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Encounter l"evel 1, (678 XP) 

Setup 
3 phantom brigade armigers (A) 
6 phantom brigade squires (S) 
Brother Splintershield (B) 

Unfortunately for Brother Splintershield, the outbreak 
of the plague is part of a trap set by the scorned ghost, 
Salazar Vladistone. The spirit wants to kill the cleric to 
break the cleansing ritual that bars him from Inverness. 
Soldiers from the Phantom Brigade, a ghostly army 
composed of the spirits ofNerath soldiers, have been 
suborned by Vladistone. They lay in wait for Splinter-
shield, prepared to kill him. 

The moment the cleric completes the ritual, he trig-
gers Vladistone's trap. 

When the ritual is about to be finished, read: 

Brother Splintershield's chantins reaches a crescendo as 
divine power fills the air. At the instant of the ritual's comple-
tion, a familiar burst of cleansins enersy spreads over the 
area just as it did durins the founding ofll1verness. 

An instant later, a second pulse of enersy, this one vile 
and oily, stagsers you. Recoverins your wits, you see a shostly 
spear juttins up from the wound, piercins Brother Splin-
tershield's chest. Slowly, a phantom soldier rises from the 
snow-covered soil, sarbed in ancient vestments. Grippins its 
weapon purposefully as it ascends, the shost forces the spear 
through the cleric with a sici?ening noise. 

Brother Splintershield's .mouth hangs open in shod? Sev-
eral more spectral soldiers rise from the wound nearby. 

WHAT IF BROTHER 
SPLINTERSHIELD LIVES? 

If by good tactics and good fortune, the adventurers 
prevent the members of the Phantom Brigade from 
slaying Brother Splintershield, don't railroad the 
dwarf's demise. Instead, much to the cleric's surprise, 
being nearly killed is enough to break his connection 
to the protection ritual. In this case, allow Brother 
Splintershield to assist the heroes in the next session's 
events-though with no healing surges remaining it 
seems likely that the dwarf will eventually come to 
a painful end. 

HP 40; Bloodied 20 
AC 15, Fortitude 16, Reflex 14, Will 13 
Speed 6; phasing 
Immune 

Insubstantial 

Initiative +2 
Perception +4 

Darkvision 

The armiger takes only half damage from any damage source, 
except force damage. 

Unrelenting Brigade 
Whenever an ally who also has this trait drops to 0 hit pOints 
within 5 squares of the armiger, the armiger gains a +2 power 
bonus to attack rolls until the end of its next turn. 

Soul bound Bardiche (psychic, weapon) At-Will 
Attack: Melee 2 (one creature); +8 vs. AC 
Hit: 1 dl 0 8 psychic damage. 

+ Charging Rebuke (psychic, weapon) At-Will 
Eflect: The armiger charges and makes the following attack in 

place of a melee basic attack. 
Attack: Melee 2 (one creature); +8 vs. AC 
Hit: 1 dl 0 + 4 psychic damage, and the armiger can push the 
target up to 1 square and knock it prone. 

(> Furious Sweep (psychic, weapon) At-Will 
Attack: Close blast 2 (creatures in the blast); +6 vs. Reflex 
Hit: 1 dl 0 + 4 psychic damage. 

Str 16 (+4) Dex 12 (+2) 
Can 17 (+4) Int 13 (+2) 

Wis 16 (+4) 
Ctta 13 (+2) 

Alignment lawful good Languages Common 

HI' 1; a missed attack never damages a minion. 
AC 19, Fortitude 17, Reflex 15, Will 14 
Speed 6; phasing 
Immune 

Unrelenting Brigade 

Initiative +4 
Perception +2 

Darkvision 

Whenever an ally who also has this trait drops to 0 hit paints 
within 5 squares of the squire, the squire gains a +2 power bonus 
to attack rolls until the end of its next turn. 

Soulbound Short Sword (psychic, weapon) At-Will 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 4 psychic damage. 
Spectral Crossbow (psychic, weapon) At-Will 

Attack: Ranged 10 (one creature); +8 vs. AC 
Hit: 4 

Shielding Martyr At-Will 
Trigger: An enemy hits an ally adjacent to the squire with a melee 

attack. 
Effect (Immediate Interrupt): The squire becomes the target of the 
attack. 

Str 19 (+5) 
Con 16 (+4) 

Dex 12 (+2) 
Int 14 (+3) 

Wis 12 (+2) 
Cha 11 (+1) 

Alignment lawful good Languages Common 

HP 40; Bloodied 20 
AC 18, Fortitude 14, Reflex 12. Will '15 

Initiative +4 
Perception +11 

5 vision 

Stand the Ground 
Brother Splintershield can move 1 square fewer than the effect 
specifies when subjected to a pull, a push, or a slide. 

Steady-Footed 
Brother Splintershield can make a saving throw to avoid falling 

when an attack would knock him 

Mace (radiant, weapon) At-Will 
Attack: Melee 1 (one creature); +7 vs. AC 
Hit: 1 d8 + 3 radiant damage. 

+ Smite Foe (radiant, weapon) Encounter 
Attack: Melee 1 (one creature); +7 vs. AC 
Hit: 2d8 + 3 radiant and the 

Healing Word (healing) Encounter 
Effect: Close burst 5 (Brother Splintershield or one ally in the 

burst). The target can spend a healing surge and regains an addi-
tionall d6 hit points. 

Skills Diplomacy +10, Religion +6 
Str 16 (+4) Dex 11 (+1) 
Con 13 (+2) Int 14 (+3) 

Wis 18 (+5) 
Cha 12 (+2) 

Alignment lawful good languages Common, Dwarven 
Equipment leather armor, mace 

Tactics 
At the outset of combat, Brother Splintershield has 
taken 18 psychic damage fi'om a Phantom Brigade 
armiger's critical hit. 

Phantom Brigade Armiger: The three armigers 
are concerned only with their primary mission: the 
death of Brother Splintershield. Their top priority is to 

surround and slay the cleric. They ignore other crea-
tures in favor of striking Brother Splintershield down. 
Once that is done, they turn their eHorts on any heroes 
who remain. 

Phantom Brigade Squire: The squires are tasked 
with running interference so the annigers can com-
plete their mission. The squires focus on distracting the 
heroes as long as possible. If any squires are close to the 
cleric, and the adventurers aren't in danger of interfer-
ing, they take a swipe at the dwarf to hasten his demise. 

Brother Splintershield: Brother Splintershield 
probably has no healing surges remaining-he spent his 
to heal at the conclusion of the previous encounter. As a 
result, he cannot use his healing on himself. Still, he is 
a true champion-if he manages to live for a few rounds, 
he aids any heroes who are injured. 

When Splintershield dies, the characters can see a 
flash in the sky coming from the direction ofInverness. 
The flash indicates that the protective shield over the 
town has disappeared. 

Features of the Area 
Illumination: Dim light. The attack takes place at 

night, but the area is under a full moon. 
Shrubs: The foliage is difficult terrain. 
Trees: The area of the clearing is filled with a 

number of small, skeletal trees. Because they are so 
thin and wiry, the trees proVide only partial cover and 
do not block movement. 

Treasure 
Brother Splintershield has a magiC item from the Trea-
sure Table on him. (Roll once to determine which item 

it is.) The characters can choose 
to take it with them. Naturally, 
Brother Splintshield would 
want them to use the item to 
defend Inverness. 

Development 
The heroes likely want to beat a 
hasty retreat back to the village. 
They can leave the forest with 
no difficulty, but at the end of 
the hour or so it takes to arrive 
within Sight ofInverness, they 
realize they are too late. In the 
distance, the night sky glows 
yellow and orange as the village 
ofInverness burns. 



Inverness, the village built in the ruins of the ancient 
castle, is burning. Worse, ghosts swarm the pJace. 
vVhen the session begins, read: 

It talles more than an hour to trudge from the site of your con-
frontation with the 9 h05tly spirits in the Harlwn Wood to a 
place where you can see the hill atop which sits the new settle-
ment. You are horrified to find Inverness in flames. Fire rises 
from several buildings, flickering above the walls of the ruined 
castle. Against the yellow-red sllyline, the outline of the Ghost 
Tower looms malignantly. 

Through various breaks in the walls, you catch glimpses 
of settlers fighting fires and combating spectral soldiers simi-
lar to the ones that you fought in the woods. The embattled 
citizens are in dire need of your abilities. Unfortunately, 
dozens of ghostly guards patrol the area between the woods 
and the village proper. They are alert and moving with 
military precision. 

SKILL CHALLENGE: 
SNEAKING INTO 
INVERNESS 
The heroes must make their way across the fields that 
lead to the village without being seen by the spectral 
soldiers. The patrols are numerous, but they have a 
wide area to cover. If the heroes are skilled and lucky, 
they can arrive in Inverness without triggering a gen-
eral alert among the attackers. 

The skill challenge begins when the heroes emerge 
from the Harken Wood and start making their way to 
the road leading up the hill to Inverness. No real time 
pressure exists, allowing the heroes to make any prepa-
rations they desire before the challenge starts. 

When the skill challenge begins, read: 

The large, open fields that separate the Harken Wood from 
the road leading into Inverness are crawling with ghostly sol-
diers. You must cross this area without drawing attention if 
you are going to get into the village and help your friends. 

Level: 1 (XP 150). 
Complexity: 1 (reqUires 4 successes before 3 failures). 
Time _Frame: Each character can make a check in 

this challenge once per round as a standard action. 
Primary Skills: Athletics, Nature, Perception, Stealth. 
Athletics (DC 13): The hero dashes across the 

open ground quickly while the ghostly soldiers are 
distracted. 

Nature (DC 13): The hero identifies the optimal route 
across the fields-one that has good cover and fewer 
obstacles that might slow the party's advance. 

Perception (DC 13): The hero keeps an eye out for 
the Phantom Brigade soldiers and tell the other heroes 
when to hide. 

Stealth (DC 13): The hero sneaks across the fields and 
help others move silently and swiftly toward the road. 

Secondary Skills: Insight, Religion. 
Insight (DC 21): The character spots patterns in the 

Phantom Brigade's movements, allowing the party to 
anticipate where the ghosts will be and, more impor-
tant, where they will not be. Success grants a +1 bonus 
to the next primary skill check in this challenge. 

Religion (DC 21): The character uses his or her knowl-
edge of ghosts to predict and counteract the actions of 
the Phantom Brigade. Success grants a +1 bonus to the 
next primary skill check in this challenge. 

Success: The adventurers make their way across 
the fIelds leading to Inverness without alerting the 
swarming ghosts. Because they avoided detection, they 
surprise the Phantom Brigade soldiers in the subse-
quent encounter. 

Failure: The heroes are spotted by the Phantom 
Brigade patrols as they attempt to enter Inverness. 
Strangely, the ghostly warriors make no move to stop 
the party. The soldiers do warn their comrades inside 
ofInverness, however. No benefit is gained in the subse-
quent encounter. 

ON 
After the heroes make their way across the field to the 
base of the road leading into Inverness, they spot Mal-
gram and some villagers coming away from the town 
toward them. Read: 

The village of Inverness continues to burn on the top of the 
hilI in front of you. Silhouetted against the j1ames, you see a 
group of refugees from the village descending the road toward 
you. At the head of the column, loohng wounded and hag-
gard, strides the half-ore captain of the watch, Malgram. The 
group pushes past you scarcely in control of their panic, but 
Malgram stops and leans heaVily on his spear. 

"It is good that you live. Sadly, Inverness is lost." 

at bay by the crystals. Clearly, the animals 
of the area were infected after drinking 
from this pool. 

The adventurers might conclude that the 
source of the disease is beneath the surface 
of the pond. Any character who has a high 
Wisdom or training in Nature can point out 
the danger of being soaking wet outdoors in 
the winter. He or she suggests following the 
stream before plunging into the pond. 

E. The Ravaged Trees 
Some stretches of the forest are marred. 
When the heroes enter one of the sections 
ravaged by the Abyssal plague for the first 
time, read: 

The trees in this area show signs of infection. 
They have developed the same crystal lesions, 
each of which is filled with gold flecks. Some trees 
are more affected than others. The worst of them 
look as though their growth has been shaped 
in strange, chaotic ways. Branches reach out in 
myriad directions, casting gnarled and sinister 
shadows across the snowscape. 

It should be obvious to the players by now 
that the plague is extremely volatile and 
contagious, spreading to plant and animal 
life alike. A character who makes a DC 13 
Nature check discerns no obvious pat-
tern concerning which trees are infected 
and which remain untouched. This lack 
of uniformity suggests that the plague isn't 
airborne, but instead is spread by contact 
between infected hosts. Any hero whose 
check beats the DC by 5 or more also notices that the 
crystalline growths cause unnatural growth patterns 
that are harmful to the trees' survival. 

F. The Plagued Corpse 
If the heroes follow the frozen stream backward from 
the tepid pool, they discover the source of the plague: 
the well-placed corpse of a plague demon. When the 
heroes reach this clearing, read: 

Up ahead, the trees thin, the115urround a small clearing. A 
grisly Sight greets you in the middle of the open area. The 
corpse of a large, monstrous creature lies rottinf) in the clear-
inf), its body nearly overgrown with red crystals. The creature 
is generating an intense, supernatural heat-it has melted the 
surface of the stream and is causing a rivulet of water to j10w 
beneath the ice downstream toward the pond. 

Start 
Area 

This corpse was put here, as the heroes are about to dis-
cover, by the malevolent ghost Salazar Vladistone. 

Brother Splintershield approaches the corpse 
and says: 

"It's some manner of demon, but I've never seen its like. This 
siclmess must be some kind of Abyssal plague-a malignancy 
brought here from beyond our plane. Perhaps I can cleanse it 
with a ritual." 

Brother Splintershield begins to perform a cleans-
ing ritual. For the next ten minutes, the adventurers 
can assist him in purging the clearing of the corrup-
tion of the Abyssal plague, or they can keep an eye out 
for trouble. 



Now that they have determined the fate of the missing 
foresters, Brother Splintershield has asked the heroes to 
explore the Harken Forest to find the source ofthe mys-
terious sickness plaguing I nverl1ess. 

The area where the loggers were found is depicted 
in the area map on the opposite page. The heroes can 
explore the regions in any order they wish. Eventually, 
after the party has had the opportunity to investigate 
the various locations, it arrives at the plagued corpse, 
triggering the encounter on page 28. 

Reward: The party gains an additional 125 to 175 
XP for each of the six locations it explores. 

A. The Unaffected Forest 
Several tracts of unaffected forest are scattered around 
the area that the heroes are searching. The first time 
they enter such a locale, read: 

You emerae into an area dense with trees. During the sprina 
and summer, they would be covered in enouah foliage to bloc!.: 
out the sun. Now, the trees are bereft of leaves, and the moon 
shines briahtly enouah that YOll scarcely need a lamp or torch. 
Little appears to be out of place, except for the eerie silence 
that has settled over the woods since YOlL encountered the loa-
8ers from Inverness. The quiet is brohen only by thc snow that 
crunches beneath your feet. 

Further exploration reveals that this section of the 
forest is unaffected by the plague. Heroes who have 
training in Nature can confIrm that the area holds 
no signs of anything out of the ordinary (no skill 
check reqUired). 

B. The Red 
The chaos demon corpse (see the section below) fIrst 
appeared in the world here. When the heroes enter this 
locale, read: 

Most of the trees in this arca have been !.:noched down and splin-
tered by some weat force. A mound of earth sits at the centcr of 
the destruction. The pilc's concave center contains several crys-
talfonnations similar to those left by the mysterious plaaue. 

A hero can make a DC 13 Perception check to recognize 
that something was dragged away from the crater-some-
thing large, and heavy. Additionally, a DC 19 Arcana 
check reveals that some planar warping hovers around 
the edge of the crater. Such phenomena suggest that 
something was forcefully pushed into the world from 
another plane, creating this crater when it happened. 

C. The Dead Bear Cave 
The Harken Forest has caves aplenty. More than a few 
of these hideaways become hibernation dens for bears 
during the winter. When the heroes arrive at the edge 
of this cave, read: 

As you approach a cave that opens into a hillside, a horrible 
stcnch assaults you. Even in the depths of winter, when the 
cold stems the speed of decay, somethi118 appears to have 
died inside. 

If the heroes explore the shallow cave, they discover 
a pair of black bears that have clearly been dead fi)r 
several days. Both animals bear the now-familiar crys-
tal-HUed lesions on their bodies. A character who makes 
a DC 13 Heal check determined that the bears died 
from wounds inflicted by each other-as though they 
were driven to tear into each other with their claws. 

A character who succeeds on a DC 13 Perception 
check can tell that no other animals have entered the 
cave since the bears' deaths. Someone who makes a 
DC 9 Nature check realizes the unlikeliness of this 
situation occurring naturally. Normally, scavenging 
creatures would have long since devoured the car-
casses. The infection has kept other animals away, 
preserving the bears for the adventurers to discover. 

