
— A PI4+ FIEND A nonteleporter can still get around, but it's a lot trickier and a lot more
dangerous. Spells or magical items that let a PC walk through solid material won’t

PLUCKING PE+ALS - 3

necessarily help — the user might leave one room only to find that the

FROM a next open space is through many miles of iron. Spells or items that relo-

FLBWER ofr HBLES cate a PC from one place to another might materialize the user in solid

iron or over a bottomless pit — especially if she isn’t familiar with the

intended destination. "Course, a body can still cast a teleport spell or use

a cubic gate to leave the tower at any time. But the best way to get around inside is

by using a flower of holes (see below]; the DM can determine the success of a party
traveling by any other method.
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Most of the palace is made

of the same scalding iron as the city of Dis,
and PCs are subject to the same hazards from proxim-
ity and contact. The floors, however, are cool enough 1o
walk on, as long as a body's wearing boots or shoes.

USING @+HER MAGIC

Because the entire tower is magical and steeped in a lawful evil aura, spells like derect
evil, detect magic, and detect alignment {or items that duplicate such effects) won't reveal
anything other than the overwhelming aura of the tower. No specific object or individual can
be identified or ruled out as a source. What's more, the tower and everything in it easily with-
stands any dispel magic attempt,

IT the party obtained the enchanted arrow of direction from Grimbrech Stonehammer, they'll find that it,
too, Is useless. Even il it points toward @ certain wall, the party’s method of transportation won’t necessarily
take them to the arca that lies beyond the wall.

THE FLOWER ©F HOLES

Occasionally, supplicants, petitioners, and other nonbaatezu have a legitimate reason to visit the [ron Tower,
and the fiends within don’t often have the inclination to play chaperone to the mortal sods. Thus, Dispater
allows one official means by which visitors can move from room to room: the flower of holes.

Each black flower, grown from the distilled spirit of a petitioner unfit for the work crews, sports twelve
petals. On each petal is a small, red mark — a symbol for one of the rooms in the tower. The petals act much
like portable heles; however, @ body can step through a hole and instantly be transported to the room desig-
nated by the petal's symbol, Thus, a visiter can be given a llower that allows him access to certain rooms in
the tower.

Here's how it works: First, a body plucks one of the rubbery petals from the flower. which causes the peti-
tioner's spirit fo inhabit that leafl The black petal immediately begins to grow, becoming a four-foot wide circle
in two rounds. Then, the visitor just slaps the petal against a wall, ceiling, or floor — any solid boundary of the
room large enough to accommodate it. It sticks in place, and for the next two rounds opens a passage: Any-
thing that goes through the hole ends up in the room represented by the petal’s symbaol. The hole only allows
one-way travel; after two rounds it disintegrates, sending the petitioner's spirit back into the flower.

The spirit can only inhabit one petal at a time; a traveler can’t pluck another petal until the first has
grown and disintegrated (whether it's used for passage or not]. Once all twelve petals have grown and disinte-
grated, the spirit moves into the center of the flower, turning it into a thirteenth petal inscribed with the sym-
bol for the garden (Area 16). When that final petal is plucked, it grows into a hole that provides access to the
garden. From there, a fientl usually teleports the visitors out of the tower — once a berk’s used up his petals,
his visit's over — but the PCs can gei their hands on another flower that'll take them to more rooms.

A flower of holes can be damaged by magical (but not physical) means. However, the petitioner's spirit
within can't be communed with, summoned. or driven out before the lower's used up.

THE PAR+Y’'S FLOWER

One turn afier the PCs enter the tower, the crystal sphere enclosing their flower melts away. The plant slowly
opens, revealing its twelve petals and their room symbols: the Torture Chamber, the Skyscape, the Cavern ol
Flight, the Ring of Gates, the Endless Spiral, the Skin Bubble, the Library, the Prison Wedge, the Hall of Dark
Reflection, the Maze. the Trinket Hoard. and the Heart. [The inside of the DM's screen shows a representation of
tach room and its associated symbol; the DM should draw the twelve symbols for the party.)

At this point, the PCs can pluck any petal and use it to begin their journey through the tower. They start in
one of three locations, and their flower lets them travel 1o another twelve, Once the Nower's used up, the PCs
can reach another location — the garden. There, they can inscribe a newr Mower with any of the symbaols they
already know or two others they discover along the way. Thus, the PCs can explore a total of eighteen different
areas of the tower (three starting rooms, thirteen rooms with the first flower, two more with the second).

DM wotes: Feel Tree to create additional rooms for further exploration — after all, the tower is 999 miles
high. Just be sure to let the PCs also discover the symbols for those rooms so they can inscribe them onto a new
flower, or let the party simply find a flower that's already been inscribed.

If the party didn’t get a flower from Kri'ik or didn’t bring it into the tower, they should find one in their
starting location (as ordered by Dispater, who wanis the PCs 1o be able to maove around).
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THE IR®N TOWER

Below are the descriptions of the eighteen possible rooms that
the PCs can visit. Each room is represented by a unique symbol
(found on the DM's screen). The DM should always have the
symbol for a room appear somewhere within that room — carved
on the walls, ceiling, or floor — as a clue to help the PCs figure
out how they're getting around.

Lo Tee Poooe Parence: Sods who walk through the walls of the
tower end up in this holding area, where they stew until the
fiends are in the mood to grant an audience — which ain't often.
The fTpor of this wide, reclangular room i5 littered wirh
skeleions, some dressed in tattered cloaks, some so gray with age
that they're crumbling to dust, Many af the skeletons seem 1o
have collapsed in mid-combat, their bony fingers elemally locked
arownd each other's neck bone, The eeiling tapers to a point at
least scery feer above.
The floor is so completely cov-
ered with skeletons and loose

bones that the PCs must clear WELL, MA+HWURALLY

them aside if they want to
place a petal-hole on the
ground. Spinagons have long FHASLL
since cleaned the bodies ol any

useful items, but investigation

shows that one skeleton wears a
necklace (a necklace of stranqularion —
the cause of its demise.)

If teleported in by the cor-
nugon guards, the PCs are told,
“Wairt here
with you shortly. ” However, no
one else arrives no matter how long the party
waits. The access through the tower wall is one-way; even if the
PCs walked in through the wall, they can’t leave through it.

+& AN

- saomeone’ ! be

'Ly Visia: Greater baatezu meet here to work out the details
of the continuous urban blight in the city of Dis; the small
room’s a handy place 1o coordinate the work crews, and the bal-
cony provides a good view ol the streets nearest the tower — and
a way ot

A narraw balcany of ornately carved ivon juts out from the
rower frere, comtected 1o a small roon wfrose walls are papered
with blown-up maps of sections of the city, rosters of work
crews, and reports of the various leams” progress — or e anus-
g fack of ir. Strangely, none of the parchment seems [o burn.
despite belng hiung on the smoldering ron walls.

The large maps can be removed by the PCs and used as pro-
tective wrappings against the tower’'s heat. I the PCs are flown
up to this room by the cornugon guards, the fiends try to entice
them to add their names to the work rosters [more as a joke on
the crew supervisors than anything clse).

3. Puson Grone: This is just one of many rooms devoted to
detaining prisoners awaiting interrogation, punishment, or the
dead-book.

Pure, uphlemished whitengess surrounds vou like o spowy
sheer = nothing hur an-endless lack of color as far as you can see.
Your haots seeimr to stand on solid ground, but vaur eves fnsist

voul e floating in notltilngness.

: | KN&W
+HE CBMMAND W&RD
RELEASE YU
FR®IM +nese CHAINS.
U+ W HY IN +HE PLANES
WOULD YOU EVER WAN+ all armor and equipment wriggles
+® GE+ ®UA+?

— & SUPPLICAN+® of BAA+OR,
IMPRIS&NED S&D

The PCs are actually in a perfect white sphere, ten yards in
diameter, that revolves undetectably as they move [in any direc-
tion], simulating infinity. Any thrown objects disappear into the
ivory haze, ending up in the Trinkel Hoard [Area 14), The PCs can’t
reach the globe's top or edge, but they can always touch its bottom
beneath their feet and place a petal-hole there. PCs who inspect the
“ground” closely find a minuscule carving of the room’s symbol.

Il the PCs are captured and brought here by haatezu, the
fiends I?!llgh belore tclepurling away, "Don’t worry, you're due 1o
be flaved in gust a fow minules
Oh, well

or was thai o few cenluriese
... ""Course, no fiend ever comes [or the party.

4. Tortuwe Cissterr; When the PCs land in this room, read the
following:

Cruel instruments of toriure crowd this blood-spatiered
room, and evervuhere (hick chains hang from rthe celling aned
walls like monstraus jron webs, Two dead or unconscious
frumans are held impoin horrig devices lined with screws and
tleredes. Suddenty, chains lash-out fram the
teralls e stither all Grownd vou!

Each PC must make a successiul sav-
ing throw vs, paralyzation at -2
evatle the magical chains. Failure indi-
cates thal the chains bind the PC's
wrists and ankles and pull his body
taut in four directions at once;

off the bound sod like snakes and
collapses in 2 heap in a far comer
ol the room. Any PCs who
make the save are ignored
by the chains and remain
free. However, they can’t
free their captured comrades
by any means short of a wish spell.

Only the two humans in the torture devices know how to
free sods who get strung up in the chains. Supplicants of Baator
who accept and enjoy their anguish, the humans are sure the
baatezu’ll grant them wishes for their fealty. They've heard their
fiendish torturers use the command word vaxalpo to release other
prisoners [rom the chains, and they'll reveal the word to the PCs
— Il persuaded to do so. The party can learn the word by con-
vincing the humans that the PCs are disguised fiends testing
their obedience or supplicants on a special mission for Dispater,
ar by making any other persuasive argument the DM wishes to
allow, Neither garnish nor physical coercion works,

If asked, one of the supplicants has also heard that the

stolen haly avenger is extremely well protected, and knows that

the flower of holes eventually takes its user to where “all flowers
come [rom.”

If the PCs have already visited the Heart (Area 15) and Killed
it, ane of the supplicants is dead. If' the PCs search the other tor-
ture devices before leaving, they find manacles that still contain
a severed hand wearing a ring of animal friendship (12 charges).

5. 50vsca0r: This exposed platform near the top of the tower
allows Dispater to view his entire layer at once, including the
city of Dis far below.

This rransparent half-circle sticks out from phe side of rthe
tower at an obscene e n',n',rr, rif:fr?'lh'fp wakqa :':;-nr':--.rr-;‘prur,l vt of

e turbident city alimest a thausand miles below. Then youe
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brain=beur icks i The ciny dowm grere ts imfiniie, angd ver you're
looking at the whole blasted thing al once . . .

Each PC must make a successful saving throw vs, paralyza-
tion at -2 or be stunned into catatonic motionlessness for 1d6
turns by the impossibility of the sight. Any PC of lawful align-
ment who makes the save permanently gains 1 point of Wisdom.
Any berk who steps off the platform (which has a diameter of 20
yards and a radius of 10 yards) plummets like a stone.