The heroes notice few signs of other infected plants 
or creatures in the area. The bears must have con-
tracted the plague somewhere outside the cave, then 
returned to it. 

D. The Tepid Pool 
The heroes follow an ice-covered stream to a large pool 
of water. Although much of the pond is covered in ice, 
the watery areas are laden with strangeness. vVhen the 
heroes arrive, read: 

A pool of water no more than 20 feet across lies in the clear-
ina ahead of you. A pond of this size should be frozen solid 
this dcep into winter, but this one is only partially frozen. 
Larae aaps in the ice show blacl< watcr underneath. The cdacs 
of the breahs fester with red crystals, apparently heepina 
the ice from advanciJ1a. Faint wisps of steam rise from the 
water's swface, indicatina that the liquid is warmer than the 
wintry air. 

This tepid pool of water is where the foresters of 
Inverness contracted the Abyssal plague. A character 
who makes a DC 13 Perception check can identify 
the remains of the loggers' camp. Among the debris is 
a tin cup, the inside of which is covered with crystal-
line growths. A character who makes a DC 13 Nature 
check discovers signs of animal passage in the area, 
especially in a place by the bank where the ice is held 

Assuming Brother Splintershield has perished, 
Malgram continues: 

He pauses, tal<ina in the aroup as a whole. "';Vhere is Brother 
Splintershield?" 

Malgram listens to the heroes' answer with inCl"eas-
ing grimness, then nods and offers his respectful 
condolences for the cleric's death. Despite his dis-
agreements with the cleric, Malgram clearly respected 
what Brother Splintershield had done for the village 
ofInverness. 

in turn, Malgram fills the heroes in on what has hap-
pened since they headed into the Harken Wood. The 
captain provides the follOWing information. 

.. Malgram's group of searchers found no sign of the 
missing foresters. After a time, they returned to 
Inverness to wait on the heroes' and other parties' 
return. 

.. Suddenly, a shudder echoed throughout the area. 
raldyra alerted Malgram that the barrier protecting 
Inverness from harm had fallen. 

.. Shortly thereafter, several ghostly warriors began 
marching up the path to the village. More specters 
appeared within moments and began firing flaming 
arrows into the village, starting the blaze. Over the 
course of the next hour, the ghostly soldiers over-
whelmed the village's defenses. They were led by the 
same ghost that threatened Brother Splintershield, 
Salazar Vladistone. 

.. Malgram and the surviving guardsmen eventually 
stopped fighting the ghost warriors and focused 
their efforts on getting the villagers out. Despite 
their efforts, many villagers remain inside Inverness, 
including Faldyra. 

After Malgram briefs the heroes, he tells them that 
he is going to see his group of refugees to a safe distance 
away, then get them pointed toward Harkenwold. If 
the heroes warn him about the ghostly patrols, Mal-
gram looks even more ashen-faced, but vows to do his 
best to help the refugees make their way to safety. He is 
anxious for any advice the adventurers can give about 
the terrain. 

Malgram asks that the heroes enter Inverness and 
rescue Faldyra and the remaining villagers. He bids 
them good luck, then adds these ominous parting 
words: "Fight well. VVe will meet again-either in Har-
kenwold or in the realm of the Raven Queen." 

Reward: For talking to Malgram, learning the fate 
of the town, and accepting his request to rescue the 
remaining villagers, the party gains an additional 600 
to 800 XP at the end of the session. 



FIGHTING PHANTOMS 
Encounter Level 2 (678 XP) 

Setup 
2 Phantom Brigade justiciars (J) 
1 Phantom Brigade armiger (A) 
6 Phantom Brigade squires (S) 

As Inverness burns around them and citizens flee for 
their lives, the heroes confront members of the Phan-
tom Brigade. At the center of town, the characters come 
upon a group of Phantom Brigade soldiers moving from 
building to building and methodically driving people 
out of their homes, killing any who resist. 

If the heroes succeeded in the skill challenge to 
sneak into Inverness, they get the drop on the ghostly 
soldiers. In this case, the adventurers gain the benefit 
of a surprise round and a +2 bonus to attack rolls for 
the encounter. 

If, however, the heroes failed to sneak into the village 
ofInverness, the Phantom Brigade soldiers are pre-
pared for their arrival. The party gains no benefit. 

When the heroes reach the center of the village, 
read: 

The viIla[]e is in flames around you. Despite the spectral 
nature of the j1amin[] arrows, the []hostly soldiers have no 
dUJlculty spreadin[] the fire. A dozen phantom soldiers are 
movin[J throu[Jh the town, enterin[] homes and businesses 
without botherin[] to open the doors. Soon after, the inhabit-
ants either come nLshil1[J out, or screams are heard that cut 
off abruptly. 

The soldiers are clearly drivin[J the inhabitants from their 
homes with a purpose. All too soon, they once a[Jain con-
ver[]e in the middle of the street, silently coriferrin[J with one 
another before movin[J on to the next home. 

Tactics 
Although the scene that the heroes have entered is 
horrific, the Phantom Brigade soldiers have not been 
specifically ordered to slaughter the inhabitants of the 
village. Instead, they are supposed to drive the villagers 
out of Inverness, attacking only those who resist. The 
Phantom Brigade soldiers follow their commands to the 
letter, with no room for interpretation. 

Justiciars and Armigers: These soldiers have been 
ordered to deal with the villagers who refuse to leave. 
When the heroes intervene, the justiciars immediately 
identify the most capable warriors and engage them. 
They view the best armed and armored heroes as the 
true threat on the battlefleld just as they would have 
in life. The spectral warriors leave any spellcasters for 
their squires. 

Squires: The squires were trained in life to provide 
support for their superiors. They swarm any heroes that 
the justiciars do not engage. 

HP 33; Bloodied 16 
AC 15, Fortitude 13 Reflex 16, Will 13 
Speed 6: phasing 
Immune 

Blind Justice. Aura 1 

Initiative +4 
Perception +2 

Darkvision 

Enemies take a -2 penalty to attack rolls while in the aura. 
Insubstantial 

The justiciar takes only half damage from any damage source, 
except force damage. 

Unrelenting Brigade 
Whenever an ally who also has this trait drops to 0 hit points 
within 5 squares of the justiciar, the justiciar gains a +2 power 
bonus to attack rolls until the end of its next turn. 

Soulbound Hammer (psychic, weapon). At·WiIl 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 1 d8 + 6 psychic damage. 
Hurled Hammer (psychic, weapon) • At-Will 

Attack: Ranged 5 (one creature); +8 vs. AC 
Hit: ld8 + 6 psychic damage. + Evade alld Strike (psychic, weapon) • At-Will 
Effect: Any marks on the justiciar end, and the justiciar shifts up to 
4 squares before making the following attack. 
Attack: Melee -I (one creature): +8 vs. AC 
Hit: 1 d8 + 6 psychic damage_ 

Skills Insight +9 
Str -13 (+2) 
COil 14(+3) 

Dex 18 (+5) 
Int 15 (+3) 

Wis 17 (+4) 
Cha 16 (+4) 

Alignment lawful good Languages Common 

HP 1; a missed attack never damages a minion. 
AC 19. Fortitude 17. Reflex 15, Will 14 
Speed 6; phasing 
Immune 

Unrelenting Brigade 

Initiative +4 
Perception +2 

Darkvision 

Whenever an ally who also has this trait drops to 0 hit points 
within 5 squares ofthe squire, the squire gains a +2 power bonus 
to attack rolls until the encl of its next turn. 

Soulbound Short Sword (psychic, weapon) • At-Will 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 4 psychic damage. 

@ Spectral Crossbow (psych-ic, weapon) • At-Will 
Attack: Ranged 10 (one creature); +8 vs. AC 
Hit: 4 

Shielding Martyr. At-Will 
TrifJfJer: An enemy hits an ally adjacent to the squire with a melee 

attack. 
Effect (Immediate Interrupt): The squire becomes the target of the 
attack. 

Str 19 (+5) 
Con -16 (+4) 

Dex 12 (+2) 
lilt 14 (+3) 

Wis 12 (+2) 
Cha 1-1 (+1) 

Alignment lawful good languages Common 

HP 40: Bloodied 20 
AC 18. Fortitude 14. Reflex 12, Will 15 

Initiative +4 
Perception +11 

5 vision 

Stand the Ground 
Brother Splintershield can move 1 square fewer than the effect 
specifies when subjected to a pull, a push, or a slide. 

Steady- Footed 
Brother Splintershield can make a saving throw to avoid falling 

when an attack would knock him 

Mace (radiant, weapon) • At-Will 
Attack: Melee 1 (one creature); +7 vs. AC 
Hit: 1 d8 + 3 radiant damage. + Smite Foe (radiant, weapon) • Encounter 

Healing Word (healing) • Encounter 
Effect: Close burst 5 (Brother Splintershield or one ally in the 

burst). The target can spend a healing surge and regains an add i-
tional1d6 hit points. 

Skills Diplomacy +10, Religion +6 
Str 16 (+4) Dex"l1 (+1) 
COil 13 (+2) lilt 14 (+3) 

Wis 18 (+5) 
Cha 12 (+2) 

Alignment lawful good languages Common, Dwarven 
Equipment leather armor, mace 

Tactics 
Fortunately for the heroes, the plagued foresters are not 
in their right minds and lack any tactical ability that 
they might normally display. Have the foresters attack 
Splintershield once or twice to instill a sense of danger 
in the encounter, but don't kill him. He still has a role to 
play in this adventure. 

Plagued Foresters: The diseased settlers have been 
driven mad by the Abyssal plague-they are aggressive 
and chaotic. They do have enough sense left to flank 
heroes when they can. If one becomes separated from 

Start 
Area 

the rest, it tries to maneuver to a place where it can be 
close to the others. 

Brother Splintershield: Brother Splintershield is 
a capable warrior. He does not hesitate to join the front 
lines of battle. If any of the heroes become injured, he 
heals them. He refuses to use healing magic on himself 
unless it looks as though he would otherwise be taken 
out of the fight. 

In anticipation of the scene involving his death in 
the next session, try to ensure that the cleric takes some 
damage during this fight. Such an event forces him to 
spend his sole healing surge afterward. 

Features of the Area 
Illumination: Dim light. The attack takes place at 

night, but the area is lit by a full moon. 
Trees: The area of the clearing is filled with a 

number of small, skeletal trees. Because they are so 
thin and wiry, the trees provide only partial cover and 
do not block movement. 

Treasure 
One ofthe plagued foresters carries a magic item. Roll 
once on the Treasure Table to determine what item 
the forester has. r f the characters are reluctant to take 
it, Brother Splintershield encourages them to use it for 
good so that the foresters did not die in vain. 

Development 
When the heroes have had a chance to take a short 

rest, they notice Brother Splintershield circling the 
clearing with an odd look in his eyes. He claims that 
the source of their infection must be nearby, because he 
can sense a wrongness to the area. He believes that they 
can find the source of the plague and perform a cleans-
ing ritual to eliminate it tonight. He solemnly asks the 
heroes for their assistance. 

£'i 



THE MISSING 
FORESTERS 
Encounter Level 2 (625 XP) 

Setup 
5 plagued foresters (F) 
Brother Splintershield (B) 

Brother Splintershield heads east, and the adventurers 
fall in alongside him. 

When the group enters the forest, read: 

Even in the depths of a winter niaht, the Harken Forest is 
alive with activity. Nocturnal birds flutter from one tree to the 
next. The wind blows dead leaves across the forest floor, creat-
ina a constant whisper of sound. The full moon shines down, 
producina lona, ominous shadows across the snowy around. 
The only illumination that reaches into the darJ?est places is 
the fliclwrinfJfrom your torches. 

The adventurers can attempt skill checks to help locate 
the missing foresters. No matter the outcome of these 
checks, the heroes eventually stumble across the log-
gers. Even so, successful use of the following skills 
provides certain benefits during the ensuing encounter. 
Use the following suggested benefits, or create your 
own. Each character can make such an attempt only 
once (though they can attempt other skill checks). 

Insight (DC 21): The character is mindful of small 
details about the rhythms and cycles of the forest, 
including when the nocturnal animals go silent. This 
absence of noise warns the party that danger is near. 
The character gains a +1 bonus to all defenses until the 
end of the next encounter because he or she is prepared 
for the encounter. 

Nature (DC 21): The hero identifies the tracks of 
the foresters and can navigate the woods to reach a 
good location for battle. The character gains a +1 bonus 
to attack rolls until the end of the next encounter as a 
result of favorable terrain. 

BRINGING BACK VICTIMS 
If the heroes knock one or more of the plagued for-
esters unconscious, they can attempt to carry those 
individuals back to Inverness. This task is arduous, 
and the heroes have no way of knowing if the loggers 
can be cured. In reality, the Abyssal plague cannot be 
cured, and any foresters brought back to the Village 
soon die or become monstrous creatures that must 
be put down. 

Perception (DC 21): The character can spot signs 
of strange crystalline growths on nearby trees, warn-
ing the party when the foresters are near. He or she 
starts the encounter with 5 temporary hit points, 
steeled for the fight to come. 

After the heroes have had a chance to contribute their 
skills to the search, they encounter the loggers in 
a clearing. 

When the heroes reach the dearing, read: 

A small break in the woods reveals the presence of six fifJures, 
dressed in tattered clothes that marl? them as inhabitants of 
Inverness. The skeletal trees surroundinfJ the clearins obscure 
your sifJllt of them for a moment. When the view clears, 
they are much closer, and you notice unmistakable sial1S 
that they are infected by the same sickness as the ones who 
stumbled into Inverness earlier in the eveninfJ. Unlike their 
dead fellows, these foresters seem to be feverish, maddened, 
and aafJfessive. 

Before you roll initiative for the foresters, consider 
them into two or three groups to break up the 

action in the fight. 

HP 37; Bloodied 18 
AC 16, Fortitude 15, Reflex 13, Will 12 
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Combat Advantage 

Initiative +4 
Perception +0 

The plagued forester deals 1 d6 extra damage to any creature 
combat to it. 

Hand Axe (weapon) + At-Will 
Attack: Melee 1 (one creature); +7 vs. AC 
Hit: 1 d6 + 5 damage. 

® Thrown Axe (weapon) + At-Will 
Attack: Ranged 5 (one creature); +7 vs. AC 
Hit: 1d6 + 3 

Chaotic lurch + At-Will 
forester shifts half its 

Variable Resistance + Encounter 
Tri£J8er: The plagued forester takes acid, cold, fire, lightning, or 

thunder damage. 
Effect (Free Action): The plagued forester gains resist .5 to the trig-
gering damage type until the end of the encounter. 

Str 18 (+.5) Dex 12 (+2) Wis 8 (+0) 
Con 13 (+2) Int 6 (-1) Cha 13 (+2) 
Alignment chaotic evil languages 

HP 40; Bloodied 20 
AC 1'), Fortitude 16, Reflex 14, Will B 
Speed 6; phasing 
Immune disease, 

Insubstantial 

Initiative +2 
Perception +4 

Darkvision 

The arl11iger takes only half damage from any damage source, 
except force damage. 

Unrelenting Brigade 
Whenever an ally who also has this trait drops to 0 hit pOints 
within 5 squares of the armiger, the armiger gains a +2 power 
bonus to attack rolls until the end of its next turn. 

Soulbound Bardiche (psychic, weapon) + At-Will 
Atwek: Melee 2 (one creature); +8 vs. AC 
Hit: 1d10 + 8 psychic damage. + Charging Rebuke (psychic, weapon) + At-Will 
Effect: The arl11iger charges and makes the follOWing attack in 

place of a melee basic attack. 
Attack: Melee 2 (one creature): +8 vs. AC 
Hit: 1 d1 0 + 4 psychic damage, and the armiger can push the 
target up to 1 square and knock it prone. 

, ... furious Sweep (psychic, weapon) + At-Will 
Attack: Close blast 2 (creatures in the blast); +6 vs. Reflex 
Hit: '1 d1 0 + 4 psychic damage. 

Str 16 (+4) Dex 12 (+2) 
Con 17 (+4) lnt 13 (+2) 

Wis 16(+4) 
Clla 13 (+2) 

Alignment lawful good languages Common 

Features of 
the Area 

Illumination: Bright light. 
Although the encounter takes 
place in the evening, the fires 
of the burning building provide 
excellent illumination. 

Burning Buildings: The 
buildings that line the street are 
made of wood, straw, and stone. 
They are burning hot and fast. Any 
creature that ends its turn in one 
of the squares adjacent to a build-
ing takes 5 fire damage from the 
roaring flames. 

Shrubs: The foliage is diffic1Ilt 
terrain. 

Treasure 
At the edge of the burning ruins, 
a character who has a passive Per-
ception of 19 or higher can spot an 
item that seems to be resisting the 
lick of the flames. Roll once on the 

Treasure Table to determine what that character finds. 
The party receives an additional 150 XP at the end of 
the session for the discovery. 

Development 
When the heroes dispatch the ghostly soldiers, the vil-
lagers hiding nearby have a clear exit to the gates. The 
job is not over, however. The heroes know that Faldyra 
is still somewhere in the village. 

They need not search long for her. A cursory hunt 
reveals that Faldyra is being held captive by the ghost of 
Salazar Vladistone at the graveyard in town-the burial 
ground of VIa dis tone's wife. In the next session, the 
heroes must deal with Vladistone and rescue Faldyra, 
thereby completing the evacuation of the town. 



Up to this point, the heroes have encountered only 
ghostly soldiers assaulting the village oflnverness. As 
the chapter draws to a close, however, they come face-
to-visage with the being responsible for the devastation: 
Salazar Vladistone, the ghostly noble they encountered 
at the end of Chapter l. 

From their entry into Inverness to the end of the 
skirmish with the Phantom Brigade soldiers, the heroes 
have seen no sign ofFaldyra. In searching the village, 
they eventually come to the small graveyard where lie 
the remains of Old ivy a Vladistone, the angry spirit's 
wife. When the characters approach, read: 

The heat from the burnina villaae makes you sweat, despite 
the winter chill that surrounds Inverness. Before you, the cas-
tle's araveyard is no lonaer devoid of activity as you remember 
it. At the center, you spy the t}host of Salazar Vladistone, 
the spectral warrior that vowed to kill Brother Splintershield 
when the town was founded. Slumped beside him is an 
injured Faldyra. Several phantom soldiers lil1t]er nearby. 

"Why won't she appear?" demands Vladistone, his blade 
pOised at Faldyra's throat. "What vile spell heeps my wife 
from me? Answer, wizard!" 

Vladistone and his soldiers do not attack right away 
when the characters approach. The ghostly warriors 
stand guard to protect Vladistone from the adventurers. 
They hold their weapons at the ready. If the characters 
attack immediately, Vladistone meets the challenge. In 
that case, he talks to the characters only after the fight. 

If the heroes are willing to parley with Salazar Vla-
distone, they can learn a great deal about the assault on 
Inverness and what Vladistone has been doing since 

their encounter at the end of Chapter 1. The ghost's 
motivations might be unclear to the heroes. This role-
playing incident allows you to explain hIs actions, 
setting up the rest of the adventure. 

F'aldyra is flustered from the ghost's threat on her 
life. She stutters and is unable to provide an explana-
tion of what is stopping Vladistone from seeing his wife. 
She does not join in the fight unless a character specifi-
cally appeals to her for help. 

The characters can learn the following information 
during their parley with Vladistone. 

Vladistone Wrath 
• Vladistone is angry that the settlers blocked him 

from visiting the grave of his beloved wife, Oldivya. 
After Brother Splintershield refused to relocate, the 
angered spirit vowed to make all the settlers pay for 
their behavior. 

• Vladistone's bitterness over the insolence of the 
living inhabitants ofInverness has grown into a 
smoldering rage, because now that he is at the grave 
ofhi5 wife, he is unable to communicate with her. 
He believes that someone has defiled the grave or 
cast some unholy spell. 

• Following the characters' flrst encounter with the 
ghost, Vladistone ventured throughout the Nentir 
Vale, looking for other spirits to help him punish the 
people ofInverness and drive them out. During that 
time, he was able to bind the specters of a Nerath-era 
legion known as the Phantom Brigade to his will. 

• Despite his obViously deranged anger. the heroes 
get the impression that Vladistone still has a sense 
of honor. He has not tried to stop the villagers 
from fleeing. 

Brother Splintershield eventually leads the heroes to 
Malgram and a group of dead bodies on the ground in the 
center of the village. \II/hen the characters arrive, read: 

Lain out neatly in two rows are the bodies of six male 
humans. The body of each one bears numerous red crystalline 
lesions. The corpses are otherwise unmarked. 

Malwam, the haiforc captain of the town auard, is hneel-
ina over the bodies as YOll approach. ''I've never seen anythil1a 
like this. We were hopil1a one ofyoH miaht be able to tell us 
what happened to these worhers." 

Malgram tells the heroes and Faldyra that these six forest-
ers were part of a group of a dozen or so (the exact number 
can be adjusted depending on the size of the adventur-
ing party and the need to raise or lower the level of the 
encounter to come) who spent the day cutting down trees 
in the forest. They took a horse-drawn cart with them this 
morning. Roughly fifteen minutes ago, these six work-
ers stumbled through the village gate and collapsed just 
inside the barrier created by the cleansing ritual. 

Uthe adventurers inspect the bodies, they can 
learn the follOWing facts by making the appropriate 
skill checks. 

Heal (DC 13): These loggers died from whatever 
caused the sores; nothing about the corpses indicates 
poison or another cause of death. 

Arcana (DC 13): The sores and crystals are magical 
in nature but inert at present-they radiate no magical 
energy. The character suggests that when the men died, 
so did whatever caused the sores. 

Additionally, the first time one of the heroes leans 
over a body to examine it, that corpse opens its eyes, 
apparently not quite dead. The man reaches ont, grabs 
hold of the adventurer, and croaks out the following in 
a raspy, weak voice. 

" ... the demon of the forest . .. a plat]l!e ... drank the water . .. 
others may yet live." 

VI/lth that, the logger collapses, at last dead. Brother 
Splintershield whispers a barely audible prayer, and 
l'aldyra covers her mouth and turns away, struggling 
with emotion. Malgram eases an arrow back into his 
quiver, having smoothly drawn and nocked it when the 
man stirred. 

If the heroes don't volunteer, Malgram asks them 
to serve as a search party, one of several he's putting 
together to enter the woods and find the remaining 
loggers. He has called upon the bulk of the guards for 
the job. Faldyra will remain in Inverness to try to find 
some mention of what killed the foresters in her scrolls 
and tomes. 

, Brother Splintershield is committed to joining one 
of the search parties. Malgram objects VOCiferously, 
pointing out that the cleric's life is bound to the onaoina 

. . ' b b 
protectIOn ntual keeping the settlement safe. Brother 

Splintershield cannot be dissuaded, however. "So I'm to 
cower behind these walls ignoring the depredations of 
this malignant scourge? I think not!" 

Malgram turns to the heroes and urges them to stay 
close to the cleric and bring him back alive, whether 
they Hnd the loggers or not. 

Several sources of water surround Inverness. Brother 
Splintershield suggests they explore the forest to the 
east, where several ponds are fed by springs. Malgram's 
search parties will explore the streams and ponds in 
the other directions. 

Reward: The party gains an additional 600 to 800 
XP at the end of the session for investi!mtina the Abys-o b 

sal plague and aiding in the search for its source. 



This marks the beginning of the second chapter of 
March of the Phantom Brisade. Each character has had an 
extended rest and should have full hit points and heal-
ing surges, as well as 1 action point and access to his or 
her daily powers. 

The second chapter of the season opens with the 
heroes living comfortably in the newly settled village of 
Inverness. To set the scene, read: 

Winter has come to the Nentir Vale. A heavy blanket of snow 
has draped the wilderness near Inverness in peaceful white. 
In the six months since you helped found the town in the ruins 
of ancient Castle Inverness, the settlers have constructed 
homes and worl<places, establishedfarms in the surroundins 
valley. and besun layins a road north toward Hammer-
fast. Where once only crumblins ruins stood, the villase of 
1nvemess has srown and prospered than1<s to the hard worl< 
of the homesteaders and the expandins trade with the villase 
ofHarl?enwold to the south. The Ghost Tower continues its 
undisturbed viSil, despite every attempt to enter it. 

At this point, offer the players a chance to describe what 
their heroes have been doing for the last four months. 
Some characters might have spent the intervening months 
fending off monster attacks, patrolling to protect the town 
against goblins from Harken Forest, or escorting supply 
caravans between Inverness and Hammerfast. New play-
ers could be seen as newcomers to Inverness who made 
their way to the town shortly before the winter snows 
made travel across the plains to the north too difficult. 

When talk of activities during the intervening 
months has run its course, read: 

The day is endins in Inverness. Shops are c!osinS down, and 
farmers have besun to arrive in the viIlase for an eveJ1ins at 
the tavern. You malw your way there as well. 

You find the tavern crowded as usual. A fire roars in the 
hearth, and the revelers quid?!y shed their heavy outer cloth-
ins. Temperature and sood cheer combine to create a warm 
Slow in each patron's face. 

After weetins a number of nowfamiliar settl ers, you spot 
the wizard Faldyra. She has spent the past months studyiJ1S 
the Ghost Tower, tryins to find a way inside. So far, she's had 
no success. 

Faldyra asks to join the heroes as they dine. If they 
accept, she sits quietly at their table and nibbles on her 
dinner-a stew of root vegetables which were gifted to the 

town by an elf envoy that arrived and departed shortly 
after the town was founded. The wizard is content to let 
others do the talking. She is tired and a bit frustrated. 

During their meal, the adventurers overhear a con-
versation at a nearby table. Several foresters-whom 
the characters recognize as Malgram's scouts from the 
caravan-are discussing strange happenings in the 
Harken Forest. Specifically, they are concerned about 
animal corpses that have been turning up with greater 
frequency onate. The bodies bear signs of disease-odd 
lesions and growths. 

If they engage the scouts, the heroes can learn 
the follOWing facts (and can make skill checks to 
uncover more). 
+ The dead creatures show no visible signs of injury 

except for weird crystalline growths that have 
broken through the skin. The red crystals contain 
gold flecks. Heal (DC 13): The character knows no 
natural disease that has such symptoms. 

+ One of the hunters was attacked a few days ago by 
what seemed to be a rabid deer. Yet, when he exam-
ined the animal, he found the same lesions on the 
body. Nature (DC 9): A deer attacking a person is 
quite out of the ordinary. The animals are skittish 
and rarely come near people. 

+ Six nights ago, a trapper saw strange, hovering 
lights drifting through the forest as he returned to 
Inverness. The lights converged on a spot deep in the 
forest and then vanished. Arcana (DC 13): The lights 
could be a sign of any number of things , from will-o'-
wisps to ghosts to fey magic bleeding through from 
another plane. 

Once the heroes have had a chance to learn all they can 
from the foresters, the door to the tavern bangs open 
and in strides Brother Splintershield, his brow creased 
with worry. Read: 

All eyes are drawn to the entrance of the tavern when Brother 
Splintershie!d arrives. His eyes flick about qUid?!y before set-
tlins on your table. He approaches purposefully and speahs to 
Faldyra, thollSh his words and expressions take you all in. "I 
thinl, you'd better come have a look at this. Some of the out-
riders are bach, and it looks bad." 

Faldyra shares a concerned look with the adventurers 
before rising smoothly and motioning for Brother Splin-
tershield to lead on. During the short walk to the town 
gate, the cleric refuses to answer any questions, his face 
set in grim determination. As the heroes move toward 
the village entrance, the moonlight of this cold winter 
night shines balefully on the Ghost Tower. It looms over 
them more ominously than ever. 

What He's Been Up To 
+ After Vladistone marshaled his ghostly brigade, he 

set in motion a plan to slay Brother Splintershield, 
break the spell protecting Inverness, and drive the 
people out of the village as it burned to the ground. 

+ Vladistone was responsible for the spread of the 
plague in the Harken Forest nearby. By happen-
stance, he stumbled across a plague demon corpse. 
He and his legion moved the body to a place where it 
would infect the water supply and spread the disease 
to animals and settlers alike. When Brother Splin-
tershield left the protection ofInverness to purge the 
plague, Vladistone gave the command to spring the 
trap. Once the barrier had fallen, he led the assault 
on Inverness. 

Ultimatum 
Eventually, Vladistone threatens to make an example 
of Faldyra unless his wife is restored to him immedi-
ately.lfthe characters challenge him, he is willing to 
let the wizard go and face them instead. If the charac-
ters prove reckless with the wizard's life, he attacks her 
(though the blow only knocks her unconscious). 

Even if the heroes waste little time in launching their 
attack, Vladistone is a powerful ghost and cannot be 
destroyed. As a result, you can have the ghostly noble 
convey his purpose, motivations, and demands during 
combat or even after he is defeated. 

For example, early in the encounter the ghostly noble 
is overconfident and seeks to intimidate the heroes. On 

PHANTOM BRIGADE LORE 
Although they have been mentioned at other points 
in this adventure, the heroes first hear the name of 
the Phantom Brigade during this conversation. Allow 
the heroes to make History checks to remember their 
studies. 

DC 9: The Phantom Brigade is a cadre of ghostly 
soldiers that inhabit the Nentir Vale. Its members 
have been spotted from time to time over the last few 
decades. 

DC 13: The soldiers of the Phantom Brigade bear 
arms and armor of the ancient empire of Nerath, a 
coalition of races led by humans that fell into ruin 
roughly a century ago. 

DC 11: The Phantom Brigade consists of the spirits 
of ancient Knights of the Empire, who were sworn to 
protect the secrets of Nerath and its emperor. So com-
mitted were these ancient knights that they became 
ghostly soldiers, standing a never-ending watch over 
the vale, after their deaths during the chaos surround-
ing the empire's fall. 

his turn, Vladistone might say something like, "As you 
can see, I have bound the soldiers of ancient Nerath to 
my will. Clearly, you are unaware that the Phantom 
Brigade can be stopped by no mortal. Thus, my guards 
and I will make short work of you. Then, we will sweep 
across the Nentir Vale like nre through a dry forest." At 
that point, the adventurers can make History checks 
to learn more about the Phantom Brigade, Nerath, and 
so forth. As the fight continues, Vladistone makes simi-
larly boastful or maddened statements, in the process 
communicating the information the party would have 
otherwise gained from parleying. 

Reward 
For speaking with Vladistone and saving Faldyra, the 
party gains an additional 600 to 800 XP at the end of 
the session. 

Aftermath 
When Vladistone and his ghostly cohorts are defeated, 
dawn is beginning to break over Inverness, but the 
sky is overcast, and the day promises to be gloomy and 
dismal. Faldyra is grateful for the heroes' help, though 
she mourns the loss of Brother Splintershield and the 
other villagers who have died. 

The heroes can help the rest of the villagers escape 
the burning town, and they can gather what provi-
sions remain. The refugees have a Jongjourney ahead 
through the winter wilderness in order to reach safety. 

As the heroes withdraw through the gates of 
Inverness, they catch movement out of the corners of 
their eyes. When they turn to look, they observe the 
Ghost Tower shimmering ominously. 

Malgram recommends they travel northward to 
Hammerfast for refiJge. Feel free to describe some of 
the journey and allow players to roleplay some of their 
characters' actions during the trip. 

HP 26; Bloodied 13 
AC 15, Fortitude 12, Reflex 14, Will 13 
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Wild Step 
difficult terrain when she shifts. 

Magic Missile (force, implement) + At-Will 

Initiative +1 
Perception +6 

vision 

Effect: Ranged 10 (one creature). The target takes 6 force damage. 
0' Phantom Bolt (illusion, implement, psychic) + At-Will 

Attack: Ranged 10 (one creature); +4 vs. Will 
Hit: 1 d8 + 5 psychiC damage, and Faldyra can slide the target 1 

square. 
Skills Arcana +11, History +11, InSight +6, Religion +8 
Str 8 (-1) Oex 12 (+1) Wis 13 (+1) 
Con 10 (+0) Int 16 (+3) Cha 12 (FI) 
Alignment good languages Common, Elven 



THE RAVE 
OF LDIVYA 
Encounter Level 3 (750 XP) 

Setup 
3 Phantom Brigade templars (T) 
Salazar Vladistone (V) 

Eventually, the meeting between the characters and 
Vladistone concludes and conflict breaks out, whether 
the fight is started by the heroes wishing to save 
Faldyra, OJ' by Salazar Vladistone to test their mettle. 

When the talking is almost over, read: 

The ahostly warriors standina near Salazar Via dis tone drift 
forward, weapons at the ready. 

"What chance do the livina have aaainst an army of the 
dead?" Vladistone says, his raspy voice echoina with convic-
tion. "Your struaales will accomplish but one thina: your 
deaths. Comfort yourselves in knowina that your demise will 
serve as a warnina to others of the jiltility of stal1dina aaainst 
Salazar Vladistone." 

HP 32; Bloodied 16 
AC 17, Fortitude 15, Reflex 14, Will 16 
Speed 6; phasing 
Immune disease, 

Insubstantial 

Initiative +2 
Perception +12 

Darkvision 

The templar takes only half damage from any damage source, 
except force damage. 

Unrelenting Brigade 
Whenever an ally who also has this trait drops to 0 hit points 
within 5 squares of the templar, the templar gains a +2 power 
bonus to attack rolls until the end of its next turn. 

Soulbound Morningstar (psychic, weapon) • At-Will 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 1 d8 + 6 psychic damage, and the templar slides the target up 
to 2 squares. 

:>r Righteous Strike (cold, radiant) + At-Will 
Attack: Ranged 5 (one or two creatures); +6 vs. Fortitude 
Hit: 1 d6 + 3 cold and radiant damage, and the target is slowed 
(save ends). 