D s IE the PCs are eager to get into a good scrap, a bar-
bazu teleports onto the Skyscape and, surprised to find mortal
visitors, rushes to the attack. Of course, PCs can’t fight il
stunned, and the size of the platform limits their attack methods.
Note that the barbazu can’t fly and, if in danger, teleports away
rather than gate in reinforcements.

Faseas THACO 13; #AT 3 or 1 (weapon);

Dmg 1d2/1d2/1d8 or 2d6 (glaive); AC 3; HSLD

HD 6+6; hp 40; MV 15; SA glaive, discase, I've GO
battle frenzy: SD +1 weapons to hit; MR 30%; NOMY

SZ M (6 feet tall); INT low (7); AL LE; ML steady
(12): XP 6,000.

Spell-like abilities: affect normal fires,
command, fear (by touch), and produce

[lame.

G, Tie Cavern of Fuait: The baatezu that can fly
often come to this vast chamber to stretch their
wings and practice aerial maneuvers around the rock
formations that float here.

Tiis areg resembles a monsrrous underground capers rirs-
ilv. a thousand yards wide. with no apparent raof or bottan,
Lpzens

af large, rocky clumps hang frozen in midatr throughout

the dark cove: vou're standing omng formation ot far from thi
cave's wall, where vou can spol @ small platform. From some
were above, tnhuman shricks echo in the gloom.

Six rock formations lie between the PCs and the platform
(where they can attach a petal hole to the cavern wall); leaps
from one 1o the next require successful Dexterity checks. When
the PCs reach the third rock, 1d6 + 4 shricking vargouilles
descend, attacking until slain. A PC who leaps while being
attacked makes his check at a -4 penalty.

Any sod who fails his check slips into the bottomless void
unless he concentrates on flying and fails a subsequent Intelli-
gence check, which then allows him to “swim” through the air at
half his normal speed. A PC who makes his Intelligence check
can't accept the possibility of flight and continues to fall; if not
rescued, he later rejoins the party by crashing through the ceiling
of another room (as determined by the DM), receiving 2d 10 points
of damage.

Voaruouiir Lot o+ 41: THACO 19; #AT 1; Dmg 1d4; AC 8; HD
1+1; hp 7 each; MV Fl 12 (B); SA poison, fear; SZ S (head with
3-foot wingspan): INT low (6); AL NE; ML average (9); XP 650.
7o R or Gares: Whenever a fiend must undertake a mission
outside of Baator, he comes to this room, where hundreds of
gates provide pathways to and from other planes.

Thig curved hallway forms a perfect ring: small gems have
been embedded in both walls to outline hundreds of differently
sized circles

The gems can't be removed, and they burn with the same

AG
FBR YQU.

— MEMBGA+A
+HE SPINAG®N,
REACHING
His SACK of LARVAE

intensity as the rest of the hot iron. As the PCs walk around the
ring, a spinagon returns from a harvesting expedition to the
Gray Waste.

One set of gems o the wall nearby beging to glow, and the
circle enclosed by the stones shows a groy, desolate Jz]}Je.I'\urIl};_‘
Suwddenly, a spinagon steps through the circle, a hrr.‘_r_mm sack

sivthg orer his shoulder
The spinagon. Memoata, is so surprised 1o see the party that
he doesn't do anything for a few seconds. The PCs can attack
him, talk to him, or try 1o dive through the open gate before it
closes (three PCs can make it through, though they'll be trapped
on the Gray Waste; Memoata accepts 500 gp in gems or two
magical items to reopen the gate).
If the party attacks him, Memoata hurls the sack (a bag of
holding) at the PCs and jumps back through the gate just
before it closes. The 1d6 + 8 lar-
vae within spill out and artack
the party until slain.
If mot attacked, Memoata’s
: willing to answer yes-or-no questions for
- 100 gp in gems each. He knows how the
[flower of holes works and where the
stolen holy avenger is kept, but has little
knowledge of the various gates in the
room and possesses no more
gate keys. If the party waits
until the gate closes and then
tries to attack Memoata, the
spinagon dumps the larvae on the PCs and immediately tries 1o
gate in reinforcements.

SOME+HING

IN+®

Missoata (P enfHD 3437LER

THACO 17; #AT 3; Dmg 1d4/1d4/1d6 (military fork); AC 4; HD
3+3: hp 23;: MV 6, FL 18 (C); SA flame spikes; MR 15%;: SZ S (3
feet tall); INT average (8): ML average (8); XP 3,000.

Spell-like abilities: affect normal fires, change self, command.
produce flame, scare. and stinking cloud.

Gate (once per day): 1d3 spinagons [35%)].

Lagvas (106 + 8): THACO 20; #AT 1; Dmg 1d4+1; AC 7; HD 1-1;
hp 5 each; MV 3; SA wounding, disease; SZ M (5 feet long); INT
semi (2); AL NE; ML unreliable (2); XP 35.

B Esnnress Seooar: Fiends looking to have some fun often pluck a
long-suffering sod out of the Pit of Patience (Area 1) and drop
him here.

You're sranding on a spiral staircase that curpes away bath
uptard and dowmard, The stone steps are wide and well-main-
tained. From abave come soft whispers: from belew, the sound of
running warer,

The stairs magically fold back in on themselves; whether the
PCs climb or descend, in three turns they always end up back at
their starting point. However, the physical appearance of the
walls and steps changes, so the party's eyes tell them they're
making progress. What's more, the noises always sound like
they're just around the next few turns,

If the PCs leave an object behind while climbing or descend-
ing, they come across it again in three turns. At any time, they
can use a flower petal on either wall to leave the staircase; how-
ever, a petal won't stick to the steps, as they're not an outer
boundary of the room.
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9. Sk Bunsie: This living prison is used to
restrain those whose offenses have earned them
more than simple conlinement.

The surfaces of this small, empty cube seem to be made of a
scamless brown marerial. However, before you can rake a step,
the walls, ceiling, and floor all constrict and shrink around vou,
wrapping vour group in a warm, rubbery second skin. crushing
vour bodies rogether into a single, muddied knot

The amorphous bubble relentlessly tries to mold itsell
around the shape of the PCs' bodies; they can breathe through
the skin but not see through it. Neither weapons nor fire can
harm the skin, which seems 1o voze beads of sweat, and offen-
sive spells may be dangerous in such tight quarters.

In order to escape, the PCs must clear enough room to pluck
and grow a petal-hole, They can do this by inflicting at least 30
points of damage on the skin from cold-based attacks, which
makes it expand in pain for three rounds. Alternately, three or
more PCs can push against the skin in different directions, hold-
ing it apart long enough for another PC 1o form an escape hole.
(The DM can require the struggling PCs to make a single Strength
check or make one check per round, or devise another method of
determining their success.)

10, Liggaky: The pit fiends in the tower maintain a vast collection
of dark research and reference materials, all stored in orderly
fashion in this room.

Each wall of this octagonal chamber's a4 hookcase thar rises
up higher than you can see, filled with tomes whose black spines
are eiched with strange markings. Sceveral books lie scattered
about on a block of iron in the middle of the room.

The PCs can't decipher the markings in most books; spells
like read magic, dispel magic, and erase cause the targeted page
1o expand and wrap around the reader, inflicting 1d4 points of
crushing damage per round and suffocating the sod in four
rounds. Three PCs working together can pull the page off the vie-
tim, but only if they each make a successful Strength check.

One of the books on the block contains what seems 1o be a
blank page. Any PC who specifically examines the page should
make an Intelligence check, with failure indicating that the PC
can see the symbols for five rooms in the tower: the Pit of
Patience, the Skyscape, the Ring of Gates, the Head of Blades,
and Dispater's Study. The DM should draw the symbols for the
party (without, of course, revealing which rooms they designate).

If the PCs search the shelves for two turns, they find several
books written in a familiar language: biographies of each cutter’s
entire life, continuously updated as new events occur — the
words materialize on the pages. The current last line of each
book details the finding of the book itself,

At some point while the PCs are in the library, a barb-cov-
ered hamatula named Bok teleports in to conduct research. As
soon as he sees the party, he attacks. However, if given a gamish
of 500 gp, he allows the PCs to leave — as long as they do so
immediately.

Bok (Pr/c Fn/HD 7/LE):

THACO 13; #AT 3; Dmg 2d4/2d4/3d4; AC |; hp 45; MV 12; SA
fear, hug; SD +1 weapons to hit; MR 300%; SZ M (7 feet tall); INT
very (12); ML fearless (19); XP 6.000.

Spell-like abilities: affect normal fires, hold person, produce
[flame, and pyrotechnics.

Gate (once per day): 2d6 abishai [50%], or 1d4 hamatula (35%).

11, Peison Wenet: Like the Prison Globe (Area 3),

this triangular room’s used 1o detain captives. Two

hound archons taken in a raid on Mount Celestia are
imprisoned here, along with a tanar'ri (a marquis cambion)
permanently changed by Dispater into the form of a hound
archon to see what cffect it might have on the cambion’s nature
[none so far).

The three stdes of this room vach hold a prisoner. o muscu
{ar humanoid with a doglike head, Eacl captive is bhownd nor
chains, but by four black serpents — the hissing heads are lashed
:r'qfl.’fl\' around the prisoncrs wrises gnd ankies, the thick bodies
anid tails burrowed deep imto the walls

Each prisoner begds 1o be freed, but warns that one of the
other two is a tanar'ri. The PCs can question the three in an
attempt to determine which is which; the lawful good archons
always speak the truth, whereas the chaotic evil cambion may lie
as he pleases. While chained, the prisoners put up no resistance
to attacks, but the PCs gain no experience points from killing
them. (The archons have AC 1 and 38 hit points each: the cam-
bion has AC 2 and 40 hit points.)

The snakes restrain the prisoners and block their spell-like
abilities. The PCs can’t pull the serpents from the wall or untie
their heads (though they risk 1d6 biting damage and Type B poi-
son if they try the latter). However. the PCs can sever a snake
with +2 or berter weapons (by inflicting 20 points of damage to
AC 5), or dissolve it with holy water (using one full vial per ser-
pent). In order to free a prisoner, the PCs must destroy all four
serpents restraining him.

Any freed prisoners use their regained teleportation abilities
to leave the tower, offering to take one or more PCs with them.
The true hound archons return to Mount Celestia, but the cam-
bion heads for the Abyss. The DM can decide the fate of any PCs
who accompany a freed prisoner.

12, HALL 0F DARK REFLEC Berks who irritate the baatezu often
get dumped in this chamber to get a firsthand look at one of
their possible futures.

This long,. dank hallway dead-enids at o wall that’s com

pletely covered with a réflective surtace. The figures looking hack
al you in the mirror hardly seem like vour own, so batiered are
they by the rigors of the quest. Suddenly, a crimson pil fien

appears behind the figqures in the mirror — hie must be siunding

right behind vou!

No baatezu actually appears in the hallway with the party,
and the pit fiend in the mirror can’t harm them, but the image is
startling nonetheless.

“Hiva, JTaggoes!” laughs rhe fiend in the mirvor, though '

can't be sure if he's @lking o vou o

hane some fun? O' Zagguteh'll teach ve
timel”

With that, the fiend tears the party’s reflections to bits with
his claws and teeth. The carnage lasts five full rounds, but even-
tually the reflected PCs are slashed to ribbons, and Zaggutch
snacks on their bones for another three rounds. If the party waits
it out, Zaggutch turns to them, says, “See yo larer, flaggoes!” and
vanishes. From that point on, the only image shown in the mir-
ror is that of the broken, savaged party.

If the PCs try to smash the mirror, they find that it's made
not of glass but of a tarlike substance that absorbs whatever is
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thrown or pressed against it. Small objects disappear completely,
but large objects stick out just enough for a PC to pull it free
again (on a successful Strength check).

DN v s Zagguteh, a lieutenant fiercely loyal to Dispater, is
the fiend assigned to travel to Fortitude through the gate opened
by the tainted holy avenger and take control of Daneel. When
role-playing Zaggutch, be sure to use his informal speech pat-
terns — especially the derisive term “Raggoes”™ — so that later the
PCs can realize what's happened 1o Daneel.

|5 Tui Wz Like the Lady of Pain, Dispater sometimes traps
those who annoy him in a maddening maze: however, Dispater's
mazes seldom have exits, and often change from moment to
moment.

Yok re -fn?l'.-r".‘.‘;} al an iniersectionm aof two long halfwavs
made af bones. Further along ach corridor, vou can see setera
orfier passagenays branching aff in different divections: a low
muniering roice issues from one of the GG s,

The voice belongs to a raving lunatic who's wandered
through this particular maze for years, forgetting everything
about his former life. Dispater’s removed his need to eat and
sleep and denied him the ability to die. The barmy simply prowls
the maze, carrying only a single gold coin and a jagged bone he
ripped from one of the walls. No longer interested in leaving,
he's appointed himsell the protector of the only world he knows
— the twisting maze,

After two rounds, the man appears in the long hallway and
approaches the PCs, asking if they've seen his fish. If they engage
the barmy in conversation, he claims to know all about the holy
avenger, the flower of holes, and anything else the PCs ask him
about. "Course, the poor sed's information's all wrong.

The barmy appoints the PCs lieutenant protectors aof the
maze, then attacks them for desertion of duty if they try to leave.
While in the maze, the man has special delenses: He's immune to
all mind-aftecting spells, and he regenerates from any condition,
even ashes, regaining 5 hit points per round. He loses these abil-
ities i forced from the maze.

A petal-hole works on the floor or ceiling of the maze hut
falls off the walls, since they're not an outer boundary of the
room.

DNk The maze isn't fully mapped on the DM's sereen; if
the PCs try to explore its shifting pathways, feel free to create the
maze as they go along — it doesn’t have to make sense. IT they
use a wall of force or similar tactic to block the barmy's attack,
the maze can simply shift and allow the man to approach from a
different direction.

B THACO 20; #AT 1; Dmg 1d6 (sharp bone); AC 10; HD 1;
hp 75 MV 12; SZ M (5 feet tall); INT avg (8): AL CN; ML fearless
(20): XP 175.
AT Hoskn: Objects peeled from planars and primes that
have no real long-term use are dumped in this chamber, and
loyal spinagons are sometimes rewarded by being allowed to sift
through the pickings.

\ colossal, hormed skall takes ap the cenier of this roonr. its
vir sockets as ':l:r' as smadl tunnels. Anchored to the top af the
Mong skull = at least fifteen feel off the ground is a larage

medial hanidle
The handle’s attached to a heavy but removable lid; the
skull itselt is full of rocks, cloth, gablets, bones, and other debris.

A diligent search through the trinkets nets small objects that are
either interesting (an elf's diary, a sack of marbles) or useful (a
dagger. a purse of silver pieces). No matter how much stuffs
removed from the skull, there's always more.

IT the PCs search through the trinkets for three rounds, they
find a scrap of paper dropped by a spinagon that coniains the
svmbols for the following rooms in the tower: the Torture Cham-
ber. the Head of Blades, and Dispater’s Study.

If the PCs search for four rounds, they find any objects they
lost in the Prison Globe [Area 3).

If the PCs search for five rounds, they find the ohject that
was stolen from them by the polymorphed gelugon back in the
Great Bazaar of Sigil.

Rattling around the junk in the skull disturbs three large
scorpions nesting deep within one of the eye sockets; they crawl
out after two rounds and attack any PCs on or near the skull.

Lagui stoxpion 13): THACO 19; #AT 3; Dmg 1d4/1d4/1; AC 5; HD
2+2; hp 18 each; MV 9; SA Type A poison; SZ S (2 Teet long);
INT non [0): AL N: ML average (8); XP 175.

ST Heakt: This room's actually the representation of the
heart of one of the supplicants in the Torture Chamber (Area
4).

Fire' smell of dood avertthelms van i this pulsaiing, drip

Hy o I LU e aesiele Mok oblin's stomach. Youw

boors siip and stide on 1he Teshy ground, and steady claps of

todv=ratffing thimdcr — like the ponderous fooe ISEeps of a poues
rhrearen [oosiake vour teetl Toose from vour motdls

The immediate ground surface around the pdrrv is too soft
to support a petal-hole; the PCs must make their way to one of
the heart's walls, which takes three rounds due to the quakelike
beats that knock the PCs off their feet. With each beat, rivulets of
sticky blood spray out of the ground and coat the party.

The deafening heartbeats prevent the concentration needed
1o cast spells and cause 1d2 points of damage per PC per round
(successfully save vs. spell to avoid damage). If a PC stabs a
weapon into the heart, the beating stops, and a geyser of scald-
ing blood erupts from the wound, flooding the chamber in ten
rounds. What's more, one of the two supplicants in the Torture
Chamber dies.

6. i Gasnn In a vast “room” that more resembles an outdoor
landscape, pit fiends tend to the creation of flowers of holes from
the bnght distilled 'Spll'lt‘i of lawful cwl pmmunm.

't standing on oa lowr fi Bl of Wack dirt, wmiler o pirid,
nyemie skv, Dim .'z..','..' 18sues froum o trassiueent tank ar the bot-
tom af the hils in wlich thousands of glowing balls swirl throwgh

t2V s, Orderly fields of black u"---'r'r_ rs stretch bevond the
tank to the horizgon, and o arge pmr fiends renied 1o the Hiant

If the PCs hide on Ihc lnll for nine turns, they can {JbS'E!'\'(‘
the pit fiends go about their duties, which includes plucking a
ripe flower and preparing to inscribe its petals. However, a third
pit fiend appears, interrupts the work, and all three teleport away
together. Investigation reveals the following items lying near the
tank: a flower with 12 blank petals, a bowl of blood, and a long,
narrow thorn. By dipping the thorn in the blood, a PC can
inscribe the petals with desired room symbols (such as the one
for Dispater's Study, which holds the holy avenger). For each
attempt at inscription, the PC must successfully make both a
Dexterity check and a Wisdom check or botch the symbol, per-
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manently ruining that petal. Successful checks indicate that the
newly inscribed petal can be used as transportation to the desig-
nated roomn.

If the PCs approach the pit fiends, the baatezu gardeners —
warned by Dispater to cooperate with the party without knowing
why — make gruff conversation but continue with their duties.
From the fiends, the PCs can learn that Guardian's held in Dispa-
ter's Study and get the symbol for that room. What's mare. the
party can even convince the fiends to inscribe a new flower if
they offer one of the following in exchange: all of their remain-
ing gems, the life of one lawful evil being (1o be made into a
petitioner and cast into the tank), or assistance in tending to the
garden (the fiends make them plow a field by hand, which takes
two weeks).

Il the party demands it, the fiends are willing 1o teleport
them out of the tower, leaving them just beyond the surrounding
wall.

DM The pit fiends can inscribe flower petals with
symbaols for any room in the tower — a good way to allow the
P(s access to rooms beyond the eighteen described in this chap-
ter (if desired).

Once the pit liends leave, the PCs can pick additional flow-
ers from the fields; however, they can’t bind a petitioner's spirit
to the flower and so can't create any more flowers of holes.

e Hian e Bianes: As part of His attempt to take control of
Slgll Dispater is running grotesque experiments to analyze the
Lady of Pain and perhaps even figure out how to defeat her.

1 aiint af .','..l.:if mne ccnier "." fs care romm arirsicts vour
frentian, aiud as VYou apprrac I you nrake out o horrifyving sight
v oo stands imprnisoned byoa o solid Ioek of iron that-s col

el it odid markings and ringed by ruis cut info the floor

Chily the woman's shoulders, neck, and head stick our of the top
" ] y y -1 " , ,
BloCK, and growwimg clegrly owl Of hoer bead are o dozen

"Course, the woman isn’t the real Lady; she’s only an unfor-
tunate victim of the experiment and c¢an’t harm the party (nor
can the markings or ruts). She watches the PCs but doesn't com-
municate with them in any way. Each blade can be drawn from
her head (leaving a bleeding wound) and used as a +1 sword, but
any PC who pulls one out suffers a curse immediately upon leav-
ing the room. Roll 1d6 and consult the following table:

Die Ko Cumrst

Gender changes

Hair on head turns to worms

Body weight doubles (clothing fits accordingly)
Skin becomes transparent

Skin reeks of vinegar

PC becomes mute

=S o

A PC can avoid a curse by making a successful save vs. spell at
-4. Effects can be reversed with a remore curse spell. but not
while on Baator.

Disevien’s Stuny: With the new flower from the garden (Area
IG] the PCs can use a petal to reach Dispater’s personal study.
Anticipating their arrival, Dispater’s chosen to have the room
appear as plain as possible.

T o ,

Tias nine=stded ¢hambier 18 propy e niost drdtgry

vou 're seen vet in the fower. The fearures are a simple

wopden chate, a long wooden table, o buckel of '-:Ir|||'-‘. and o shele-

tal arm Waneging on bein Jegs o one u all, The bany fandd still

clurches a long sword

Investigation shows that the chair, table, and bucket are just
what they appear to be. Dispater hasn't left any special protec-
tions for the sword — he hopes to derive amusement from watch-
ing the PCs take pains to avoid traps that aren't there. Read the
following to any PC who pries the sword from the skeletal arm’s
grasp:

Ax vou take the sword by s gilaed handle, vou feel o soft
Withour a doubt vou

varie af warmeh flood throughour vour body

R Frraliagnt You i T exrprarn fant = ar Enis dnearpran i

T e e fre ho avenger suard oa Guardiar R ||J!'.- { )
vour losg gquest

Once a PC 1akes the sword, the pany's journey through the
tower is over. Proceed with “Enter the Archduke,” below.

D0 wones Guardian looks like nothing more than a finely
made sword, but a skilled weaponsmith might be able to recog-
nize its holy enchantment without picking it up. Due to its inher-
ent magical nature, it constantly radiates magic. However,
there’s no way a PC can detect the special gate spell Dispa-
ter’s cast upon the weapon. Until the sword car-
ries out its dark duty, it simply acts as would
any holy sword in the hands of some-
one other than its intended owner:

as a +2 weapon.