<t frightful Majesty (fear) + Recharge when first bloodied 
Attack: Close burst 1 (enemies in the burst); +6 vs. Will 
Hit: The target is dazed until the end of the templar's next turn. 
Effect: The templar can push each target 1 square. 

Skills Religion +7 
Str 15 (+3) 
Con 15 (+3) 

Dex 12 (+2) 
Int 13 (+2) 

Wis 19 (+5) 
Cha 15 (+3) 

Alignment lawful good languages Common 

HP 67; Bloodied 33 
AC 19. Fortitude 16, Reflex 13, Will 14 
Speed 6, phasing 

Drag Into Death + Aura 1 

Initiative +4 
Perception +1 

Darkvision 

Any enemy that starts its turn adjacent to Vladistone is slowed 
until the start of its next turn. 

Insubstantial 
Vladistone takes only half damage from any damage source, 
except force damage. 

Unrelenting Brigade 
Whenever an ally who also has this trait drops to 0 hit points 
within 5 squares of Vladistone, Vladistone gains a +2 power 
bonus to attack rolls until the end of his next turn. 

Spectrallongsword (weapon) + At·WiII 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: le18 + 6 damage. 
Effect: Until the end of Vladistone's next turn, if the target makes 

an attack that does not include him as a target, that attack pro-
vokes an opportunity attack from Vladistone. 

(f) Spectral Crossbow (weapon) + At-Wi!! 
Attac'k: Ranged 1 0 (one creature); +8 vs. AC 
Hit: 1 d6 + 5 damage. 

+ Spectral Flurry + At-Will 
Effect: Vladistone uses spectra//ong5word twice but must target a 

different creature with each attack. + Vengeance-Driven fury (weapon) • Recharge 
Attack: Close burst 1 (enemies in the burst); +8 vs. AC 
Hit: le18 + 6 damage. 
Miss: Half elamage. 
Effect: The target falls prone. 

Skills History +8, Intimidate +11 
Str 19 (+5) Dex 13 (+2) 
Con 16 (+4) Int 10 (+1) 

Wis 11 (+1) 
Cila '16 (+4) 

Alignment evil languages Common 

Tactics 
Salazar Vladistone received satisfaction from the 
death of Brother Splintershield and the destruction 
ofInverness, but he is enraged that he continues to be 
barred from speaking to his wife. (If, for some reason, 
the cleric survives and is present in the encounter, 
Vladistone and his guards ensure his death at this 
point.) The ghostly noble has no signiflcant interest in 
the death ofFaldyra or the heroes, but he is driven by 
his anger. He refuses to show any sign of weakness or 
mercy. As a result, the tactics used by Vladistone and 
his ghostly soldiers are motivated more by a desire to 
get their point across than by a committed plan to kill 
the adventurers. 

Vladistone's Past 
• Vladistone's ghost claims to be a hero who was an 

influential force in the Nentir Vale-the leader of 
the Silver Company, a name that means nothing to 
anyone in the caravan. A character who makes a suc-
cessful DC 19 History check recalls that the Silver 
Company was a group of adventurers that were 
active in this area some sixty years ago, but their 
deeds have faded into obscurity. 

• Astute heroes can recall that one of the grave mark-
ers inside the castle ruins bears the name Oldivya 
Vladistone. Ifthey mention that name, Salazar's 
ghost becomes harsh, ordering them not to desecrate 
her name with their unworthy tongues. If they push 
for more information, he confirms that she was his 
wife. Although she is buried in the graveyard within 
the walls of Castle Inverness, his own resting place is 
far from here. He must travel some distance to visit 
her grave, and the cleansing ritual has now made it 
impossible for him to do so. 

The Ghost Tower 
• Vladistone's specter refers to the ruins of Castle 

Inverness as the Ghost Tower. He claims to have vis-
ited the tower after it was transported to this world. 
He will say no more abollt this fact. 

• Vladistone intimates that he and his former com-
rades in arms once entered the Ghost Tower of 
Inverness. He has no information about how to get 
into the tower now-when he entered it, openings 
existed. A character who makes a DC 19 Insight 
check can discern that Vladistone has his suspicions 
about why the Ghost Tower is barred. In reality, the 
Ghost Tower awaits the return of an object taken 
fI'om it: the arrow of time. This relic will feature heav-
ily in the last chapter of the adventure. 

Vladistone's Threats 
• Vladistone warns that if Brother Splintershield 

refuses his commands, the ultimate outcome will 
not change. The ghost will still achieve his goal, and 
the cost for the delay will be the destruction of the 
caravan and the death of all its members. Brother 
Splintershield believes this threat to be empty 
and says as much. He points out that they already 
rebuked the undead disturbed by the cleansing 
ritual. and no force that Vladistone could marshal 
would be powerful enough to penetrate the barrier. 

• If threats fail to impress the heroes, Vladistone 
warns them that the Ghost Tower houses a terrible 
magical relic that will destroy everyone nearby. He 
calls it a soul gem and claims that it can strip the 
soul from the body of a living creature, causing it to 
become a ghost just like him. 

Development 
If the heroes try to phYSically attack the spirit of Salazar 
Vladistone, he is unharmed. If a character tries to use 
a power that targets undead or deals radiant damage, 
his form disappears, but he continues speaking, issuing 
a warning. 

Even if the characters do not attack Vlaclistone, even-
tually one side or the other will grow tired of talking. At 
an appropriate point in the conversation, Salazar turns 
to depart, offering a cryptic warning. 

"You have denied but a siJ1a1e tortured spirit this niaht. We 
shall see how well you fare aaaiJ1st the Phantom Briaade." 

Reward 
:For speaking to Salazar Vladistone and learning about 
him and the Ghost Tower, the party receives an addi-
tiona1400 to 600 XP. 

Brother Splintershield also offers the party a pair of 
magic items as thanks for their help in dealing with the 
undead. Roll twice on the Treasure Table to determine 
what he gives them. 



While the heroes rest from their battle against the 
undead, they can see that the cleansing ritual has had 
its desired eHect. The sense of dread that haunted the 
walls of Castle Inverness has dissipated. Although a 
feeling of strangeness still washes over the adventurers 
when they pass through the gates, an air of serenity now 
covers the hilltop ruins. 

Brother Splintershield and Malgram both thank the 
heroes for their efforts in seeing the ritual completed. 
Malgram has significantly more respect for the heroes 
now. He treats them all as equals, perhaps even defer-
ring to adventurers who display martial prowess. 

Brother Splintershield can tell the heroes that the 
cleansing ritual should be strong enough to repel any 
undead short of a dracolich. It also wards against evil 
spirits, demons, and devils. He remains puzzled by the 
appearance (and persistence) of the Ghost Tower, but 
he sees little that can be done about it now. If the tower 
was an imminent danger, the cleanSing ritual would 
have either driven it away or failed to complete (if it 
wasn't strong enough). 

When conversation between the heroes, Brother 
Splintershield, and Malgram dies down, a cry goes up 
from one of the scouts stationed at the front gates. 

"MalaraJ11! Brother Splintershield! Comeforward to the 
aates. Hurry! Hurry!" 

When the group arrives at the front gates, they are 
greeted with a strange sight. Marching up the path 
toward the ruins of Castle Inverness is a lone figure. 
The image resolves into an armed warrior bearing 
armor of ancient design and carrying a shield with her-
aldry. What is most disconcerting about this warrior, 
however, is that he is partially translucent-clearly a 
ghost of some kind. When the characters arrive at the 
front gates, read: 

The ahostly soldier strides up the path, stoppinajust short 
of the place where the ritual was performed. The spirit loob 
back and forth across the ground in front ofhimseif, as thoLlah 
examiniJ;g a barrier that no one else call see. He looks up and 
calls out toward the castle in a raspy, otherworldly voice that 
echoes across the ruins. 

"Who dares bar the path of Salazar Vladistonc? What 
right have you to lwep mefrom my sacred &rounds? Send 
forth the one responsible for this disrespect so that I miaht 
slay him and break this spell." 

Unafraid of the ghostly warrior, Brother Splintershield 
steps forward-though still to a place within the area 
of the cleanSing ritual-and attempts to parley with the 

spectral form. If the heroes don't come forward of their 
own accord, Brother Splintershield beckons to them 
and asks that they help speak on his behalf-his expe-
rience with ghosts is limited to the relatively benign 
spirits in Hammerfast. 

The spirit of Salazar Vladistone seeks to convince 
Brother Splintershield to either face him in Single 
combat or remove the cleansing ritual and be gone 
from the ruins of Castle Inverness. Brother Splinter-
shield is willing to do neither. Because the ritual seems 
to be working well enough, the cleric rejects every 
demand that Vladistone's ghost makes. 

Brother Splintershield cannot be convinced to leave 
Castle Inverness, claiming it is Moradin's will that the 
new town be founded here. He is confident that the 
spirit poses no threat, and he threatens to expand the 
ritual to include not only Inverness hut the surrounding 
environs as well. 

Roleplaying the conversation provides a good chance 
for the heroes to learn more about Vladistone, his moti-
vations, and more of the history of Castle Inverness. 
Throughout the roleplaying encounter, the heroes can 
learn any or all of the following pieces ofinformation. 

Salazar Vladistone is a ghostly noble who haunts the 
area around Castle Inverness. The truth about his his-
tory will be revealed later in this season. 

Key Traits: Tormented, honorable, ruthless. Vladis-
tone doggedly pursues his goals without sympathy for 
those who stand in his way. 

Goal: Vladistone's original goal is to convince 
Brother Splintershield to abandon Castle Inverness. In 
subsequent encounters, the specter's goal is revenge 
upon those who have separated him from the burial 
place of his wife. 

Motivation: Vladistone is angered by Brother 
Splintershield and the other settlers. When he is 
separated from his wife's resting place by the ritual, 
it ignites a smoldering rage within him. 

Fears: Vladistone has little to fear as a ghost. Still, 
he shows extreme concern for the safekeeping of his 
wife's remains and the sanctity of her burial place. 

Weaknesses: Vladistone is an old ghost and knows 
little of the modern Nentir Vale-he has spent much of 
his unlife at the grave of his wife. He is prone to react-
ing rashly when his wife's resting place is threatened. 

Mannerisms and Physical Characteristics: Though 
undead, Vladistone has many of the mannerisms of 
a living creature. He stands tall and regal, in knightly 
posture. He moves with the deadly grace of a veteran 
weapon master. Finally, he behaves with chivalry and 
honor at all times, despite his anger. 

Start Area 

Templars: Vladistone has commanded his Phan-
tom Brigade warriors to defend the graveyard against 
the heroes. The ghostly specters focus on characters 
attempting to harm Vladistone. 

Salazar Vladistone: At the outset of the encounter, 
Vladistone has his translucent sword at the throat of the 
elf wizard Faldyra. If the heroes attack, he attacks her, 
rendering the elf unconscious. He has some notion of 
honor, so if a character challenges him or taunts him, 
he makes a reasonable drort to dispatch that foe. 

Faldyra: The elf wizard is heartbroken at the 
destruction of the village, sorely wounded by her cap-
ture, and held fast by Vladistone's steely grip. She 
does not take actions during the fight unless Vladis-
tone is moved away from her, at which point she will 
try to safely exit the area. If the heroes appeal to her 
to join the fight, she reluctantly agrees, but she keeps 
her distar'Ice. 

Development 
A few moments after the char-
acters dispatch the last of the 
enemies, Salazar Vladistone 
briefly reappears. Read aloud: 

With Salazar defeated, the Phantom 
Brigade beains to retreat, disappear-
ina in the early liaht of dawn. All 
that remains of Inverness are burn-
ing, crwnblina buildings. The cold 
wind swirls the ashe and cinders that 
fill the air. 

As you survey the area, a dim 
form tahes shape. It's Salazar Vla-
distone. His form even J110re ghostly 
and indistinct than before. He casts 
a aaze at his wife's aravestone and 
then bach at you. Pointina his spec-
tral sword at your aroup, he spea1<s 
in a voice that's scarcely a whisper. 

"You shall rearet this day. 
I shall be reunited with my wife. 
You and the rest of the living will 
suffer my pain." And with that, he 

fades away alona with the rest ofllis troops. 

After Salazar speaks, go to "Aftermath," page 35. If the 
characters try to attack him before he disappears, they 
find that he cannot be harmed, even by force attacks or 
attacks that target undead. 

Features of the Area 
Illumination: Dim light, Although the buildings of 

Inverness continue to blaze brightly, the graveyard is a 
more secluded place. 

Gravestones: The gravestones are difficult terrain. 
While standing in one of these squares, a living crea-
ture has vulnerable 2 psychic. 

Shrubs: The foliage is difficult terrain. 
Walls: The ruined walls of the keep are thick 

enough to climb. They are 10 feet tall and require a 
DC 12 Athletics check. 



This marks the beginning of the third chapter of March 
of the Phantom Bri8ade. Each character has had an 
extended rest and should have full hit points and heal-
ing surges, as well as 1 action point and access to his or 
her daily powers. 

The final chapter of the season opens back where every-
thing began: the dwarven town of Hammerfast. Two 
months have passed since the ghost commander Sala-
zar Vladistone ordered the village ofInverness burned 
to the ground. 

For the first month after Vladistone's defeat, the char-
acters heard nothing from him. In recent weeks, though, 
the ghost has resurfaced, marching steadily toward the 
town of Hammer fast, where the heroes now find them-
selves. To start the session, read the following text aloud. 

The dawn sun rises over your current 8uard post-the walls of 
Hammeifast. As the mornina sun illuminates the fields out-
side Hammerfast, you aaze across a vast approachin8 army 
of 8hosts. 

Much has transpired since the burnin8 of Inverness. Sala-
zar Vladistone seems to have traveled throu8h the Nentir 
Vale, 8atherin8 8host5 to his side. Many residents of the vale 
have fled at the approach of the army, but you stayed, deter-
mined to see throu8h what be8an so many months a80. 

Now, you fiaht alon8side the inhabitants of the town, 
stru88lin8 a8ainst a foe that mi8ht well be unkillable. 

Allow the players a moment to describe what their 
heroes have been doing in the intervening months. If 
any players are stumped and need suggestions, consider 
offering the following answers. 
• Helping to bolster the defenses of Hammer fast. 
• Assisting Faldyra in Hammerfast with research 

about the Phantom Brigade and Salazar Vladistone. 
• Helping refugees rebuild a life in Hammerfast. 
• Searching the Nentir Vale for signs of VIa dis tone, fol-

lowing rumors of his presence. 

Vladistone Reappears 
The session begins with the heroes and other brave 
soldiers on the walls ofHammerfast. Once the heroes 
have described their characters' last few months, a 
murmur passes among the troops, drawing all eyes out 
into the fields. Salazar Vladistone strides among the sol-
diers of his spectral legion, approaching the town. Read: 

A flurry of words passes amon8 the soldiers mannin8 the 
walls with you. Several defenders point out into the fields 
beyond the town walls. There, a sinale specter emeraes 
from the ranks of a 8hostly army. It is none other than 
Salazar Vladistone. 

The commander makes his way to the front of his leaion 
and takes up a position much closer to the wall than the rest 
of his army. When he speaks, his words rina out unnaturally, 
lihe a clap of thunder. 

"Hammerfast. Your walls spawned the corruption that 
fouled the 8rave of my love. Send out your Lady of Gold. Let 
the High Jlilaster pay the price for this transaression." 

A murmur of concern-tinged with anger-flies through 
the soldiers stationed on the walls. No one offers an 
immediate reply. (Of course, the heroes are free to do 
so.) Just as the uncomfortable silence stretches to the 
breaking point, a young dwarf messenger approaches 
the heroes. He has come to fetch them to the Grand 
Library, where Faldyra has made a discovery regarding 
Salazar Vladistone. 

The adventurers leave their posts and are replaced 
by several dwarf warriors that had been accompany-
ing the messenger. As they do so, a shout echoes from 
the West Gate. A dwarf woman, whom the heroes rec-
ognize as sergeant of the guards, Thora Longhammer, 
calls ont a defiant warning. If any of the heroes speak 
Dwarven, they understand her to say, "Go lie with the 
dead. Leave the living to walk over your grave." Thora 
sprinkles her words with a number of salty, difficult-to-
translate Dwarven epithets. 

This insolence sits poorly with Vladistone. The 
heroes know he does not respond kindly to anyone 
flouting his demands. Read: 

The visa8e of Salazar Vladistone's 8host twists into a mask 
of pure an8er. VVith effort, he controls his ra8e. When he 
responds, it is with unnerving calm. 

"I have warned you not to defy me." Vladistone's voice 
grinds like the movement of heavy stonework "I have given 
you a chance to save yourselves by acceding to a simple and 
justified demand. Still, you refuse me foolishly and with 
unseemly coarseness. Now, you will all pay the price. I com-
mand the 8hosts of the Nentir Vale . .. all of them." 