EN+ER +HE ARCHDUKE

The party found the sword as easily as they did only because
Dispater wanted them to — if the archduke’d really planned to
keep the holy weapon, no mere cutter would've ever lain eyes on
it again. Fact is, Dispater Figures the party'd realize that, too
[assuming they're not totally Clueless). After all, even the
dimmest basher would probably get suspicious if he just waltzed
out of the Iron Tower clutching the stolen holy avenger.

So, 1o make sure that his dark drama plays out to its con-
clusion, Dispater manifests his avatar in the study — along with
several dozen other vicious fiends — to give the PCs one last run
for their jink.

N Sooner hare you "rl':." keuf the sivord from iis SOl g ik
wall than gallons af Jetid slop cxplode from the small buchker [1Re o
geyser, blasting the ceting uith a condimions; r"l'.'l-.'u'l.'l'n’u' )
oaze; The blobs and drips rain danm all orer the roons and | 1
(o collect into & '-lrl.'.flf'i as-they kit the fToor, Feet fegs, - dars -
wirhin seconds an 'enrive humanord Faem gecunriddotes angd solil
fies, and before vou stands archduke isparer, the Lord af Dy

As a solid creature, Dispamr assumes a somewhat more
acceptable form: that of a sleek, yellow-skinned human male, ten
feet tall, with horns like a pit fiend’s, dressed in an ornate,
sleeveless waistcoat and pants, Behind him a red cape flutters
like bat's wings.

A host of greater baatezu — nine gelugons, nine cornugons,
and nine pit fiends — teleport into the room along with their
lord, appearing in neat rows behind Dispater as he addresses the
party.

Come 1o reclaim that dregdfad nutsanee, fdaie vous Wellt
Was anly o matier of teme. Psuppose.” The aretduhe looks ot
vaur growp carefullv, unable o vostrivkn o subdued smile, “Ym
kirowr, 1 miust confess m a bit surprised. [eaopected something a
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1 grand imasion force — rhousands of woble paladins descending

upon myv hatefid palace in the name of all thar's holy. and so on
ined a0 forth. Instead, | find vou: a small band of — you'll pardon
capression — ordinary thrillseckers.”

IT the PCs engage him in conversation, Dispater continues to
play the role of the gracious host. He claims that the baatezu
who originally stole the holy avenger from Daneel — which he
deems “an unfortunate turn of evenis” — hoped to please him
with such a rare prize. However, Dispater says he's actually
inclined to view it as little more than a knick-knack, and given
that no baatezu can touch the enchanted thing without suffering
great pain, he's not particularly fond of having it around.

What's more, Dispater complains that the other powers of
Baator have done little since he acquired the sword but scheme
to wrest it from him. It's gotten so bad that he fears a war may
erupt on the plane for possession of the holy avenger, and one
war at a time — especially one so far-reaching and all-consum-
ing as the Blood War — is enough for him.

Simply put, Guardian is more trouble than its worth, and
Dispater’s glad to have it removed from Baator for good. How-
ever, there is the matter of the party’s eriminal intention to steal
the sword — something the archduke considers a most unbecom-
ing and impolite act (if confronted with the fact that the baatezu
stole it in the first place, Dispater insufferably reminds the PCs
that two wrongs don't make a right).

Artackin Disearie: While on Dis (and especially while in
the Iron Tower), the PCs can't harm Dispater’s avatar by any
means. If they drive a sword through his chest, he simply pulls it
out and hands it back to the owner, admonishing him or her to
“be more careful with your toys.” If the PCs attack with spells,
Dispater simply waves the effects away, clucking, "Now, now —
let's have none of that.,” Not even a wish spell can disturb the
archduke’s avatar,

DISPA+ER’S @FFER

The archduke’s willing to let the PCs take the holy avenger out of
Baator, but he insists that they [irst make fair restitution for their
effrontery: Each PC must give him an eyelash as a personal
memento of the whole sordid affair. He doesn’t plan to use the
lashes to control the PCs or harm them in any way: he just wants
to watch the mortals stew over the request. If the PCs adamantly
refuse, Dispater offers to let them submit a body part of their
own choosing. II' the party again refuses, the archduke gives
thent one last chance, asking only that each PC surrender any
one personal item.

ACCEP+ING +HE ©FFER

If each PC gives Dispater either an eyelash, a body part, or a per-
sonal item, the archduke agrees to let them take the holy avenger
out of Baator,

What's more, il the PCs ask, Dispater cures any curses they
received from the lady in the Head of Blades room (Area 17). He
also restores to life any PCs who got put into the dead-book
while in the tower. 'Course, the archduke doesn’t do such deeds
out of the goodness of his heart — he'd simply prefer to have the
PCs alive and well to witness the culmination of his dark plan,
especially since they've unwittingly played such a large part in
its success.

YOU FEUGH+ yaur WAY
+HRB®UGH BAA+@GR
+@ FIND +He HOLY AVENGER?

Tak, =5k —

ALL Y®U HAD +® D® WAS ASK.
— DISPA+ER’S AVA+AR,

IN A

LIGH+HEAR+ED Moe&D

Dispater summons the pit fiend Kri'ik — conspicuously
absent from the host ol assembled baatezu — and instructs him
to see the party safely back 1o the city of Dis.

Proceed to “Going Home,” below.

REJEC+ING +HE ©FFER

If the PCs won’t meet his terms, Dispater announces that he’s
made three fair offers and concludes that the PCs simply can't
take what they haven't paid for. He instructs his fiendish legions
to reclaim the sword and dispose of the “mortal debris.”

The DM should let the PCs try to fight if they wish. Each pit
fiend, comugon, and gelugon has the same statistics as the others
of its type; use the pit fiend statistics given on page 5. the cornu-
gon statistics on page 45, and the gelugon statistics on page 9.
The archduke offers the PCs one chance to “stop wasting time and
resolve this like civilized beings.” If the party continues to attack,
the baatezu do their best to slay the sods. Dispater melts away,
planning to wait for the next batch of mortals that comes hunting
for the holv avenger.

The PCs can try to escape by teleporting or otherwise relo-
cating themselves outside the tower, or by using their flower of
holes to flee 1o another room. The baatezu pursue in either case,
but the PCs may be able to get to the City Vista, in which case
they can escape the tower via the balcony.

If the PCs are resourceful enough to get out of the tower,
Dispater decides 10 let them keep the holy avenger. After all, the
success of his plan is more important than collecting a handful
of eyelashes from some mortal sods. Proceed to "Going Home.”

GOING HOME

IT the PCs accepted the sword from Dispater, they now have
Kri'ik as an escort to the city; if the PCs escaped from the tower,
the DM should have Kri'ik appear 1o them at the edge of the city.
In either case, how the fiend acts depends on how the PCs dealt
with him during their first two encounters. The DM should run
one of the following possible conclusions — all of which see the
party in Fortitude with the holy avenger — and then proceed to
Chapter VI, on page 56.

THE FIEND'S LO®OPHOLE

When Kri'ik ofTered to reward the PCs for stealing the holy
avenger, he was careful to specify that the deal was valid only if
the party stole the sword from the tower. "Course, Dispater actu-
ally ended up giving the sword to the party or trading it for a
personal item. So, if the party wasn’t clever enough to wring a
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more exacting promise out of Kri'ik, he’s not required to Fulfill
any stipulations of his bargain.

Kri'ik explains his logic and announces his intention to kill
the PCs, take the holy avenger, and use it for his own ends. How-
ever, one round after the fiend begins his attack, Dispater's
avatar appe:ars once again.

The haormed archduke seems to grow right oul of

e ok ;
Kri'ik looks eten more SUrprise d rhan Vo "Dear me. Kritik,”
savs Disparer, shaking his head ar the stupned Jiend, “T'm truldy
saddened by rhis rawdry betraval. And ro think 1t was JI st
hand atided vairr ascension airer the millennia. Why, | remembes

e Vol ‘!w’-‘!:il s i ‘-:_|H_||_|-'fr.'lH_:|' ari SUUCH 0 WUSTE Sl h i

waste. Al well, Kri'ik this hdres me more thoan i does
hereby revoke rhe powers granied (o vou as a.greafer baatezu. o,
and never darken my door again.”

Dispater then turns to the PCs and adds:

“You kwow, T hear the jaubone of a pit fend can Bring gquife

t Hay sum i the right pleces, I'm sure Kri'tk bere won't ming
relinquishing his."

Dispater’s avatar melts back into the ground, leaving the
PCs to deal with the newly powerless and (urious pit fiend. Kri'ik
can still fly and make attacks inherent to his fiendish form
[wings, claws, tail, and poisonous bite); he also retains his
Strength bonus and magic resistance. However. he’s lost all of
his spell-like abilities (including gate and releport without error),
his regenerative power, his fear aura, and his immunity to non-
magical weapons.

Full of rage and accustomed to centuries of supreme confi-
dence, Kri'ik contimues to attack the party, but tries to escape if
reduced to a third of his hit points. The PCs can try to finish him
off and take his jawbone. or just let him go.

To leave Baator. the party can cither seek out a gate in the
city that leads directly to Fortitude (King Hejj knows of one), or
head back to Sigil and find a portal there (such as a window at
the Sill). In either case, they can use the small chain from Tonat
Shar as the gate key.

KR [ADIUSTED FOR REDUCED POWER]:
THACO 7; #AT 6; Dmg 1d4/1d4/1d6/1d6/2d6/2d4 (+6 Strength
bonus); AC -5; HD 13; hp 84; MV 15, FL 24 (C): SA poison, tail
constriction; MR 500%; SZ L (12 feet tall); INT genius (18); AL LE;
ML champion (16): XP 10,000.

THE FIEND'S PROMISE

If, during their first two meetings with Kri'ik, the PCs were wise
enough to insist that the pit fiend reward them if they merely
obtain the sword, or if they otherwise nailed him down with
wording so exact that he couldn’t find a loophole, Kri'ik must
now fulfill his end of the bargain and deliver the promised ruby.

"‘Course, Kri'ik wouldn’t be a pit fiend if he didn’t try to

break the spirit of his agreement. If the party wasn't on its toes
when hammering out their bargain, Kri'ik probably has a number
of possibilities for peeling the berks; the DM can use any of the
following loopholes or come up with others, as circumstances
dictate.

+  Kri'ik produces a maelephant that's been shrunk down
to the size of an insect — after all, the PCs didn’t specify
that the maelephant had to be normal-sized — and
dutifully gives the party a ruby the size of its tiny head,
a gem worth about 10 gp.

+ Kri'ik does indeed give the party a ruby the size of a
standard maelephant’s head; however, he does it so
conspicuously that every barmy, bubber, and cutthroat
in Dis is aware of the exchangde, too. Thus, a stampede
of greedy bashers descends upon the party, smashing
the gem into thousands of worthless pieces in the riot.

+  Kri'ik presents the party with a live maelephant whose
head just happens to be made out of a ruby. Of course,
the beast isn't about to surrender his head to the PCs
without a fight.

If the PCs made a pact of nonaggression, Kri'ik won't attack
them if they don't attack him first. However, the fiend taunts the
PCs over the “simple” method by which he cheated them, hoping
to goad them into attacking and thus breaking the truce, If the
PCs restrain themselves, Kri'ik angrily teleports away to plot his
vengeance against the party.

The PCs can then find a gate in the city that takes them
straight to Fortitude (King Hejj can direct them to one). or return
to Sigil and seek a portal there. In either case, the small chain
from Tonat Shar works as the gate key.

DN sre: If the PCs failed to make a pact of nonaggression,
Kri'ik attacks them. However, this attracts the attention of Dispa-
ter's avatar, who appears and strips Kri'ik of his power, as in
“The Fiend's Loophole,” above.

If the PCs truly made a deal in which Kri'ik was forced to
deliver the ruby with no tricks, the fiend hands over the reward,
but vows to see the party suffer for besting him.

THE FIEND'S ASSAUL+

It's possible that the PCs simply refused to
make any deal whatsoever with Kri‘ik,
ignoring his threats and promises
during their first two encounters.

In that case, Kri'ik’s not bound to
deliver any reward to the party, nor is he pre-
vented from attacking them and claiming the
sword for his own purposes.

After leading the PCs to the city, Kri'ik begins
his assault. However, Dispater’s avatar reappears and, as in
“The Fiend's Loophole.” robs Kri'ik of his special powers as
punishment for his indiscretions. The rest of the encounter then
proceeds as in “The Fiend's Loophole.”

KEEPING +HE SW@RD

The PCs may decide not to bring the holy avenger to Fortitude
after all, but keep it for themselves, sell it to another faction, give
it to-a passing barmy, etc. Sooner or later, though. the secret gare
spell will activate, and the pit fiend Zaggutch will come through
to take control of the sword's wielder.

If the PCs kept the sword, they’ll have to deal with a con-
trolled party member: if they gave it to another faction, that
group angrily comes looking for the PCs, believing them to have
knowingly sold a tainted sword. In any case, for failing to deliver
the holy avenger, the PCs get no reward from the Harmonium; in
fact, the Harmonious Ascension is ruined and the Hardheads vow
to scrag, imprison, and execute the PCs for breaching the agree-
ment. The party’s made enemies for life.

+ 55 4




In the concluding chapter of Fires of Dis, the party
presumably returns the loly avenger
to Fortitude in time for the

c H PT v l LY Harmonious Ascension. Before long. however, the PCs realize that
A i R LY Dispater's gor more tricks up his sleeve than
they might have thought, and they must

.E R* s AH D l H D s fight 10 ensure that their quest ends in
A success. What's in the balance? Not much,

berk — just the life of a paladin, the spirit of
a fiend, and the fate of an entire gate-town.

IN +HE EGG

When the PCs step through a gate to Fortitude — whether it's
from the city of Dis, the Sill in Sigil, or any
other place the DM wishes to set up a gate —
they emerge in the
gate-town that
some planars
call “the Egg,”
due to the high
stone wall that sur-
rounds the whole burg
in @ perfect oval. The DM can
place the PCs at any spot in the town; refer to the map on the gatefald screen.
Below are descriptions of the look and feel of Fortitude to allow the DM to properly
sel up the scenes in this chapter, followed by a brief outline of the major locations
intowrn.

THE L@e8K

Fortitude’s a clean, neat, well-run place. A population af about 5,000 individuals —
mostly dwarves and humans — live within the surrounding egg-shaped wall, all
working together to keep their town bhoth wholesome and ordered (the strong pres-
ence and influence of the Harmonium helps see to that). The two main entrances to
the town are at either “end” of the wall, though each longer “side” contains three
smaller entrances. The broad streets run more or less at straight angles through the
town and are made ol white tile squares laid so precisely it'd be hard to find the

@R cracks in between. Most of the dwellings and shops have bases of stone, though
the upper floors of treated wood and baked mud look just as solid as the
— GRAFFI+I SCRAWLED first floors. About half the town's made up of buildings, and halfs full

IN +HE TOWN SQUARE of more attractive features, including e]mrkling fountains, lush groves
and parks, and orchards full of ripe fruit. Even still, the order and har-
mony of Fortitude shines through: The trees and flowers are planted to

grow in neat rows, the water hoses are set to spray at pleasing angles, etc.

THE FEEL

In order to ensure that the Harmonious Ascension succeeds and Fortitude slides into
the plane of Arcadia, the Harmonium’s been working overtime to insiill a sense of
law, order, and harmony in the citizens. As a result, everyone's on his or her moral
toes, though it's more out of a true desire to see their town ascend than a fear of the
occasionally intimidating tacties of the Hardheads.

One side effect ol the concentration on harmony and goodness is suspicion.
Strangers in town are often given the peery eye, and never so more than now, ai the
brink of the Ascension. A few petitioners from Arcadia — all of whom can know
alignment at will — are on hand to help guide Fortitude into their plane, and they
peek at the alignments of potential troublemakers. Neutrality's more tolerated in
Fortitude than in Arcadia, but a berk of any evil alignment is usually identified and
scragged by the Hardheads hefore he knows what (or whol hit him. Straong evil
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might be enough to block the
Ascension, and the townsfolk don't want
anything upsetting their chance to join the Land of
Perfect Good.

MAJ@R LOCA+I®NS

Below are some of the more important locations in Fortitude
that the PCs might visit (or at which encounters can be set). The DM can also add sites
of his or her own, including shops — tidy, regimented ones — where the party can pick up
any needed supplies.

I Tar Conprssionat s Made entirely of stone, this huge, round arena’s sunken into the ground like a
howl. It's filled with roughly a thousand seats that ring a stage ar the hottom, nearly 100 vards below ground
level. Three times a week, residents of Fortitude descend the narrow staircases that lead down into the bowl,
quickly filling it to standing-room-only capacity. One at a time, individuals can take to the stage and confess
their perceived crimes and flaws before the assembled crowd, which then gets to pronounce a suitable punish-
ment — anything from a mild reprimand for a minor offense to execution for what's judged to be a more seri-
ous crime. What with the recent Hardhead push to get the town in shape for its Ascension, the Confessional's
seen a lot of activity lately, with body after body volunteering to throw themselves at the proverbial mercy of
the crowds.
2o Tue uare 1o Arcabia: The gate is a tall Tame that swirls and licks with various shades of green, and its size
and brightness increase in direct proportion to the collective mindset of the town: the more the residents’ atti-
tudes mirror that of Arcadia, the larger and brighter the flame becomes. [t's set atop a 20-foot-tall pyramid
made of seven stacked squares, cach smaller than the one beneath, with a staircase climbing 1o the rop from
each side. The pyramid's set in the Town Square, a huge open plaza at the opposite end of Fortitude from the
Confessional.

UM woie: The PCs won't be able to open or use the gate. The DM can have the townsfolk be too suspicious
of the PCs to give them a gate key or just unwilling to lei them use the gate for fear it might adversely affect
the Ascension.

T Brock o Law: More formally known as the town headquarters for the Harmonium, the Block is just what
it sounds like: a building shaped like a large slab of gray, speckled stone, built to resemble the City Barracks in
Sigil (the main headquarters of the Faction). Its offices and quarters take up a whole city block. The building’s
got four entrances, one on cach side.

{ o Tears oF Tve: One of the most popular inns in Fortitude, probably because it's so close to the Confessional
that travelers can watch the proceedings from the comfort of their windows and balconies, It's a restrained
place, run with a bit more class than many kips, but it appeals to a variety of residents and visitors, as it fea-
tures rich ales and foods alongside the cheaper, more common fare.

Tur Banning Bowevaxo: Full of neat rows of tombstones, this cemetery holds only the most upright and law-
ful citizens of Fortitude who've passed into the dead-book. Each grave marker's enchanted 1o deliver a culogy
of praise for the deader’s character and accomplishments whenever a body stops at the gravesite for more than
a few seconds. When occupied by groups of mourners, all triggering different tombstones, the Boneyard can be
a very noisy place.

6. T ke or Doy ano Nicie: In Areadia, a great orb set atop the plane's tallest peak rotates continuously., fill-
ing half the plane wuh warm light and half with starry darkness, in strict 12-hour cycles. The Harmonium’s
huilt a stone tower in the middle of town, on top of which is their own revolving orb that gives ofT Mat light
and inky darkness (with no stars), Unfortunately, their orb isn't a perfect sphere, so the division between light
and dark isn't always 12 hours; confounded Hardheads are always on or near the tower, tinkering with the orb
to try to make it more precise.

DELIVERY: +HE EASY WAY

If all of the PCs are of a good alignment (whether neutral, chaotic, or lawful), they can get directions to the
Block of Law from anyone on the street and proceed there without incident to turn over the hely avenger
(unless the DM wishes to throw an extra encounter in their path; see below for options),



ity see Tonar Shatr, wilig eramines

Bk [et"s pal ao Napping our bone-bares aboyt Hiis
wirn, all right? The faith's already starttng o slip o bil
iothem Daneel

e e ot ta shin

o o all awr work Tl be ..;,I nothing, and For .'"-'-.": I
(0 e Qutlands for powers kot how {(m 1G -

Shar explains they'll send for Daneel from Arcadia and
make arrangements for the Ascension ceremony to take place
after a half-revolution of the Orb (12 hours). The importance of
the Ascension takes precedence; Shar will collect and deliver the
party's reward once it's concluded. The PCs are expected to

attend the ceremony, hut may do as they please until then.

DELIVERY: +HE HARD WAY

Strangers in Fortitude are subjeet o alignment checks from peti-
tioners of Arcadia. I the party happens to include a PC of evil
aIigument, the berk is marked soon after arriving
S .; he paints ar one of vour mimber

‘Euil!l Feil herk on the street!™ Others e ot

hufhing hmans and g stour
1IN, alrard vou! one barks, “"Whered vou come

Two members of the Harmonium patrol know of the stolen
holy avenger; if the PCs explain their situation truthfully and
show the sword, the guards hurry them to the Block — trying to
keep the sword hidden from the eyes of the gathering onlookers
— and events proceed as in “Delivery: the Easy Way.” However,
Shar also has a Harmonium mage cast an undetectable alignment
spell on each evil PC. masking his or her alignment for 24 hours,
to prevent further incidents.

If the party resists, the guards try to subdue the PCs and
drag them to the Block for interrogation; four more Hardheads
appear every other round until the PCs surrender, escape. or are
killed. Escaping PCs are hunted until found and won't be able to
show their faces in Fortitude unless it's to surrender.

I s possible to run this encounter with the dwarf
checking for chaotic or true neutral alignment {assume the loom-
ing Ascension heightens fears of any berks who don't cut the
philosophical mustard).