A hush falls over Hammerfast as the defenders contem-
plate the full import of VIa dis tone's contention. After 
all, Hammerfast is a community filled with the dead. 

Deep in the town inside the wall, the flrst screams 
begin. They grow steadily closer. Panic begins to spread 
among the soldiers on the walls. 

At this point, the messenger prods the heroes. What-
ever Faldyra has discovered could be crucial to avoiding 
the fate quickly descending on the dwarven town. 

At this point, the adventurers also notice that more 
undead creatures are climbing the hillsides toward the 
other acolytes. Malgram dispatches his scouts to fire 
arrows at them-which means that only the monsters 
approaching Brother Splintershield at the front gate are 
not engaged. 

The undead heading up the path toward the cleric 
seem intent on disrupting the ritual. The heroes must 
defend Brother Splintershield for the 6 rounds it 
takes him to complete the ritual and ward the area 
against undead. 

From the Ground 
The encounter begins with four skeletons marching 
toward the castle. They act on an initiative oflS. Over 
the course of the battle, more skeletons appear, pulling 
themselves out of the earth in unoccupied squares near 
where the skeletons originally started. 

Second Round: On an initiative of IS, four more 
skeletons appear and take their turns. 

Fourth Round: On an initiative of IS, six more skel-
etons appear and take their turns. 

Sixth Round: On an initiative of IS, eight more 
skeletons appear and take their turns. 

Tactics 
The undead attacking the ritual casters are ruled by 
innate hunger, mindlessly trying to kill and consume. 
The scent of blood makes them more aggressive, caus-
ing them to gang up on a bloodied character. 

Features of the Area 
Illumination: The area is illuminated by torches 

that give off bright light. 
Rocks: These squares are difTiclllt terrain, but they 

are not tall enough to provide cover. 
Slopes: These squares are difficult terrain. Any crea-

ture that enters one of these squares must succeed on a 
DC 12 Acrobatics check or fall prone. 

Tree: The tree is 30 feet tall and requires a DC 12 
Athletics check to climb. It can provide partial cover. 

Development 
When the sixth round is complete, so is the ritual. 
Bright light bursts from the casting circle, and a wave of 
thunderous noise rolls across the top of the hillside. Any 
remaining undead crumble immediately. The Ghost 
Tower, however, remains visible and intact. 

HP 33; Bloodied 16 
A( 13, Fortitude '14, Reflex '1'1, Will 11 
Speed 4 
Immune Vulnerable 5 radiant 

Initiative -'I 
Perception -'I 

Darkvision 

Zombie Weakness 
A critical hit reduces the zombie to 0 hit 

Slam i> At-Will 
Attack: Melee 1 (one creature); +6 vs. AC 
Hit: 1 d12 + 3 damage. or 1 d12 + 8 against a grabbed targeL + Zombie Grasp i> At-Will 
Attack: Melee 1 (one creature); +4 vs. Reflex 
Hit: The zombie grabs the target (escape DC 12) if it does not 

have a creature 

Deathless Hunger Encounter 
Tri8Ber: The zombie is reduced to 0 hit points, but not by a criti' 
cal hit. 

Effect (No Action): Roll a d20, On a 'IS or higher, the zombie is 
instead reduced to 1 hit point. 

Str 16 (+3) Dex8(-'I) 
Con 13 (+1) Int 1 (-5) 
Alignment unaligned languages -

Wis 8 (-1) 
(na 3 (-4) 

HP 1; a missed attack never damages a minion. 
AC 16, Fortitude 13, Reflex 14, Will 13 

Initiative +5 
Perception +2 

Darkvision Speed 6 
Immune disease. Resist 10 necrotic 

longsword (weapon) i> At-Will 
Effect: The skeleton can shift 1 square before the attack. 
Attack: Melee 1 (one creature); +6 vs. AC 
Hit: 4 damage, 

Sir '15 (+2) 
Con 13 (+1) 

Del( 17 (+3) 
lnt 3 (-4) 

Alignment unaligned languages -
Equipment longs word 

Wis 14(+2) 
Cha 3 (-4) 



The heroes have a chance to recuperate from their 
battle against the ochre jellies as the caravan prepares 
for its approach to Castle Inverness. When this session 
begins, read the following text aloud. 

The sun is nearly behind the horizon as Brother Splinter-
shield leads the approach to the castle. The caravan slowly 
advances to the base of the ruins, then ascends the slope and 
passes throu[Jh the [Jates, il1to the safety oj the castle walls. 
JvfeanwhiJe, ni[Ji?t falls !llld torches are IiI. Despite thf' trials 
the settlers havefaced durinB thei r journey, they are in Bood 
spirits and thanlifulfor your assistance. 

Allow the characters the opportunity to talk to Faldyra, 
Brother Splintcrshield, and Malgram. They can also 
help the settlers unload supplies. It's not long before a 
shriek sounds from some settlers near the base of the 
central tower ruins. Read: 

The whole encampment fa lls silent at the sound (:f a scream. 
Heads tum toward its source, and worried Iool?sface an 
w1l1ervinB si[Jht. The ruined circle that 
once fanned the base of the central tower 
wavers as thouBh distorted. Before your 
eyes, a Bhostly apparition of a maBnificent 
tower, translucent but completely intact, 
Wows upfrom the base. Once the specter 
of the tower has reached its full heiBht, it 
solidifies. III a matter of seconds, the mas-
sive central tower of Castle Inverness has 
come to rest in its oriBil1al place, as solid as 
the day it was constructed. 

Any adventurers who want to inspect 
the Ghost Tower ofInverness from the 
outside can do so without fear ofhann 
or reprisal. The entire caravan stands 
bewildered at the sight of the sudden 
appearance of the tower. Tfthe heroes 
don't act, a brave soul approaches and 
touches it, indicating that it is indeed 
solid and seems mundane. Oddly, no 
exits or entrances are visible. 

Before the heroes can get too 
involved in the investigation of the 
tower, Brother Splintershield sends 
his acolytes off in multiple directions, 
shouting that he wants the cleansing 
ritual to begin immediately. 

zombies 
"'«",.,,,,,,r.,,. skeletons (S) 

o 

Brother Splintershield's acolytes scatter about the castle 
ruins while the fdghtened settlers huddle in the middle 
around the tower. 

When the ritual read: 

Brother Splintershield talws up a position near the front Bate 
of the castle ruins. TOBether with a dozen acolytes spread in 
a rinB around the walls, he commences a ritual to cleanse 
and protect the site of the town from evil. For aIew moments, 
all that can be heard in the ruins is the dWlltinB of the cleric 
and his acolytes, the nervous whispers of the settlers, and the 
hauntill[J wind whippinB across the walls of the castle. 

The ritual is interrupted mere minutes into the process 
when Brother Splintershield lets out a cry of alarm. March-
inB up the path to the mouth of the castle ruins are several 
animated slwletons and a small number of rottinB corpses. 
Brother Splintershield resumes the ritua! after he callsfor aid 
in defendin[J the castle ruins. 



STREETS 
AMMERFAST 

Encounter Level 3 (750 XP) 

Setup 
3 dwarf spirits (D) 
2 ore spirits (S) 

As the heroes make their way to the Grand Library and 
:Faldyra, they discover the source of the commotion 
in the streets of Hammer fast. Salazar Vladistone has 
exerted control over the ghosts that inhabit the town, 
disturbing the normal order of things. The spectral 
general has commanded the ghosts of dwarves and orcs 
to turn on the living inhabitants of the town-to either 
drive them out or kill them. 

HP 48; Bloodied 24 
AC '17 Fortitude 14 Reflex 16 Will 17 
Speed 6; phasing 
Immune disease 

Insubstantial 

Initiative +4 
Perception +5 

Darkvision 

The spirit takes half damage from all attacks, except those that 
deal force or radiant damage. When the spirit takes force or radio 
ant damage, it loses this trait until the start of its next turn. 

Stand the Ground 
The spirit can move 1 square fewer than effect specifies when 
subjected to a pull, a push, or a slide. 

Steady-Footed 
The spirit can make a saving throw to avoid falling prone when an 
attack would knock it 

Phantom Mace (force, weapon) • At-Wi!! 
Attack: Melee 1 (one creature); +8 vS. AC 
Hit: 2d6 + 4 force damage, and the spirit pushes the target 1 
square. + Punishing Charge (force, weapon) • Recharge when first bloodied 

Effect: Before the attack. the spirit shifts up to its speed. 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 3d6 + 4 force damage, and the spirit pushes the target 1 
square. 

Miss: 

Defender's Charge. At-Will 
Effect: The spirit shifts up to half its speed, ignoring difficult 

terrain. 
Sir 14 (+3) 
Can 16 (+4) 

Del( 12 (+2) 
Int 10 (+1) 

Wis 18 (+5) 
Cha 11 (+1) 

Alignment unaligned languages Common, Dwarven 

HP 56; Bloodied 28 
AC 15, Fortitude '17, Reflex 14, Will 14 
Speed 6; phaSing 
Immune 

Insubstantial 

Initiative +1 
Perception +2 

Darkvision 

The spirit takes half damage from all attacks, except those that 
deal force or radiant damage. When the spirit takes force or radi-
ant it loses this trait until the start of its next turn. 

Spectral Battleaxe (force, weapon) • At-Wi!! 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 2d1 0 + 3 force damage. + Vicious Blow (force, weapon) • Encounter 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 2dl 0 + 3 force damage. and ongoing 5 damage (save ends). 
Miss: Half 

Ghostly Defiance. Encounter 
Trigger: An enemy adjacent to the spirit bloodies it with an attack. 
Effect (Immediate Reaction): The spirit uses spectral battleaxe 
against the triggering enemy. 

Sfr 18 (+5) Dex 11 (+1) 
Con 16 (+4) Int 10 (+1) 

Wis 12 (+2) 
Cha 10 (+1) 

Alignment unaligned languages Common, Giant 

Encounter Level 2, (600 XP) 

Setup 
2 ochre jellies (J) 

The oozes that lie in the fountain courtyard have 
lived in its cistern for some time now. When the 
heroes approach the fountain, allow them to make 
Perception checks. 

If any hero gets a check result of 19 or higher, read: 

As you inspect the fountain area, you notice corrosion and 
traces of amber slime. A slurpin8 sound issues from the foun· 
tain. You barely have time to retreat a few steps before a pair 
of massive,jellylihe [Jlobsfill the jountain's basin and undu-
late out onto the 8fass of the courtyard. 

If no hero gets a 19 or higher on his or her Perception 
check, the ochre jellies surprise the party. 

If the jellies gain surprise, read: 

As you inspect the fountain area, you are momentarily dis-
tracted and turn away. Suddenly, a slurpiJ1[J sound issues 
from the fountain. Out of the corner of your eye you see some 
kind of amber sludfJe drippil1[J out into the fountain's basin. 
Now you realize that the slime is advancil1[J toward you. 

HP 102; Bloodied 51 
AC 15. Fortitude 16, Reflex 14, Will 14 
Speed 4, climb 4 

Ooze 

Initiative +0 
Perception +2 

Blindsight 5 

While squeezing, the ooze moves at full speed rather than half 
speed, it doesn't take the -5 penalty to attack rolls, and it doesn't 

combat for 

Slam (acid) • At-Wi!! 
Attack: Melee 1 (one creature); +8 vS. AC 
Hit: 2d6 -I- 1 damage, and ongoin 

Split. Encounter 
Trigger: The ochre jelly becomes bloodied. 

e (save ends). 

Effect (No Action): The jelly splits into two creatures, each with hit 
points equal to half its current hit points. Effects on the original 
ochre jelly do not apply to the second one. 

Str13 (+2) Dex8(+0) Wis 12 (+2) 
Con '11 (+1) Int 1 (-4) Cha'l (-4) 
Alignment unaligned Languages -

Tactics 
The ochre jellies are hungry. They are controlled by 
their instincts, bearing the party no particular malice. 
I f you're unsure which character a jelly should attack, 
roll a die to determine randomly. 

Once the ochre jellies split into smaller parts, the 
hunger that drives them is lessened. The smaller jellies 
are greedy for their own meal to consume and spread 
out in the hope of taking down a hero. 

Features of the Area 
Illumination: The sun is setting when the heroes 

begin their exploration. Long shadows stretch over the 
landscape. The squares along the eastern wall are in 
dim light. Otherwise, the area is brightly lit. 

Fountain: The fountain is difficult terrain. A crea-
ture that is forced to move into the fountain must 
succeed on a saving throw or fall prone. 

Walls: The ruined walls of the keep are thick 
enough to scale. They are 10 feet taU and require a 
DC 12 Athletics check to climb. 

Treasure 
A character who searches the fountain and succeeds 
on a DC 12 Perception check discovers a valuable left 
behind from a prior victim. Removing the item from 
the fountain requires a DC 19 Athletics check. When 
the item is removed, the fountain can once again be 
used to draw water from the underground cistern. This 
source of fresh water is a boon to the settlers. 

Roll once on the Treasure Table to determine what 
the heroes flnd. The party receives an additional 100 
XP at the end of the session for the discovery. 

Development 
After the encounter, allow the characters to continue 
exploring until they are satisfied. Once they have veri-
fied that no more dangers remain, they can return to the 
caravan and give the go-ahead to Splintershield. Faldyra 
approaches them, interested in learning more about the 
creatures they encountered. (She asks several technical 
questions about the oozes while taking copious notes.) 
The adventurers might want to show her the inscriptions 
found on the central tower cornerstone and the grave 
stone. Although she has no knowledge of those names, she 
oflers in return any information about Castle Inverness 
that she has not had a chance to convey previously. 

FOUNTAIN 
In the event that the adventurers don't explore the 
castle ruins thoroughly, you can still run an encounter 
during this session. Use one of the encounters from 
Session 2, having the goblins or the drakes attack the 
adventurers on their way to report back to the caravan. 



Graveyard 
The west edge of the ruins 
includes a small graveyard with 
worn headstones. When the 
heroes investigate the graveyard, 
read: 

At first, the dozen or so headstones 
are barely discernible in the brush. 
They are worn with a£je, their etch-
in£js heavily eroded. On second £jlancc, 
you notice the over£jYowth is oddly 
different in this area. Unless your 
imaBination is playina tricks on you, 
this £jYaveyard appears to have been 
tended and cleared of debris on a reBu-
lar basis. 

A closer examination reveals that 
thirteen headstones populate the 
graveyard, three of which are only 
partially intact. Nine are whole, 
but the writing on them is illeg-
ible. The remaining headstone 
is still legible-it reads "Oldivya 
Vladistone, Wife and Friend." 
A character who succeeds on a 
DC 19 History check recalls that Oldivya Vladistone 
was an adventurer some decades ago in a group called 
the Silver Company. 

Southwest Tower 
Although all four towers of the ruins are crumbling, the 
southwest corner is in much worse condition than the 
others. When the heroes examine it, read: 

This tower has collapsed, and its foundations are fractured in 
a way that has sent cracks t/trot/shout the sLlrroundil1B walls. 
Despite this, little debris litters the area. Indeed, no larEe 
stones of any kind are present. 

ORIGINAL MODULE 
The original module, Ghost Tower of Inverness, was 
set in Greyhawk, Of}e of the first D&D worlds to be 
published. Through clues that the heroes find, this 
adventure suggests that the ruins of Castle Inverness 
were somehow transported to the Nentir Vale from 
Greyhawk. References to the original module, includ-
ing Galap-Dreidel, have no Significance to the overall 
plot of this adventure. They are merely winks and 
nods to savvy players. 

Area 

Any hero who makes a DC 12 Dungeoneering check 
determines that the damage to the southwest tower is 
consistent with that in bUildings left standing after an 
earthquake. If the hero's check beats the DC by 5 or 
more, he or she also notices that the foundation stones 
don't follow the contours of the hilltop, suggesting that 
the castle was not designed for this hilltop, but was 
instead moved here from somewhere else. 

Fountain 
In one corner of the castle ruins sits a small fountain. 
When the heroes examine it, read: 

This stone fountain is the only structure not completely cov-
ered with plant life. In fact, the fountain is remarlwbly free of 
moss or fun8HS. It bears no siBn of plant damaBe anywhere. 

The fountain conceals the only true danger in the castle 
courtyard at present. Two ochre jellies have taken up 
residence in the cistern that feeds the fountain.They 
emerge to feed when they sense anything living nearby 
(within 5 squares of the fountain). Allow the players to 
make either a Dungeoneering check to identify why the 
fountain is clear, or a Perception check to spot the jel-
lies. If the players don't ask to make any checks, then, 
after a moment, go to the Fountain Jellies encounter. 

When you're ready to start the 
encounter, read: 

As you wind your way throu£jh the streets of 
HamnteJjast, the cacophony of battle £jYOWS 
louder with each step. You pass by Idara's 
Tower and close on the Grand Librarv. Sud-
denly, a £jroup of £jhosts passes riaht ;hrouah the 
walls of a nearby buildina and spills out into the 
street Settin£j their eyes upon you, they advance 
menacin£jly. 

Any hero who succeeds on a DC 15 Reli-
gion check is able to discern that these 
ghosts are not acting of their own free 
will. It's likely that they are simply obeying 
commands forced upon them by Vladis-
tone. The character understands that any 
adventurer who reduces one of the spirits 
to 0 hit points, but docs not destroy it, can 
break Vladistonc's control over it. Such 
a ghost is out of the fight-even spirits 
need time to recuperate after receiving 
a beating at the hands of the living-but 
it remains in and free of 
Vladistone's inf1uence. 

Tactics 
Bent to Vladistone's will, the Hammerfast 
ghosts have little control over their actions. 
No real zeal invests their efforts. That 
said, these spirits were once attackers-or 
defenders-in the town and have signifkant combat 
experience. They use smart tactics when possible, but 
don't strike heroes while they are down. A ghost raising 
a weapon against a downed adventurer, then pausing 
and turning aside, could proVide a clue that Vladis-
tone's control over these spirits is not absolute. 

Dwarf Spirits: The dwarf spirits are the remnants 
ofloyal defenders that once protected the necropolis 
and each other from orc depredations. They are quick 
for dwarves, swarming to cover weak spots in their 
defenses. If the heroes manage to fell one of the dwarf 
spirits, the other two focus on the adventurer who made 
the incapacitating attack. 

Ore Spirits: The orc spirits are less sophisticated in 
their tactics. When they see weakness, they consider 
little aside from striking and striking hard. Any time 
a hero is bloodied, they concentrate on that character. 
I f no adventurers are bloodied. the ore spirits pick a 
Single target and focus on that target to the exclusion of 
the others. 

Start Area 

Features of the Area 
Illumination: Bright light. The attack takes place 

outdoors during the daytime. 
Barries and Crates: These containers are empty, 

but their squares are difficult terrain. 
Benches: These squares are difficult terrain. 
l"ountain: The fountain is diHkult terrain. A crea-

ture that is forced to move into the fountain must 
succeed on a saving throw or fall prone. 

Statue: Moving from the street onto the statue costs 
1 extra square of movement. The statue can also pro-
vide partial cover. 

Development 
Although the heroes have dealt with a small group of 
suborned spirits in Hammer1ast, other ghostly squads 
continue to maraud through the town. If the heroes are 
to have any hope of stopping Vladistone and ending his 
control over the ghosts of the Nentir Vale, they must 
reach Faldyra and learn what she has uncovered at the 
Grand Library. 



The heroes finally make their way to the Grand Library 
of Hammer fast. There lies hope, in the form of know 1-
edge that Faldyra has uncovered. 

At the library, the heroes are met by Head Librarian 
Alzar Scrollkeeper, a choleric old dwarfwith a ruddy 
complexion. Displaying little patience for questions, he 
escorts them past rows upon rows of bookshelves, each 
one stocked with a wide array of mismatched books 
and scrolls. In time, they arrive at a chamber deep 
within the structure. The adventurers find Faldyra sur-
rounded by scrolls and tomes. Clearly, she has been 
hard at work for some time now. Although haggard and 
exhausted, she has a smile for the heroes when they 
enter. Read: 

Deep within the Grand Library, in a chamber piled with boob 
and scrolls, Faldyra leans heavily 011 a table, studyinB a mas-
sive and extremely ancient tome. Scattered across the table 
are several smaller books, each open to a paBe in the middle. 

The elf wizard brushes her hair out of her face and lets 
out a heavy breath that raises a small cloud of dust from the 
boohs infront of her. 

"I have found somethinB. It seems that Salazar Vladistone 
is a weat hero." 

Although Faldyra's choice of words is somevvhat shock-
ing, she is essentially correct. Through roleplaying or 
recital, Faldyra has the follOWing information to share. 

+ Salazar Vladistone was once an adventurer in the 
Nentir Vale. He and his companions, known as the 
Silver Company, were famous explorers and war-
riors who operated near Hammerfast roughly sixty 
years ago. 

.. Vladistone's wife, Oldivya, was a member of the 
adventuring company. She was a devoted cleric of 
the Raven Queen, cOlltributing healing and divine 
counsel to the Silver Company. 

The lver 
+ The Silver Company was famous f()r exploring the 

Ghost Tower of Inverness around the time it first 
appeared in the Nentir Vale. In fact, some of the 
early documents that Faldyra studied about Castle 
Inverness were written by the scholar who recounted 
this exploration. 

+ The chronicles provide some detail about what hap 
pened inside the Ghost Tower. According to the text, 
Oldivya died on the mission. The company huried 
her at Castle Inverness so her spirit could continue 
to guard the location or pass on to be with the Raven 
Queen, as the god willed it. 

+ The Silver Company continued to adventure 
throughout the vale for several years thereafter. 
Salazar began to take more and more risks. When 
challenged, he shrugged and claimed that his risks 
produced results. No matter; in the end, he would 
join Oldivya forever ill the afterlife. 

+ The £1nal report of VIa dis tone's adventuring career 
starts with the Silver Company's investigation of 
a dwarven monastery that had been infiltrated by 
duergar. As usual, the Silver Company successfully 
cleared the area of evil. Salazar Vladlstone, however, 
did not share in their victory. He sacrificed himself 
to save the other members of the group. Vladistone's 
relnains were cremated. 

Faldyra tells the companions that she believes the 
to stopping Vladistone rests with an item that the Silver 
Company removed from the Ghost Tower ofInverness. 
vVhen Faldyra finishes telling the party about the Silver 
Company, read: 

Faldyra clears a space 011 the cluttered table, then walks over 
to the far wall and retrieves all allcient text. As she flips 
tllrouBh the paBes,yoll see varioHs relics and artifacts docu-
mented in detail. She eventually stops on a fJClBe that depicts 
an arrow. 

"The dwarves call this item the arrow of time. It was 
recovered from the Ghost Tower of Inverness by the Silver 
Company durinB their expedition. Shortly after that, the 
object seems to have disappeared." 

Faldyra tells the characters that the chronicles speak 
only in the vaguest terms about Vladistone's death. 
Given highly detailed recitations ofotheI' adventures, 
of earlier aspects of the monastery mission, and of the 
deaths of other company members both before and 
after Vladistone's sacrifice, sllch a lack of specifics is 
odd. She believes that the Silver Company might have 
left the arrow with Vladistone's remains, intending to 
someday return and claim it. 

When the characters ask i()l' more information about 
the arrow, she says: 

as I can tell, the arrow's properties are completely 
untested. VVhat we do know is that the arrow of time does 
not just slay an enemy. When the arrow is about to strike 
its tarBet, powf'Jjul chronomantic enchantments embedded 
in the swjace (if the arrow send it bach in time to a crucial 



As the sun begins to set near the end of the third day, 
the caravan tops a hill overlooking the ruins of Castle 
Inverness. Read the following text aloud: 

The settins sun casts a red-oranse Slow across the valley 
below. Beyond the vale is a small rise, atop which sit the ruins 
of a sreat castle. A perimeter of crumbled stone walls, now 
oversrown with foliase, creates the illusion of a natural bar-
rier. At each of the four corners, ruined towers rise in various 
states of disrepair. Surrounded by the walls, a rina made of 
ancient, weathered stone clearly marhs the former location of 
the central tower. 

As you and the other settlers look over the ruins, f'aldyra 
ruefully proclaims, "Welcome to Castle Inverness." 

Faldyra is grateful to the heroes for their protection ear-
lier in the day. She converses with them warmly. She 
explains that the caravan has stopped at this distance 
because Brother Splintershield wants to perform a 
cleanSing ritual. The ruins are said to be haunted-the 
people of the Nentir Vale refer to the place as one of the 
"Ghost Towers," focal points for spirit activity that dot 
the area. Another Ghost Tower stands in the Witchlight 
Fens; Faldyra has heard of a third one somewhere in 
the vale, but the exact location is a matter of some dis-
pute. The Ghost Towers are known to be places where 
the spirits of the restless dead wander by night. (In 
truth, the folklore is wrong-the towers themselves are 
ghostly, but the adventurers won't discover that until 
Session 4.) 

After Faldyra shares this information, Brother Splin-
tershield approaches. Turning to the heroes, he tells 
them that the caravan can't proceed to the site of the 
new town until the ritual is performed. Still, he is reluc-
tant to enter the ruins with his fellow ritualists-all 
noncombatants-until a proper scouting of the area has 
been accomplished. Malgram's caution, at least in this 
matter, appears to have struck home with the cleric. 
Brother Splintershield asks the heroes to go on ahead 
and make sure that things are safe. 

After the adventurers cross the valley and ascend the 
hill to the ruins of Castle Inverness, they have a chance 
to explore for a bit. Allow the players to scout the area 
as they see fit, using the descriptions that follow. 

Reward: The party gains an additional 80 to 120 
XP for each of the five locations it explores. 

Main Gate 
The crumbling path up the hill leads to a main gate, 
likely the first place that the heroes explore. 

The path up the hillside ends at the entrance to what was once 
Castle Inverness. All that remains of the maiJ1aate are two 
sides all archway that reach no higher than a tall human. 
Beyond the Bate lies the interior courtyard, but short, over-
Brown remains of the walls bloch much of the view. 

As each hero passes through the main gate, he or she 
experiences a shiver of dread, as if hom entering an 
alien environment. Indeed, any time a creature enters 
the ruins hom the outside, the same feeling of un fa mil-
iarity washes over that individual. It is hard to shake 
the sense that passing through the main gate archway 
transports one to another time and place entirely. For-
tunately, the disturbing sensation subsides quickly. 

A successful DC 12 Arcana check reveals some lin-
gering magic on the stones that make up the old gate, 
likely once a ward designed to keep out intruders. At 
present, it has lost its potency and is no longer a threat. 
A hero whose check beats the DC by 5 or more also 
understands that the sense of disorientation is caused 
by the nature of the ward's magic, as though it was 
placed using magical power and techniques completely 
alien to the world. 

Base of the Tower 
A ring of jumbled stones rests where once a massive 
central tower stood. When the adventurers examine 
the remains of the central tower, read the following 
text aloud. 

A circle of stones sits at the center of the castle's courtyard, 
clearly where the central tower once stood. All that remains 
now is a small rise, covered by vines and brush, obviously 
untouched for decades. The stone circle is still intact under 
the overarowth, but the stone loob incredibly old-far older 
than any structure you've ever seen. Oddly, no stones fill the 
interior of the circle, as thouah no solid around floor existed 
in the orisinal tower. 

If any hero examines the stones that make up the base 
of the central tower, he or she can flnd the cornerstone 
that was placed when the tower was flrst constructed. 
The building block bears writing in a language that 
none of the heroes have seen before. If an adventurer 
copies down the text and takes it back to Faldyra, or 
shows the stone to her later, she indicates that the lan-
guage originates from a distant place that sages have 
come to identify as Oerth. Fladyra can provide a trans-
lation of the writing: it appears to be the proper name 
"Galap-Dreidel." 

moment in the target's life. At that point in time, the arrow 
pierces the tarBet's essence, destroyinS it. The vicious weapon 
not only destroys the creature, but it erases it from time, undo-
ins much of what was done." 

The arrow of time is clearly a dangerous weapon. Faldyra 
tries to impress upon the heroes the gravity of the item's 
power. From what she has been able to piece together, 
there are a few conditions of the arrow's use. First, 
the weapon can be used only against a living creature 
whose life force is weak enough to.be disrupted by the 
weapon's magic-in game terms, it must be used against 
a living creature with fewer than one-quarter of its total 
hit points remaining. 

At this, a character is likely to observe that the arrow 
would be of no use against Vladistone then. Faldyra 
nods and says: 

"As I see it, you have two options ahead of you. You can use 
the arrow to hill whatever slew Vladistone, destroyinS that 
creature in the past before it hilled Vladistone and allow-
ina him to die in his natural course. Or, sive the arrow to 
VIa dis tone in the hope that returninB the object to the Ghost 
Tower will remove the towerfrom Inverness and allow 
him to commune with his wife asain. Neither option offers 
any Buarantees." 

Faldyra can tell the heroes a little about the final 
resting place of Salazar Vladistone. She has found 
records concerning a duergar infestation and a series 
of unnatural earthquakes. These records indicate that 
the duergar problem was never solved, but rather, the 
earthquakes stopped and the duergar were not seen 
again. No one ever explored the monstery. Instead, the 
notes indicate that it was sealed and the path blocked 
off from further use. 

The elf wizard is convinced that the abandoned 
monastery contains the key to stopping Salazar Vlad-
istone. Retrieving the arrow from the site of the ghost's 
death might be the only way to stop Vladistone's spirit 
and his army of ghosts. 

Reward 
For speaking with Faldyra and learning about the arrow 
of time, the party gains an additional 600 to 800 XP at 
the end of the session. 

In addition, Faldyra provides the characters with a 
longbow to use to fIre the arrow, should they choose 
that alternative, and she gives them a piece of treasure. 
Roll once on the Treasure Table to determine what the 
heroes receive. 

A Warning from Vladistone 
After Faldyra has spoken with the heroes, she provides 
them with directions to the monastery, the password 
they must speak at the doors to enter, Signed chits to 
requisition fresh horses, and the paperwork necessary 
to get them past the guards on the path to the building. 

The streets are still in chaos when they leave the 
Great Library. Most of Hammerfast's citizens have fled 
or sought refuge in parts of the town protected against 
the ghosts. 

As the heroes depart the town for the monastery, 
Vladistone spots them and gives chase. They can keep 
ahead of the ghosts-just barely. The journey takes 
several hours. They cross rough roads and winding 
paths deep in the heart of the Dawnforge Mountains. 
Once on the path that leads to the monastery, the 
adventurers show their papers to the guards and pass 
'without incident. 

When the heroes arrive at the monastery, read: 

The rough path you have been follow ins ends in a set of 
marble stairs and an elaborately carved doorway. Two stone 
doors block the entrance of the monastery. 

This area has clearly been abandoned for a 1011S time. The 
stonework, once beautiful, has eroded. Rocll slides have filled 
in part of the path. 

Give the heroes a moment to take in the Sight of the 
monastery before they are visited by a familiar face. 
Read: 

The peace on the mountainside lasts only a moment before a 
disturbance draws your attention to somethins behind you. 
TraversinB the path in your waite are three ahostly soldiers 
mounted on spectral horses. The center rider is none other 
than Salazar Vladistone, 1vho brinss his procession to a halt 
with a raised hand. 

"Were I you, I would proceed no farther," the Shost's voice 
srates. "Inside you will find more than you barsained for. 
Trust me, I know." 

Vladistone is not here to taunt the adventurers. He is 
genuinely curious about what they are doing. Still, he 
will not draw closer to the monastery. No matter how 
much the heroes might goad him, he does not budge 
from his spot. He waits outside as they enter, trying only 
to warn them again of the danger lying inside. What 
should frighten the characters most is that the ghost 
seems genuinely concerned for their safety ... and his 
warnings ring true. 



GUARDIANS 
OF THE MOUNTAIN 
Encounter Level 3 (800 XP) 

Setup 
1 blazing skeleton (5) 
2 ghouls (G) 
2 flesh-crazed zombies (Z) 

After the heroes speak the password at the entrance to 
the monastery, the stone doors part with a scrapping 
sound. The first chamber beckons. 

When you're ready to start, read: 
The light from outside partially illuminates the chamber 
beyond the entrance of the monastery. Thick dust hangs in 
the air, and everything inside is covered with a fine layer 
of grit. The floor is tiled mosaic, damaged but still dearly 
depicting a struggle between a dwarf avatar of Morad in and 
the forces of Gnmmsh. The room is nearly empty of accoutre-
ments, as one would expect from an austere monastery. 

HP 55; Bloodied 27 
AC 18, Fortitude 17, Reflex 16, Will 14 
Speed 6 (8 when charging) 
Immune 

Flesh-Crazed Charge 

Initiative +6 
Perception + 3 

Darkvision 

While the zombie is charging, its movement does not provoke 
opportunity attacks. 

Zombie Weakness 
A critical hit reduces the zombie to 0 hit 

Club. At-Will 
Attack: Melee 1 (one creature); +9 vs. AC 
Hit: 1 d8 + 6 damage, or 2d8 + 6 if the zombie charged the target. + Bite. At-Will 
Attack: Melee 1 (one creature); +9 vs. AC 
Hit: 2d6 + 5 damage, and the target is dazed until the end of the 
zombie's next turn. 

Deathless Hunger. Encounter 
Trigger: The zombie is reduced to 0 hit points, but not by a criti-

cal hit. 
Effect (No Action): Roll a d20. On a 15 or higher, the zombie is 

instead reduced to 1 hit point. 
Str 18 (+6) Dex 15 (+4) 
Con 15 (+4) Int 1 (-3) 
Alignment unaligned 
Equipment club 

languages -

Wis 13 (+3) 
Cha 3 (-2) 

Unless the heroes all have low-light vision, they likely 
light up torches, engage sunrods, or cast spells to pro-
vide illumination as they enter. When the adventurers 
bring light into the room, or when all the characters are 
fully inside the monastery, they realize that they are 
not alone. 