( I 1) (P VAR Va $HALG]:
THACO 17; A!AT 1: Dmg ld8 [st_‘l.ll'lllar] AC 5 (chain mail); HD 4;

hp 29 each; MV 12; SZ var: INT very (12}; ML champion (15); XP
120,

OP+IONAL ENCOUN+ERS

After turning over the sword, the PCs can explore the town at
their leisure until the Ascension ceremony, having any or all of
the following encounters:

INVEST! N T A wizard or priest member of the party is
invited to remain in the Block and help the Hardheads test the
holy avenger to make sure it hasn’t been corrupted. Physical tests
reveal no taint. Strong magic already present in the sword resists
all attempts at dispelling and makes it impossible for detect

magic, identify or similar effects to find Dispater's secret gafe
spell until it's been activated. No powers (il contacted) know of
or reveal the plan.

O wote: A wish spell might reveal but not undo the tam-
pering — if the DM can find a way to fulfill the terms of the wish
without ruining the remainder of the adventure. Otherwise, sim-
ply assume that Dispater's magic is too advanced to be detected
by any nonpower.

Kerpiun tae st Five priests (Plfvar d/P3/Ha/LG) move through
the town, strengthening the resolve of the citizenry for the
upcoming Ascension. They paint Dancel and Guardian as para-
digms of law and virtue, and encourage the PCs to lend their will
to that of the rest of town when all assemble for the ceremony.
Uurs, suiky s One of the PCs accidentally breaks a minor law of
the town — trodding on fresh flower buds. failing to yield right
of way, etc. — and onlookers react with horror. They encourage
the PC to confess her “heinous crime” at the Confessional and
dog her until she agrees 1o do so, fearing that any spark of chaos
might endanger the Ascension.

L ciiant: While eating or relaxing at the Tears of Tyr. the PCs
pick up a number of rumors about the Ascension, including: ein-
heriar and aasimon will arrive from Arcadia to attend: an identi-
cal version of Fortitude similarly ascended long ago: Daneel’s
never been more robust: Factol Sarin of the Harmonium must
remain in Sigil and can’t attend; the gate's green Mame will
engulf the town in soothing warmth.

In addition, however, the PCs find one woman (PI/9 hfo/FL/
LN) who's worried: No one in town’s seen Daneel in some time
and dark rumors whisper of the loss or incapacitation of Guard-
ian. If any of the PCs tell what they know. an agent (Pl/d d/B3/
Ha/LG]) sent by Shar to watch the party warns them not to con-
tribute to “lies of enemies vainly trying to confuse our noble cit-
izens.”

DM i The PCs can ger a room at the inn if they choose
to bed down for the “night” (even though the light side of the
Orh currently Faces that end of town).

Rt «: Frightened screams in a street near the town's sur-
ruuudmg wa]l alert the party to danger; investigating PCs find
the trouble to be 2d10 cranium rats who've scrambled in through
a small crack in the wall.

CRANILM | 110): THACO 19; #AT 1; Dmg 1d4: AC6: HD 1: hp
4 tath MV 15 SD save as creature of Hit Dice equal to group
Intelligence; SZ T (6 inches long); INT var (1 point per every five
living rats); AL NE: ML unsteady (7); XP 65,

THE CEREM®NY
of ASCENSI®N

Twelve hours after turning over the holy avenger to Tonat Shar,
the PCs find that the ceremony to usher in the Harmonious
Ascension is about to begin.

It seems as if the entire population af Fortitiide is marching
— stgaely but surely, in the mose calm and orderdy swarm voi e
cier seen — roward the open Town Squore ai the far end of the

ciry, where the gare to Arcadio resis
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If the PCs resist joining the wave of bodies, they're con-
stantly entreated by passersby to attend the ceremony and
finally ordered to by Harmonium guards trying to keep the
crowds flowing smoothly. If they've seen the gate to Arcadia
before, they notice that it's now much bigger — about 20 feet
rall.

Standing in_frone of the bright, greenish fTame arop the
white _."i"'d”l]lu'l s the patadin Daneel, flanked by tivo elderiy,
imperial dwarves i military garb, Baneel's pight arm Is missing
but i s left he holds alpft the sword Guardian, u tlos
fiercely in his_grasp. The crowds around the Touwn S¢ e
e to arout inte the thowsands, as the ton nspeapie press. for

ward to sce and hear the fabled Dancel, Smiter of Fiend

The DM should role-play various members ol :he crowd
shouting hurrahs, weeping for joy, and clamoring for Daneel —
the PCs should get the idea that the paladin is a much-venerated
symbol of good to the citizens here. In addition, a few folks
should express surprise and concern that Daneel’s missing an
arm. After a few anxious moments, Daneel addresses the crowd,
which erupts in cheers and applause throughout.

‘Belaed citizens of Forritide! Traly on this day vhow ar
blessed, for on (ns day shaly thou aseend tnro e land of perfee-
rion, the land of harmony, the lond of all that is good — ouwr mose
nolle awd rapruraus Arcadial Fsrand now before thee a humbie
gerrant. willing o lend my aid in ushering this cinv firto o e

'] ]

uge of anvity, truth,
rhee, good peopie: Lend me thy flearts — dend my thy minds

tend me thy bodics and iy spirirs. and let the celestiol hosts

] FEsnip

themselves weep from the glow of onur assemblel

As the crowd becomes more attuned to the tenets of law,
harmony, and order, Fortitude begins to slide into Arcadia: The
green flame grows, and ghostly forms of giant trees and moun-
tain peaks begin to appear heyond the town’s surrounding wall.
IT the PCs don't pick up on what's going on, several townspeople
delightedly point out what's happening.

As Daneel pauses in jov al the crowd's qt ragigni
energy, the green flame beliind him continues to flicker higher
and wider, fayming out fike & beilliant Sheet geross the sky, The
scartered eruptions of blissiul ¢heers from the crowd hegin 1o
meld into one electric, crackling wave, an achinglv beauriful song

not dimimished a scintilla by its lack of saund. "Direct thy henrts.,

shouts Dancel, raistng Guardian ingo the air

stronyg _f'!"'g nds,”
“Unleash thy minds!™

The philosophical movement of Fortitude [inally triggers the
gate spell hidden in the holy avenger. Unless ignoring the pyra-
mid, the PCs see the sword crackle with a short, red burst and the
pure glow of the blade suddenly fade away. Any PC who makes
an Intelligence check also spots a small ball of red light — the
spirit of the pit fiend Zaggutch — emerge from the tip of the
sword and sink into Daneel's head. However, the PCs won't be

able to make themselves heard over the still-enraptured crowd.

Daneel motions for the masses 1o case rthetr-concensiraiion for
a moment and strides forward on the pyramid. “Ya knaw.” lie
calls 1o the quicting crowe, 1 think 've had o change of hean
What this buriy really needs is o slag an th7 face.™ Suddenly, ti
paladin swings Guardian growmd, cutting the seck of one of the

dwarf elders behind hinn spilling a hor strean of red blood onto

the weltite pyramid. The thousands fall sitenr almost {nsianiiy,

staring in cold shock. "0, | am sorry,” he savs 1o (he dwarf
4 i I

“Truth hures, don't {12 Then he rurns o the crowd: =Stick with

me. flaggoes — I'll pur things right. O Daneel’ll show ya the fes

aind sun-kissed serenine. And nou' ! beg ol

tering fradh behind ver pack of lies!™ And with thar, the paladin

aisappedars from the pyramid.

The astonished crowd, forced to question their long-held
faith in a respected paladin of legend, begins to break down into
troubled murmurs; the DM should role-play several townsfolk
until the PCs realize the rug’s been pulled out from under them.
their minds hurled into a maelstrom of confusion and doubt, The
green flame of the gate to Arcadia begins to die down, and the
mountains and trees outside the town become less substantial.
The town’s stopped sliding and is stuck between planes,

DM wores IF the PCs refuse to attend the ceremony, Tonat
Shar hurriedly finds them afterward. explains what happened.
and threatens to jail the PCs for somehow having had a hand in
the disastrous events. If they want their reward, he says, they'd
better help put Daneel back in his right mind.

THE DARK ©F I+ ALL

Dispater empowered Zagguich to take the form of a distilled
spirit, charging him with ruining Daneel’s career as a paladin by
committing evil acts that'll be attributed 1o the Smiter of Fiends.
If Zaggutch also stops the Harmonious Ascension — perhaps per-
manently, if the townsfolk remain emotionally shatiered — he'll
be up for promotion in the archduke’s ranks.

If the PCs manage to drive Zaggutch out of Daneel (see
below), the fiend’s spirit tries to take over another body (which
takes one round) and continues o disparage the tenets of good
and harmony. Zaggutch's spirit form can’t harm the PCs; he can
only artack while in command of a host body, using the host's
equlpmenl (the DM can cqulp host bodies as desired.)

Zavouron's powrss: While in a host body, Zaggutch retains
his own spell—like ahﬂmes {including those common to all
baatezu), saving throws, attack rolls, fear aura, magic resistance,
morale, and alignment. The body retains the host’s hit points and
physical strengths and weaknesses (though no special abilities of
the host). Statistics are given below for Zaggutch while in Daneel
and while in spirit form.

Note that because Fortitude is stuck between planes,
Zaggutch can't gate in reinforcements or teleport beyond the sur-
rounding wall of the town — fact is. all methods of entry or exit
(physical or magical) are cut off until Fortitude settles in either
Arcadia or the Outlands. This also means the PCs can't leave, a
fact the party can learn from [rightened residents shouting that
the town's “trapped berween planes.”

Drivint Zatnuien our: The death of a host inflicts no dam-
age on the fend but forces him from the body. IF the PCs use
magic, the DM should follow these guidelines:

+ Spells/effects that dispel evil or magic merely force
Zaggutch to spend the rest of the round regaining full
control of his host body; the fiend can't attack, and
attacks on him are made with a +4 bonus.

#  Spells/effects 1o send Zagguich back to his own plane
merely drive him out of the host body; no one leaves
the town while it's stuck between planes.

+ Spells/elfects that bind a host or affect his mind
l{'}rarm. hold, sleep, ete.) drive Zagguich from the body.

Carrurmne Zanaoroi: While in his spirit form, Zaggutch can't
pass thrnugh any solid magical substance. Thus, the PCs may be
able to trap him within a magical helmet, a suit of sealed magical
armor, or some other magical container.
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I - Now that Dispater's gate spell has been used, 1t
can be detected on the sword by any spells or similar effects that
locate and identify conjuration or summoning magic — magic
that’s not a normal part of Guardian. What's more, while Zag-
gutch is in control of Daneel, the sword loses most of its special
abilities, functioning only as a +2 weapon.

A [t THACO 7; #AT 1; Dmg 1d8 + 2 (long sword);
AC =1 (plare mail +3); hp 74; MV 12; SA fear; MR 50%; SZ M (6
feet tall); AL LE; ML fearless (19); XP n/a.

Spell-like abilities: detect magic. derect invisibility. fireball, hald
person. improved invisibility, palymorph self, produce flame,
pyrotechnics, and wall of fire (each once per round); symbol of
pain (once per day); and wish (once per year).

111 AC 0; HD 13; hp 66; MV FI 18 (A); SA fear; MR
500; SZ T (1 foot diameter]; INT exceptional [16); AL LE; ML
fearless (19): XP 4.000.
Spell-like abilities: none.

REIGN ©F MADNESS

Zaggutch intends not to physically destroy Fortitude or its resi-
dents, but to undermine their faith by committing acts of evil.
With each successful act, Fortitude slides a bit closer to the Out-
lands: the gate's green flame dwindles and the surrounding
mountains and trees became more airy. Ohservant PCs can note
the changes and realize what's happening.

The PCs can block Zagguich's campaign of terror, halting
the town's regression, but Fortitude can’t move all the way into
Arcadia until they confront and defeat Zaggutch in the Confes-
sional (see "Facing the Fiend”, page 62).

The townspeople, easily swayed by Daneel's high Charisma
and accustomed to having great respect for the paladin, remain
conlused and susceptible to Zaggutch's tricks. They can offer
little aid, other than to alert the PCs with their anguished shouts
(“Daneel’s in the Boneyard,” etc.). Harmonium troops are too
busy quelling disturbances in other parts of the city to be on
hand for any of the party’s battles.

Below are a number of encounters in which the PCs can face
off against Zaggutch; the DM's free 1o add others to build ten-
sion before the final confrontation.

M It's not necessary to run all of these encounters or
run them in any particular order. Just let the PCs try to stop the
madness for as long as game play remains exciting and enjoyable.

MARCH ©F +HE UNDEAD

Zagguich appears in the Babbling Boneyard (Area 5) and uses his
animarte dead spell to raise 1d6 skeletons and 1d2 zombies each
round until the PCs arrive.

It nefignied graprestones rarrie off thie praises of
. | e T e e e v oF 1he o
(M il i T a5 TNe unaead MIoNsSiers rise Uy our of e griooind
Is. Danecel stands in the cemoerery.
A0t e fl it ! f (F 1T
r ) | A | Lritif ]
Vi T [ & ! [t

Zaggutch continues to raise undead until personally
attacked by the PCs or until he's raised 30 skeletons and 10 zom-
bies, at which time he teleports away. The undead pursue and
attack the townspeople unless destroyed by the PCs.

wlvanl: THACO 19: #AT 1: Dmg 1d6 (short sword); AC 7;
HD l:hp 6 t‘dE‘h MV 12; SD immune to poison and cold-based
attacks, half damage from edged weapons: MR immune to
charm, hold, sleep, and death magic; SZ M (6 [eet tall); INT non
(0); AL N; XP 65.

Zond| THACO 19: #AT 1: Dmg 1d8; AC 8; HD 2; hp 13
each: MV 6 SD immune to poison and cold-based attacks; MR
immune to charm, hold, sleep, and death magic; SZ M (6 feet
tall); INT non (0); AL N: XP 65.

A SKY AFIRE

Zaggutch teleports to the top of the Orb of Day and Night (Area
6}, where he uses his pyrotechnics ability to create frightening
explosions of fireworks and Mame across the sky, blinding and
scattering the townsfolk,

ENrs & fRe Rind-o

1 ' y
The kind

miind wd

al Eaneel likes nou

Zaggutch uses his wall of fire ability to surround three citi-
zens (Plfvar h/0/Ha/LG) in a ring of flame 20 feet high and 20
feet in diameter, then teleports away. The ring dissipates in ten
rounds, but the screaming sods within die from the heat if not
rescued within three rounds. Any PC walking through the ring
suffers 2d6 points of damage; any PC within the ring sustains
1d4 points of damage per round.

FALSE ALARM

At some location in the city, Zaggutch uses his advanced illusion
ability to make it look like a number of aasimon — devas and
planetars — emerged from a gate to rescue the town, but immedi-
ately caught fire and fell to the ground, writhing helplessly in
agony.

Daseel wares mockingiy at the

hurning agenis of qoad

“Hew, flagaoes, yer just nol needed here, Tyuess the rruth of it all
makes v a it hot doider the wings, eh?" Then he addresses the

tre teys ir's

d vifgorers: "Not oo usefu abowt time [ plit
g rm '.|.- I"I.'\ e n

The thermal component of the illusion makes the Tames and
heat seem real; the frightened townsfolk hover nearby but don't
approach the aasimon, The PCs must prove the illusory nature of
the spectacle to the assembled crowd. Any PCs who actively try
to disbelieve the illusion can save vs. spell; a successful disbe-
liever may influence other viewers, each of whom ean then save
vs. spell with a +4 bonus.

Zaggutch remains at the scene to “taunt” the illusory aasi-
mon, teleporting away only if attacked or il the illusion is broken,

GEN+LE PERSUASI®N

Zaggutch uses his charm person ability to convinee citizens to do
their part against the “wrongheaded™ [orces of harmony. Desper-
ate to place their foundering faith in what they still see as the
paladin Daneel, the poor sods can't resist the spell: They begin
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tearing up the white tiles
of the roads, shouting
out rude slogans against
the Harmonium, and NEVER
breaking into fistfights.

By the time the PCs
arrive, Zaggutch is direct-
ing a citizen ta rip up
a flowerbed: the fiend
immediately teleports
away, leaving ecighi
dwarves under his
influence, all of whom act
independently of the others. The PCs must give each dwarf — one
al a time — a good reason to stop performing his or her particu-
lar action and make a Charisma check at -2; with each success,
the next attempt gains a +1 bonus to the check. A failed check
means the victim immediately attacks the PCs (victims also fight
back il attacked first).

A PC who tries to dissuade an attacking victim can make a
Charisma check at -4: success indicates the sod stops fighting,
bul resumes the action suggested by Zaggutch. A successful dis-
pel magic frees a charmed victim, and any who are bound or
held for five rounds also shake off the effects of the spell.

HE WAS

3UESS |5 - RWE

- & +HmSE

+@ WA+CH

Criizen (8] (Privag n(O/FOILG):

THACD 20: #AT 1: Dmg 1d3 (hands): AC 5 (chain mail); HD 1; hp
6 each; MV 6; SZ M (4 feet tall); INT very (12); AL LN: ML elite
(14); XP nfa.

FACING +HE FIEND

After the PCs have had a chance to fight the effects of Zagguich's
evil throughout the town, the DM should run their final
encounter with the fiend: a showdown in the Confessional in full
view of a captive audience, A [rightened dwarf shouts that
Daneel’s in the Confessional; there. the PCs find Daneel strutting
about on the low. round stage, speaking to the hundreds of calm
citizens [illing the seats.

"Our powers pe Jatled us! D'va realiviltink they care il e
push aff mra their blasted plane or net? B'va really think they'd
spemd o thotghs orer whether we (e or die? Guess again, berks

v “ie heen wnder relr thitmbs so long va can't see the truth in
front o ver lace. Peace? Harmony? Don't make me I'..'rp_..’J.l g~
qoes! It's all dead — just look at me!”

Zaggutch's using an ability granted by Dispater similar to
(but more powerful than) an enthrall spell to mesmerize the
crowd, all of whom give the paladin their undivided attention as
a result. Any PCs who enter the Confessional must successfully
save vs. spell at +4 or become enthralled themselves (PCs save
with a bonus because they don’t share the crowd's natural rever-
ence for Daneel). Enthralled individuals — whether PCs or crowd
members — take no action until 1d8 rounds after Zagguich stops
speaking. and the fiend won't stop unless forced. However,
enthralled PCs can be roused by comrades who make a successful
Charisma check at -4.

Nonenthralled PCs may descend to the stage and fight the
fiend in Daneel’s body, who uses all the powers at his disposal to
humiliate and destroy the party. In addition, a PC not engaged in

direct fighting can try to rally the crowd.

PERFECHLY NICE
KEP+ +& HIMSELF.
B®-+HERED

LY

— A CI+1ZEN of FOR+I+UDE,
cemmeN+ING eN DANEEL'S RAMPAGE

Had -HEY SAY —
QUIE+ @NES
@&U+

RALLYING
+HE CROWD

A PC can try to convince the
crowd to tumble to
what's really hap-
pening and give
their hearts and
minds back to Daneel.
If the DM thinks the
PC's argument is sound,
the cutter gets to make a
Charisma check. Success
indicates that a few audience members (as role-played by the
DM) shout out support to Daneel, reminding him of his devotion
to peace and harmony. Failure indicates the audience remains
unmoved.

If the PC succeeds in rallying the first members of the
crowd, her next attempt to do so gains a +2 bonus 1o the
required Charisma check, thanks to the cumulative effect on the
audience.

For each round in which the audience calls out to Daneel,
the paladin’s subjugated spirit gains strength, and Zaggutch must
focus on reasserting his control over the body. During that
round, Zaggutch can make no arttacks, and all PCs make their
attack rolls with a +4 bonus.

UM woi: The crowd's shouts are effective only iff Zagguich
is busy lighting members ol the party. Otherwise, the fiend's
control over Daneel is too strong to be weakened by verbal
assaults.

PALADIN.

ANY@NE.

YSU'VE GO+

FEBR.

ZAGGU+CH'S TAC+ICS

The fiend won't teleport away from the fight, figuring he wins
either way: II he Kills the PCs. the crowd loses even more faith in
the paladin; if the PCs kill Daneel's body, Zaggutch can just jump
to another host,

At some point during the fight, he tries to trick the PCs into
thinking Daneel's regained control:

[hie I.'J.-'.'lfj;i."I stiddeniy sfaps f?{!i?'.‘ﬁ.‘g.r ani begins (o trembie
He slinkes lis lead, DHvks, amd Tooks ground as iFseeing his Sur-
rownidings for the first time. "Whar = wiat’s going on?*

If any of the PCs cease lighting, Zagguich tries to catch
them off guard with a surprise attack — “Sev whar happens w'hen
" — and resumes the battle with full intensity.

If Daneel’s body is reduced to 12 or fewer hit points,
Zaggutch's spirit really does leave the body and relinquish con-
trol to Daneel — intending for the paladin to be fully conscious
ol his imminent death. Any PCs who make successful Intelli-
gence checks see a small red ball of light emerge from Daneel's
head: all PCs experience the following:

Slop eries the palddin

ver gomd

. stop!” throwing dawn hirs sivvord.

“The foul spirithas, .. has, it is | — Daneel, "The man
collapses al your Jeer.

Zaggutch’s spirit tries to enter the body of a random audi-
ence member and continue to disillusion the crowd, repeating
this trick until finally captured or killed.

DN pore: Zaggutch won't leave Daneel if the paladin's
body is imprisoned or held. Fact is, the fiend tries to rally any
nearby townspeople to rescue him from the hands of the “evil

bashers™ (the DM can decide if and how the onlookers comply).
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THE FA+E er FOR+I+UDE

Not knowing the dark of Dispater’s plan, the Harmonium simply
thinks that Daneel’s turned stag on the faction, believing he's
been driven barmy by the vicious attack in which he lost both
his arm and Guardian. The Hardheads want Daneel scragged,
tried, and executed for blowing the Harmonious Ascension.