When either of those events occurs, read: 
Shambling out of the darkness are the rotting bodies of 
duergar,flesh still hanging on their bones. As they shuffle 
forward, you are mesmerized momentarily by the gleam of 
hunger in their eyes. Suddenly, blue flames spring up behind 
them, revealing several other blazing duergar sheletons. 

HP 41; Bloodied 20 
AC 17, Fortitude 13, Reflex 16, Will 14 
Speed 6 
Immune disease, poison; Resist 10 fire, 10 necrotic; 
Vulnerable 5 radiant 

Fiery Aura (fire) • Aura 1 

Initiative + 5 
Perception -I- 3 

Darkvision 

creature that ends its turn in the aura takes 3 fire 

Blazing Claw (fire) At-Will 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 1d6 + 3 damage, and ongoing 3 fire damage (save ends). 

® Flame Orb (fire) • At-Will 
Attack: Ranged 10 (one creature); +8 vs. Reflex 
Hit: 2d4 + 4 damage, and ongoing 3 fire damage (save ends). 

Str 13 (+2) Dex 18 (+5) Wis 15 (+3) 
Con 17(+4) Int4(-2} Cha 6 (-1) 
Alignment unaligned languages -

HP 47; Bloodied 23 
AC 19, Fortitude 15, Reflex 17, Will 14 
Speed 8, climb 4 
Immune disease, 

Weakened Paralysis 

Resist 10 necrotic 

Initiative +7 
Perception +1 

Darkvision 

Whenever the ghoul takes radiant damage, one creature immo' 
bilized or stunned by the ghoul can make a saving throw against 
one of those effects. 

Claws. At-Will 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 2d6 .;. 4 damage, and the target is immobilized (save ends). + Ghoulish Bite At-Will 
Attack: Melee 1 (one immobilized, restrained, stunned, or uncon-

scious creature); +8 vs. AC 
Hit: 3d6 + 4 damage, and the target is stunned (save ends). 

Skills Stealth +9 
Sfr 14 (+3) 
Con -IS (+3) 

Dex 19 (+5) 
Intl0(+1) 

Wis 11 (+1) 
Cha 12 (+2) 

Alignment chaotic evil languages Common 

Encounter Level 2 (700 XP) 

Setup 
2 guard drakes (G) 
3 spitting drakes (5) 
Faldyra (F); see page 11 

Sheer bad luck results in the heroes' run-in with a pack 
of hungry drakes. 

As Faldyra is about to finish her collecting, read: 

A rustle in the undergrowth alerts you to the arrival of several 
fierce-looking beasts. The creatures are covered in scales, some 
green and some gold. They push into the copse, the ir nostrils 
flariJ1g as they follow a scent on the wind. When their eyes 
fill! on you, the larger creatures growl, revealing a row of 
razorlihe teeth. 

HP 48; Bloodied 24 
AC 15, fortitude 15, Reflex 13, Will 12 

6 

Initiative!3 
Perception +7 

Attack: Melee 1 (one creature); +7 vs. AC 
Hit: 1 d'l 0 + 3 damage, or -I dl 0 -I 9 while the drake is within 2 
squares of an ally. 

Str16(+4} Dex15(+3) 
Con 18 (+5) Int 3 (-3) 
Alignment unaligned languages 

Wis 12 (+2) 
Cha 12 (j-2) 

Tactics 
The drake pack has gone a long time without much 
food, so its primary goal is to bring down a hero and 
then drag him or her ofT to feast. 

Features of the Area 
Illumination: Bright light. 
Shrubs: The foliage is difficult terrain. 

Development 
When the heroes have dealt with the pack of drakes, 
Faldyra is more than ready to get back to the cara-
van. The wizard is grateful and suggests that they fill 
Malgram in on the details of the attack. Although she 
would rather not be around when Malgram's concerns 
about the danger are conflrmed, the caravan should 
be warned in case more packs of drakes are hunting in 
the area. 

HP 38; Bloodied 19 
AC '17. Fortitude '14, Reflex 16, Will 14 
Speed 7 
Resist 10 acid 

Bite + At·WiII 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 1d6 + 4 damage. 

":1' Caustic Spit (acid) + At·Will 
Attack: Ranged 10 (one creature); +8 vs. Reflex 
Hit: 2d6 + 4 acid damage. 

Initiative +5 
Perception +3 

S1r 14 (+3) Dex '18 (+5) 
Con 14(+3) Int3(-3) 

Wis '14 (+3) 
Cha n (+2) 

Alignment unaligned languages 

ALTERNATIVE TACTICS: 
WRANGLERS 

The guard drakes in this encounter were once domes-
ticated creatures owned by a merchant who plied his 
trade in the Nentir Vale. They only recently became 
feral hunters and have asserted themselves as the 
leaders of this smail, mixed pack. A successful DC 
19 Perception check reveals markings on the guard 
drakes that appear to be ownership brands. 

Although it's likely that the adventurers identify 
the guard drakes as the primary threat and meet 
that threat with force, observant heroes might try 
to command them. The spitting drakes are feral, but 
a character can make a DC 19 Intimidate check or 
Nature check as a standard action to confuse, deter, 
or cow a guard drake. On a success, that drake might 
become dazed or dominated until until the end ofthat 
hero's next turn. 
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cutthroats (C) 
<Rnh,,,,,,,, (S) 

I<aldyra (F); see page 11 

The people of Harkenwold are rarely tron bled by the 
bands of goblins that inhabit the Harken Forest. These 
monsters avoid civilization for the most part. \lVhen the 
heroes and Faldyra go off on their own, the goblins see 
it as a chance to prey upon unwary travelers. 

When you are to start the encounter, read: 

The copse where Faldyra is fJatherinfJ her herbs JaIls siIent-
the natural sounds oJbufJs and animals vanish. With a 
screech, a small raidinB party oj fJoblins bursts into the area. 
"Give us your treasure so we can l?ilI you!" one shouts. 

HI' 1; a missed attack never damages a minion. 
AC n, Fortitude 12, Reflex 14, Will 12 

6 

Short Sword (weapon) -+- At-Wi!! 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 4 damage. 

® Shortbow (weapon) At-Wi!! 
Attack: Ranged 20 (one creature); +8 vs. AC 
Hit: 4 

Goblin Tactics 4- At-Will 
Tri88er: The goblin is missed by a melee attack. 

Initiative +3 
Perception + 1 

vision 

Effect (Immediate Reaction): The goblin shifts 1 square. 
Skills Stealth +8, Thievery +8 
Str n (+1) Del{ 17 (+3) 
Con 13 (+1) InI8(-1) 

Wis 12 (+1) 
COa 8 ( .. l) 

evil Languages Common, Goblin 
Equipment leather armor, short sword, shortbow, 20 arrows 

s 
The goblins are more interested in treasure than in kill-
ing, but they don't hesitate to engage in bloodletting. 
I-lave the goblins attack Faldyra once or twice to instill a 
sense of danger in the encounter, but don't kill her. She 
has an important role to play Jater in the adventure. 

S 
Illumination: Bright light. 
Shrubbery: The foliage is difIlcult terrain. 

evelopment 
After the heroes kill or drive off the goblins, they can 
easily convince Faldyra to return to the caravan. The 
wizard defers to the adventurers' judgment, but inti-
mates that she would not be upset if they chose not to 
inform the caravan of the encounter. She was upset at 
Malgram's overprotectiveness when she proposed her 
outing. As a matter of pride, she has little desire to see 
Malgram publicly vindicated. 

!-IP 30; Bloodied 15 
AC '15, Fortitude '13, Reflex 14, Will 13 

6 

Initiative +5 
Perception +2 

vision 

Attack: Melee 'j (one creature); +6 vs. AC 
/-iit: 1d6 -I 5 damage, or 2d6 + 

the 

Deft Scurry 4- At-Will 
The 

Goblin Tactics -+- At-Will 
Trisser: The goblin is missed by a melee attack. 
Effect. (Immediate Reaction): The goblin shifts 1 square. 

Skills Stealth +8, Thievery +8 
Str 13 ( .. q) Dex17 (+3) 
Con 14 (+2) Int 8 (-1) 

Wis 14 (+2) 
Cila 8 (-1) 

Alignment evil Languages Common, Goblin 
Equipment leather armor, light shield, short sword, 2 daggers 

Tactics 
The monsters are the undead remnants of the duergar 
that invaded sixty years ago-the same duergar that 
the Silver Company vanqUished. These particular 
undead had little love for the living when they were 
created. Sixty years of being trapped in the monastery 
has only fueled their aggression. 

Skeleton: The skeleton uses the ghouls as a barrier 
against the heroes, preferring to stay back and make 
attacks from a distance. If any heroes get too close, 
it tries to retreat. Ifpush comes to shove, it hates the 
living enough to engage in melee, even at the expense 
of its own health. 

Ghouls: The ghouls' hunger for the flesh of the 
living is all-consuming. They retain enough of their 
memories oflife as duergar to know that they need to 
cooperate with the blazing skeleton, however. They try 
to make themselves the front line of the battle when-
ever possible. 

Zombies: The zombies mindlessly attack the near-
est foes, exhibiting no tactics. They do tend to prefer 
bloodied creatures over unbloodied ones. 

Features of the Area 
Illumination: Dim light. The interior of the mOll-

astery has no lighting of its own, but the daylight 
coming in through the doors provides some illumina-
tion. The blazing skeleton's aura creates bright light in 
squares adjacent to it. 

Slopes: These squares are difficult terrain. Any 
creature that enters one of these squares must succeed 
on a DC 13 Acrobatics check or fall prone. 

Statue: The statue can provide partial cover to 
creatures. 

Rubble: The smashed statue and rocky earth are 
difficult terrain. Development 

Once the undead remnants 
of the duergar are destroyed, 
the heroes can move deeper 
into the complex. Fortunately 
for them, magic isslling from 
deeper within the monastery 
keeps other enemies at bay. 
The heroes should be able to 
take a short rest with no dif. 
ficulties before advancing 
farther into the dungeon. 



The heroes have entered the main building of the aban-
doned dwarven monastery with the goal of exploring 
the ruins and finding something to guide them in their 
struggle against Salazar Vladistone. 

As they explore the various areas throughout the 
monastery, they also learn more about the Silver Com-
pany and the duergar, as well as the reason why Salazar 
Vladistone was killed. Each section of the ruin is 
described below with an accompanying ghostly vision 
of the past-a result of the arrow of time's presence. The 
visions are presented in chronological order here, but 
the heroes might explore the rooms in any order. The 
players might need some help piecing together the story 
to better understand what they have witnessed and 
what is required of them. 

The Long Corridor 
Beyond the antechamber, a long corridor stretches out, 
dark and foreboding, before the heroes. Read: 

This 1011g stone corridor cuts through the center of the mon-
astery. Several doorless alcoves on either side lead to other 
rooms. As you step into the corridor, it pulses with arcane 
energy and a wave of magic washes over the hallway. 

When the pulse passes, the hallway has changed. Once 
dingy and dark, the corridor is now well maintained and 
illuminated by torches in sconces. Seconds later, an illusory 
aroup of adventurers, among them Salazar Vladistone, stum-
ble down the hallway toward you. Theirfaces and backward 
alances indicate that some terrible threat pursues them. 

One of them, an eladrin warrior in resplendent armor, 
shakes his head as the adventurers catch their breath. "We 
should not have been surprised that the duergar broufJht 
dangerous help. Let us recover ourselves, then proceed 
with caution." 

An instant later, the vision fades. Only the empty, darl, 
corridor remains. 

vVhat the heroes have just seen is the first of many 
visions that await them during their exploration ofthe 
monastery. They are likely to surmise that the vision 
involves the members of the Silver Company, including 
Salazar Vladistone. A character who makes a DC 22 
History check can confirm that they have just seen Vla-
distone, Alorel Sirothien (the eladrin knight), Milligan 
Three-Toes (a gnome illusionist), and Tomas Alderson (a 
human wizard). 

Otherwise, the corridor holds no secrets. It provides 
access to the sleeping quarters, the stairs, and the medi-
tation room. vVhen the characters inspect the door to 
the meditation room and the stairs, they find it is sealed 

with an impassable stasis field. A character can make 
a DC 13 Arcana check to deduce that the presence of 
living creatures in the monastery seems to have trig-
gered the residual magic of the arrow of time, which is 
competing with some kind ofritual that created a tem-
poral stasis. That character can discern that if they are 
to pass the magical barriers, they need to explore the 
area and disrupt the stasis by making the events of the 
past to play out. 

The Sleeping Quarters 
Dwarf monks once rested peacefully between medita-
tion periods in this chamber. The remnants of several 
wooden bunks stand, remarkably sturdy for having 110t 

been maintained in the last sixty years. As soon as the 
characters enter the room, read: 

A familiar magical pulse washes over you and your surround-
inf]s, and the room is transformed once aaain. An imaae of 
the sleeping quarters as they must have been some sixty years 
ago appears. Gathered in the chamber are the four adventur-
ers you saw in your vision in the hallway, recuperating and 
binding their wounds. 

The gnome illusionist finishes bandaaiJ1g her wounded 
hand, then hops to herfeet. She speaks in unusually serious 
and &rim tones for a gnome. 

"Actherimos is not too danaeroL!s on his own. This deep 
into the mountains, however, his death throes could collapse 
every passa8e from here to the town. \Ve cannot win this 
battle, not without dying ourselves and kiIlin8 who Imows how 
many others in Hmnmelfast." 

After the vision fades, a character can make a DC J 5 
History check to recall that Actherlmos was the name 
of a catastrophic dragon (specifically, an earthquake 
dragon) that plagued the Nentir Vale for over a cen-
tury before vanishing without a trace roughly sixty 
years ago. Some scholars suspect that the Silver Com-
pany dealt with Actherimos, but that supposition had 
remained unconfirmed-until now. 

Additionally, a hero can make a DC 15 Arcana 
check to know that earthquake dragons such as 
Actherimos are extremely dangerous in unstable or 
mountainous regions. The presence of an earthquake 
dragon in the Dawnforge Mountains presents a dire 
threat to any person or any structure in a miles-wide 
radius. 

Several ghouls and a carrion crawler have taken up 
residence in the sleeping quarters. When the charac-
ters trigger the vision, the creatures are disturbed. Go 
to The Sleeping Quarters, page 48. 

Reward 
For exploring the area, the party gains an additional 
600 to 800 XP at the end of the session. 

Encounter Level 2 (625 XP) 

Setup 
Carrion vine trap (8 seed pods) (S) 
Faldyra (F) 

A dangerous, carnivorolls plant inhabits the copse of 
trees where Faldyra is gathering herbs. Known as a car-
rion vine, the plant is native to the Feywild. It spreads 
its roots across a wide area, extending seed pods to the 
surface. The pods have long, viny tentacles with barbed 
edges that grab living creatures and drink their blood. 

When you are ready to start the encounter, read: 

Several small, closed-bulb plants unfurl to reveallonf], whip-
pina vines within. Each vine is covered in thorns, and the 
tendrils begin to reach for you as if they hunger! 

Detect Perception DC 19 
HI' no; Bloodied -
AC 14, Fortitude 13, Reflex 11. Will --
Immune forced movement; Vulnerable 5 fire 

Seed Pods 

Initiative +6 

The seed pods of the carrion vine are all part of the same plant 
creature. For every -15 hit points dealt to this trap. remove one 
seed pod from the encounter (this removal has no effect on the 
carrion vine's number of attacks). The vine can make attacks 
using any square containing a seed pod as the point of origin. 

Vampiric Plant (healing) 
If the vine reduces a creature to 0 hit points or fewer, the carrion 
vine -15 hit one seed 

Vine Tentacle (poison) At-Will 
Attack: Melee 3 (one, two. three or four creatures); +7 vs. AC 
Hit: -I dS + 5 poison damage. and the target is grabbed (escape 

DC 

Confuse: Nature DC 12. Success: The carrion vine ends one 
grab it is sustaining. Failure (10 or lower): The carrion vine llses 
vine tentacle against the triggering creature. 

Repel: Arcana DC n. Success: The character deals 15 damage 
to the carrion vine. banishing a portion of the plant back to the 
Feywild_ 

s 
The carrion vine attacks anyone close to it. Have the 
vine attack faldyra once to instill a sense of danger in 
the encounter, but don't kill her. She has an important 
role to play later in the adventure. 

HI' 26; Bloodied 13 
ACI5. Fortitude 12 .. Reflex 14, Will 13 

1 

Wild Step 
difficult terrain when she shifts. 