Once the PCs have defeated Zagguteh (by capturing or
killing the spirit), Harmonium troops arrive and grab Daneel.
dragging him to the Town Square for an immediate public forum
on his crimes. Any PCs who try to intervene are told they can
make their case after the paladin's been charged.

I

Thousands of rownspeople again degin 1o gather around

pyranid. its weak and dim _flame a pale reminder of how power-

filiy it once had bumed, the mosintains and trees that had begun
0 take shape ourside the town now fittle more thean blorey our-
tnes agqamnst ine gray sy, However, the murmuring crowd seems
mare disturbed by the sighr of Harmonmiwm guards on top of the
'-'..'ii,'r'lia.l'-'.. ulfering Daneel, Smirter of Fiends, as a prisonet far

Idilgmunt

The Hardheads charge Daneel with spilling innocent blood,
committing evil and destructive acts, betraying the faction, and
preventing the ascension of Fortitude into Arcadia. Daneel,
wounded and dazed, has only vague recollections of what hap-
pened while he was inhabited by Zaggutch, and swears that
someone — or something — seemed to take over his body. How-
ever, he accepts responsibility for his actions and agrees that he
should be put to death.

At this critical juncture, the PCs can decide the ultimate fate
of Fortitude by remaining silent or speaking in Daneel’s defense.

REMAINING SILEN+

If the PCs do nothing, the Harmonium — not realizing the conse-
quences of their actions — successfully convinces the crowd that
Daneel did, indeed, turn stag. The Hardheads persuade the crowd
to call for the former paladin’s death — the final straw in their
loss of faith that propels the town back to the Outlands.

\s the people turn against Daneel, dark ripples of despair

and NG seem o wnash across the entire fowa. A lont buzzh i
like a swarm of insects pervades your senses, o tuisted reflection
af the melody of peace that seemed poised ro sweep the fown

Arcadia. The green flante on the pyramid duindies to the size ol

a halfting, its glokr oo dimt wow' even for reading, and the spee-
tretd mountains and trees fade complerely from the sky, The
grownd doesn’'t move, bul the weight i vour liear! rells vou that

Fortitiede's fallen back to its patch of dirt on the Outlands

The DM should role-play the despair of various townspeople
to make sure the PCs realize what's happened, then proceed to
“Aftermath,” below.

DEFENDING DANEEL

If the PCs speak in Daneel’s defense, they can try to convince the
Harmonium and the crowd of Daneel's innocence in the martter,
and even inspire the townspeople to greater heights of solidarity
by rallying them against the defeated forces of evil.

As evidence, the PCs can point out the glowing red spirit,
their encounter with Zaggutch in the ron Tower, the change in the
paladin’s manner of speaking. and the gare spell on the sword (if
they found it). PCs who help defend Daneel in spite ol their align-

ment serve to increase the collective harmony of the gathering.

What's more, if the PCs captured or killed Zaggutch's spirit
in front of onlookers, those witnesses tell what they saw. adding
to the crowd’s acceptance of the party’s argument. Presenting
and killing the captured spirit in [ront of the crowd is even better
(besides, the town might not slide into Arcadia if the fiend's
spirit is still alive).

The DM should try to make a decision based on the quality
of the role-playing. IT the PCs vigorously defend Daneel and rouse
the crowd into a state of lawful harmony, the scales tip and Forti-
tude slides into Arcadia. However, if the DM wants to measure the
success of the arguments more exactly, he or she can require the
PCs 1o make an initial successful Charisma check at -10 and add
4 +2 bonus to subsequent checks for each bit of “evidence” pre-
sented to the crowd.

In any case, if the PCs are successful, read or paraphrase the

following:

As vou speak, you gofice fig of ]
grovtang targer and erger, cansuming the shy in g jade e
that warms vour sbin thoro 164 | L 5
boead of <uvvet. The ahostv trees thi wered insubstantiall
Sicde the o seldify ono ngqgiry ouae I e wispy mounin
peaks cnvsia e o a gleaming riae of 1ce=capped clifrs
sily U _'l-’H. 1 the {1558 mbled thousands s Vour ke i
the Hames sty vecede trom the sk ol see e saoky dgras
haze has been swepr au I field of fawles AT

The DM can role-play the delight of the townspeople to
make clear what's happening to PCs still in the dark, then pro-
ceed to "Aftermath,” below.,

D0 worr e If the PCs killed Daneel during their battle, the
Hardheads simply drag his corpse to the Town Square and
posthumously charge him with the crimes. The PCs can still try
to explain the dark ol the situation and rally the crowd toward
lawful harmony, but they have a much harder time. The DM can
insist on top-notch role-playing or saddle the PCs with even
heavier penalties on their Charisma checks.

AF+ERMA+H

IT the PCs helped push Fortitude into Arcadia, the Harmonium is,
at first, annoyed that the party dared to challenge their accusa-
tions against Daneel. However, once the results become clear, the
faction hails the PCs for managing to defeat the plot against the
Ascension, never realizing that Daneel was the primary target.

Tonat Shar gives the PCs the full amount of the promised
reward for delivering the sword and can even he 1alked into
upping the jink another 2,500 gp for the party’s rescue of the
town. The dwarfsmith Grimbrech Stonehammer escorts the PCs
to the halls of Mount Clanggedin, where each PC gets to choose
one magical item from the dwarves’ vast armories. [The DM can
specify whatever weapons. armor, or other items he or she
wishes to have among the choices.)

Daneel is stripped of his status as a paladin. However,
because Daneel’s evil actions were magically influenced, an
agent of the power Marduk permits him to undertake a danger-
ous quest to atone for his misdeeds; if he’s successful, his status
will be restored, The agent asks the PCs to accompany Daneel on
the quest to atone for bringing the tainted sword to Fortitude in
the first place (an ideal jumping-off point for a new adventure),
but he doesn't compel the party to do so.
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As the PCs eventually discover, Fortitude’s ascension doesn’t
leave a hole on the Outlands. The town's not called “the Egg” for
nothing — in a mysterious rebirth, another copy of the burg ap-
pears in the same spot on the Outlands, containing similar build-
ings but different residents. The DM can have a member of the Har-
moniun, lightheaded with joy over the Ascension, share the fol-
lowing legend with the PCUs: Other versions of Fortitude have
ascended before and many more will ascend in the future, but if the
town goes over enough times (though no one knows how many),
sonwlhmg wondrous will finally take its place on the Outlands.

! . If Farritude slid back to the Outlands.
the mood in town is more grim. Daneel undergoes a public Cere-
mony of Disgrace and is summarily executed by the Harmonium
for his crimes, Since the PCs did return the holy avenger 1o Forti-
tude as agreed. Tonat Shar delivers the promised jink — but not a
coin more — and Grimbrech Stonehammer allows each PC to
choose a magical Item from Mount Clanggedin. However, the
Harmonium indirectly blames the PCs for bringing the tainted
sword in the first place and treats them with hostility in the
future. What's more, the PCs are wamed they'll be scragged and
imprisoned for life if they breathe a word of the failed Ascension
10 dnyone.

BAA+ELIU POWERS

S L Most baatezu have individual spell-like abili-
ties, usable at will once per round unless otherwise indicated. All
bautezu except for lemures, nupperibos, and spinagons also have
the following abilities, which are not listed in the statistics given
throughout this adventure: adranced illusion, animate dead,
charm person, infravision, know alignmenr (always active), sug-
gestion, and teleport without ervor.

All baatezu except for lemures and nupperibos can use a
gate ability to try to summon other baatezu. Statistics in this
adventure note how often they can try, the chance of success, and
the type and number of baatezu that can be summoned.
REgesieaon: Lemures, nupperibos, and abishai regenerate 1 hit
point per round from most damage (refer to the PLANESCAPE
Monstrous Compenpium Appendix for more information). Lemures
and nupperibas regenerate from any condition, including ashes.
Cornugons, gelugons, and pit fiends regenerate 2 hit points per
round,

TABLE [1: EFFEC+S

S+*@RY AWARDS

In addirion to experience points gained rthroughout the adven-
ture, the DM should give the PCs awards for completing the fol-
lowing tasks:

i 4] WIOR I [

ence points.

S G. ZAG 1]
Wi & |

- All PCs receive 5,000 experi-

All PCs receive 2,500 expe-
rience points,

I » Arcania: The DM can award experience
points based on role-playing and on whether each PC acted in
accordance with his or her alignment. Among PCs whose align-
ment required them to help push Fortitude into Arcadia, those who
did the most receive 3,000 XP. those who did less receive 2,000
XP, and those who did the least receive 1,000 XP. The same guide-
lines apply to PCs whase alignment required them to try to prevent
Fortitude from sliding into Arcadia,

AN APPENDIX: ©N BAA+OR ano +HE BAA+EZU

TABLE I: DAMAGE INFLIC+ED @N BAAF+EZIU

ATTACK TFORM DAMAGH
Acid Full
Cold Half "
Electricity Full
Fire None
Gas Hall
Iron weapon None
Magic missile Full
Magical weapon Full
Nonmagical weapon None ™
Poison None
Silver weapon Full

Gelugons suffer half damage from fire, none from cold.
Lemures, nupperibos, and spinagons suffer full damage.
Amnizu, cornugons, gelugons, and pit fiends suffer half.

BN MAGIC IN AVERNUS AND DIS

Caster must make successful spellcraft proficiency roll or Intelligence check at =5 1o control conjured/summoned

SLINALINLT creature,

) o Attracts baatezu to caster. Results of spell presented as grimly as possible.
: Avernus: Earth/fire spells intensified: air/water spells diminished.
Dis: Earth/fire spells intensified; air/warer spells impossible.
Caster of healing/life spells must make successful save vs. spell. Spells to cause damage/pain or control undead cast as il

caster were one level higher.

No wild surges or spells above 4th level. All spells cast as if caster were one level lower.
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RIRES ef DIS
| Steve Perrin :gd Ray Vallese

IN #*HE ©U+ER PLANES, A HOLY SWORD
CAN BE A FIEND’S BES+ FRIEND,
ESPECIALLY WHEN +HE ©WNER WAN+S I+ BACK. . ..

Sneaking into the second laver of foul Baator ain't easy, but with a little help from the right
high-up men, it can be done. "Course, exactly who the right high-up men are can give a basher
pause, so it's often best not to ask. But there’s.a sword fo be found, and bloods needed to find
it. Truth is, those who don’t end up lost are sure to find out that no good deed goes unpunished!

Fires of Dis is a PLANESCAPE ™ adventure for four to six characters of 5th to 9th levels. From Sigil, the
City of Doors, the heroes plunge head-first into a dangerous journey across the Outer Planes. Their
quest for a stolen sword leads them to the hostile gate-town of Ribcage, the treacherous plane of
Baator, and the disciplined burg of Fortitude — a gate-town teetering between two planes, just wait-
ing for something to tip the scales. Your player characters need wits as keen as their steel to brave
the fires of Dis — and survive!
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