Magic Missi!e (force, implement) At-Will 

initiative -["I 
Perception +6 

Effect: Ranged -10 (one creature). The target takes 6 force damage. 
)y' Phantom Bolt (illusion. implement. psychic) .. At-Will 

Attock: Ranged -10 (one creature); +4 vs. Will 
Hit: 1 cl8 + 5 psychic damage. and Faldyra can slide the target 1 
square. 

Skills Arcana +11. History + 11. InSight +6, Religion +8 
Str S (-1) Dex 12 (+1) Wis 13 (+1) 
Con 10(+0) !nt 16 (+3) Cl1a12(+l) 
Alignment good Languages Common. Elven 
Equipment robes, wand 

s of 
Illumination: Bright light. 

The foliage is difficult terrain. 

When the heroes extricate themselves hom the carrion 
vine's clutches, they find Faldyra more than ready to 
return to the caravan. The elfis grateful, but begs the 
adventurers not to tell Malgram about their "little aIter-
cation"--she is embarrassed that she did see the danger 
that the vine posed when they entered the area. 



The Nentir Vale is lightly settled, and the caravan is 
traveling through unguarded territory. Not surprising 
for overland travel, the party is confronted by a random 
wilderness encounter. The attack occurs around 
midday on the final day ofthe journey. 

A couple of hours after the successful stream cross-
ing, Malgram approaches the party. Read the following 
text aloud. 

Glancing ahout and keeping a keen eye Ollt for danger, YOll 
note with satisfaction that the caravan has recovered well 
following the stirge attack. You spy the half arc Malgram 
striding purposefully along the wagons toward YOLI. Strug-
gling to keep up with his long strides is a female elfin long 
rohes that are a hit too eleBant for road travel. \iVhen they 
draw near, Malgram holds up a hand to Bet your attention, 
then speahs in a low voice far more civil than his custom. 
"Faldyra has it in her head to BO digBing in the dirt, and she's 
far too valLlahle to the settlement to let her wander off on her 
own. I need you to watch after herfor a while." 

Before the party can respond, Faldyra steps forward 
to introduce herself more formally. She explains that 
she is to be the resident scholar in the new town of 
Inverness. She had heard rumors that an abundance 
of rare herbs grew in the area the caravan is traveling 
through. She intends to search a nearby stand of trees 
for quality specimens, but she agrees with Malgram 
that she cannot set out without guards. Since the heroes 
acquitted themselves well against the stirges, the half 
orc has indicated that the party would be an acceptable 
escort. This part of the story prOVides the heroes a 
chance to get to know Faldyra and to glean more infor-
mation about the caravan's destination. 

Faldyra leads the heroes to a nearby copse and 
begins to dig for herbs. She passes the time amiably, 
asking about the heroes and what they hope to get out 
of founding a new town. While searching for herbs, she 
finds an item halfburied in the ground, which she gives 
to the party. Roll once on the Treasure Table to deter-
mine what she finds. 

Faldyra might convey the following information over 
the course of her conversation. 
• Castle Inverness was once home to hundreds of 

people. The castle fell into ruin long ago, but a Single 
tower remains standing. The site was once consid-
ered dangerous, but decades ago a group of explorers 
plundered the tower and sealed it. 

• Brother Splintershield is planning to perform a con-
secration ritual to imbue the land surrounding the 

Faldyra Alaniel is a female elf wizard from Winter-
haven. She was recruited by Brother Splintershield to 
proVide arcane and scholarly support for the new town. 

Key Traits: Intellectual, focused, and oblivious to 
danger. Faldyra asks lots of esoteric questions and will 
ignore peril in her pursuit of knowledge. 

Goal: Faldyra wants to explore the site of the new 
town and chronicle the location's history. She has 
already written several chapters about the rise and 
fall of Inverness, drawn from extensive research. 

Motivation: Faldyra's interest in Inverness is per-
sonal-one of her ancestors vanished while explOring 
the Ghost Tower of inverness. 

Fears: Faldyra has a fear of the undead that goes far 
deeper than her race's natural disdain for such monsters. 

Weaknesses: Faldyra is prone to latching onto a 
Single piece of information and pursuing it blindly. 
She is qUick to place her trust in others, particularly 
those who claim to have fresh information. 

Mannerisms and Physical Characteristics: Faldyra 
occaSionally lapses into speaking Elven as her thoughts 
race, switching back to Common only when reminded. 

tower with the blessing of Morad in. Faldyra fully 
supports this precaution-indeed, she advised it, 
given the unknown dangers in the area. 

• Inverness is close enough to the Harken Forest that 
Faldyra hopes to convince some of her people to 
found an elven outpost nearby. 

Reward: The party gains an additional 400 to 600 
XP at the end of the session for befriending Faldyra and 
learning her plans to settle Inverness. 

Wilderness Encounters 
Near the end of Faldyra's herbal gathering, the heroes 
fInd trouble. To determine what the party confronts, 
roll a d6 and consult the Wilderness Encounters table 
below. If a majority of your players convinced Mal-
gram and Brother Splintershield to veer closer to the 
mountains (from Session 1), add 2 to the d6 roll result 
(maximum result of6). If the majority instead con-
vinced the caravan to skirt the Harken Forest, subtract 
2 from the d6 roll result (minimum result of 1). I f the 
adventurers split evenly, or if they did not intervene in 
Malgram and Brother Splintershield's argument, do not 
modify the die roll. 

WilDERNESS ENCOUNTERS 

3-4 Goblins in the Forest (page 11) 
5-6 Hungry Drakes (page 13) 

SESSION 11 



Encounter Level 3 (750 XP) 

Setup 
1 carrion crawler scuttler (C) 
2 ghouls (G) 
2 ravenous ghouls (R) 

Following their vision, the heroes have a few moments 
to explore the room and search for a way to break the 
barriers on the meditation room and the stairs. 

When you're ready to begin, read: 

The air seems to be charged with electricity for a moment 
as your vision fades. Motes of dust that once hung SHS-

pended in the air by some strange stasis field now drift 
aimlessly, the spell seemingly brohen. Four beds line the far 
wall of this room, and each one is occupied by a desiccated 
duergar corpse. 

In the past, some of the resident duergar rested here to 
recover from wounds caused by the Silver Company. 
Before they could heal, the magic of the Time Trap 
ritual (explained in Session 12) took hold. However, 
the magic of the stasis field was weak in this area of 
the monastery, and the living duergar were imperfectly 
preserved. Over the last sixty years, their bodies have 
wasted away while remaining trapped in the cham-
ber, causing them to become ghouls. A carrion crawler 
has also burrowed into the room, through a narrow 
tunnel beneath the bed. At the prospect of consum-
ing living f1esh, its long sinewy form squeezes out of 
the burrow, joining the ghouls in trying to bring down 
the adventurers. 

HI' 56; Bloodied 28 
AC 15. Fortitude 16. Reflex 15. Wi!! 13 
Speed 8. climb 4 
Immune disease. 

Claws * At-Will 
Attack: Melee 1 (one creature): +8 vs. AC 
Hit: 2d8! 6 damage. 

. Ravenous Bite * :-: 
Attack: Melee 1 (one creature): +8 vs. AC 

Initiative +3 
Perception +0 

Darkvision 
Vulnerable 5 radiant 

Hit: 3d8 + 4 damage, and ongoing 5 damage (save ends). 
Skills Stealtb +8 
Sir 18 (+5) 
(on16 (+4) 

Dex 14 (+3) 
lnt 8 (+0) 

Wis 8 (+0) 
(Ila 13 (+2) 

Alignment chaotic evil Languages Common 

After the adventurers have a few moments to 
explore the room, read: 

The duergar begin to stir, and only then do YaH see that they 
seem to be pale, ghoulish facsimiles of their former selves. 
They rise and begin to move toward you with hunger. Dis-
turbed by the movement, a centipedelike form stirs near one 
of the beds. 

HP 47: Bloodied 23 
AC 19, Fortitude '15, Reflex 17, Will 14 

Initiative +7 
Perception +1 

Darkvision Speed 8, climb 4 
Immune disease, Resist 10 necrotic 

Weakened Paralysis 
Whenever the ghoul takes radiant damage, one creature immo· 
bilized or stunned by the ghoul can make a saving throw against 
one of those effects. 

Claws * At-Wi!! 
Attack: Melee ., (one creature); +8 vs. AC 
Hit: 2d6 + 4 damage, and the target is immobilized (save ends). + Ghoulish Bite * At-Will 
Attack: Melee 1 (one immobilized. restrained, stunned. or uncon-

scious creature): +8 vs. AC 
Hit: 3d6 + 4 damage, and tbe target is stunned (save ends). 

Skills Stealth +9 
Str 14 (+3) 
Con 15 (+3) 

Dex 19 (+5) 
Int10(+1) 

Wis 11 (+1) 
(ha 12 (+2) 

Alignment chaotic evil Languages Common 

HI' 51; Bloodied 25 initiative +5 
AC 17, Fortitude 16, Reflex 14, Will 15 Perception'" 3 

Darkvision 

Attack: Melee 1 (one creature); +8 vs. AC 
Hit: 1 d8 + 6 damage, or 2d8 + 6 against a dazed target. 

+ Tentacles * At-Will 
Attack: Melee 2 (one creature): +6 vs. Fortitude, or +8 vs. Forti-

tude against a prone target 
Hit: The target is dazed (save ends). The carrion crawler shifts up 
to its the with it. 

Unsettling Scuttle * At-Will 
Effect: The carrion crawler shifts up to its speed. It can move 
through enemy spaces and climb during the shift. Each time 
tbe carrion crawler enters an enemy space for the first timE' 
during this movement, it makes the following attack against that 
enemy . 
Attack: Melee 0; +6 vs. Reflex 
Hit: n;e target falls prone. 

Str 18 (+6) Dex 13 (+3) 
Can 15 (+4) Int 2 (-2) 
Alignment unaligned Languages -

Wis "12 (+3) 
Cha14 (+4) 

If any horses died, Brother Splintershie!d calls upon 
the characters to help pull those horses' wagons. One 
character can pull a wagon for each slain horse. Any 
character who pulls a wagon loses one healing surge. 
If the characters can't agree on who will pull a wagon, 
Splintershield decides: Roll a d6 to determine which 
character must pull it, 

Characters can llse the following powers to affect the 
horses and wagons. 

You throw your shoulder ClHaillst the \\,(liJon Clnd Hive it a 1'11511. 
Standard Action 
Requirement: You must be adjacent to a wagon. 
Check: Athletics check DC 12 
Success: The horse and its attached wagon are free to move 

off the battlefield. They are removed from play. The horse is 
not subject to any opportunity attacks for this movement, 
and it can move through enemies' spaces. Any grabs on the 
horse end, and the grabbing creature falls prone. 

rOll 5pur on tlic horscs IWnIC55Cd to l! lI'<lWlJI by tilhinEJ their reins 
or callin,'} out to them. 
Standard Action 

You must be within 5 squares of a horse. 
Check: Intimidate or Nature check DC 12 
Success: The horse and its attached wagon are free to move 

off the battlefield. They are removed from play. The horse is 
not subject to any opportunity attacks For this movement, 
and it can move through enemies' spaces. Any grabs on the 
horse end, and the grabbing creature falls prone. 

S 
Illumination: The sUrge attack takes place in the 

morning on a cloudy day. The entire area is illuminated 
with bright light. 

Bushes: These small shrubs are difficult terrain. 
Log: These squares are difficult terrain. 
Rocks: These squares are difficult terrain, but the 

rocks are not taU enough to provide cover. 
Stream.: The stream is no more than waist deep 

for most heroes and requires no skill to cross. Each 
square of the stream is difHclllt terrain. A creature 
that is prone in the stream has partial cover and 
partial concealment. 

Trees: Each tree is 
4 squares tall. A tree 
provides partial cover, but 
is not sturdy enough to 
climb. 

Once the sUrges are dead 
and the wagons across the 
stream, the heroes reunite 
the caravan. Some time 
has been lost, however. 
If the settlers are to reach 
the former site of Castle 
Inverness by nightfall, 
they must push hard for 
the rest of the day. 

If any settlers died, 
Brother Splintershield 
mourns the loss and 
orders the caravan to take 
some time to bury them. 

Reward: For each 
horse that survived, the 
party gains an additional 
20 XP for the encounter. 
For each settler that sur-
vived, the party gains an 
additionallO XP. 



Malgram and Brother Splintershield have-in a rare dis-
play of agreement -prepared a plan to ford the stream 
qUickly and without incident. The two of them will 
lead half the caravan across the stream first, while the 
heroes stay behind to guard the second half. Once the 
first half of the caravan is safely on the other side, the 
heroes will escort the remaining wagons across. 

Encounter Levell (500+ XP) 

Although the water crossing isn't inherently deadly, the 
wagons' sluggish movement through the stream makes 
the settlers vulnerable. A swarm of stirges flies in, 
intent on drinking their flll of blood from both horses 
and settlers. The attack coincides with the effort to ford 
the river, requiring the heroes to choose between con-
fronting the sUrges and helping the wagons and the 
settlers avoid the mnnsters. 

5 sUrges (S) 
4 horses and wagons (II) 
4 Inverness settlers (I) 

The encounter unfc)lds as the heroes and the second 
group of wagons start to cross the stream. 

When the heroes the read: 
The sound of the nlshil18 water and the crealdna wa80ns 
mash a lJUzzin8 noise approachi118from the sky. VVhatyolJ 
tlwuaht was a smallfloc1< 0fbirds atfirst81anee proves to be 
a pad? of fOllr-win8ed insects, each the size of a small d08' As 
the creatures close swiftly, the horses whinny with fear and the 
settlers cry in alarm. 

Consider rolling initiative for each stirge separately 
or splitting them into two or three groups. This tactic 
ensures that neither side has too great of an advantage. 

HI' 21; Bloodied 11 
A(15. Fortitude 12. Reflex 15 . Will 12 

2, 6 

Nirilble Bloodsucker 

!nitiative L ? 
Perception +0 

Darkvision 

While the stirge has a creature grabbed, the stirge gains a +5 
bonus to AC and Reflex. 

Requirement: The stirge must not be grabbing a creature. 
Attock: Melee 1 (one creature); +6 vs. AC 
Hit: 1 d4 damage, and the stirge grabs the target (escape DC 12). 

Until the grab ends, the target takes ongoing 10 damage. 
5kiHs Stealth +8 
5t1'8(-1) 
(on 10 (+0) 
Alignment unaligned 

s 

Dex16 (+3) 
Int 1 (-5) 

Wis 10(+0) 
013 4 H) 

Stirges can attack the horses and the settlers, hut the 
defenders do not retaliate. A stirge attack automatically 
hits and kills a settler. Each horse has 25 hit points. The 
horses and settlers do not have healing surges. 

The stirges desire only one thing: to feed. 
They attack any living creature in their path, choos-
ing the nearest targets. If a hero attacks a stirge, nearby 
sUrges might assist, but any stirge more than 5 sqnares 
away ignores other fights in favor of seeking out its 
own victim. 

Remember that a sOrge grabbing another creature 
gains a bonus to AC and Reflex. 

Settlers, and You do not need to 
detail the movement or attacks of the settlers, horses, and 
wagons. The wagons remain stationary until the heroes 
take actions to move them (see "Terrain Powers"). 

The settlers and the horses are scared by the stirges. 
StilL the settlers know the supplies in the wagons are 
paramount to their survival in the coming days and 
months. They do not fight the stirges or allow the horses 
to do so. Instead, they focHs on trying to get the wagons 
across the stream. A settler adjacent to a wagon grants 
characters a +2 bonus to the check to use push 01' pull the 
waaon or Bet alol18! 

S 
The ghouls that have been trapped in this chamber for 
so long were once duergar, but decades of slowly dying 
of hunger and thirst have left them with nothing but 
a supernatural need to eat. These ghouls are driven 
by pure hunger, and are almost zombielike in their 
unthinking desire to eat the flesh of the heroes. 

Ghouls: The ghouls might voluntarily choose to 
delay early in the encounter, because they want to let 
the ravenous ghouls swarm the heroes flrst so they can 
step in and attack while leaving the ravenous ghouls as 
the heroes' primary targets. Additionally, these ghouls 
tend to target the heroes who have come farthest into 
the room, to keep them from escaping while they are 
torn apart. 

Ravenous Ghouls: The ravcnous ghouls are not so 
cautious. Each ravenous ghoul tries to Single out a hero 
to feast upon, though if a hero has been immobilized by 
one of the other ghouls it might switch its attacks to that 
character. 

Cardon Crawler: The carrion crawler is motivated 
by the prospect offresh food. It attacks the nearest 
characters and tries to take advantage of foes distracted 
by the ghouls. 

s the Area 
Illumination: The interior of the monastery is dark. 

The characters' light sources, if any, provide the only 
illumination. 

Beds: The beds in this chamber are well-preserved 
as a result of the stasis field. Each bed is difficult terrain 
for a creature moving into its space. As a minor action, 
a creature can turn over a bed, allowing it to proVide 
partial cover. 

asure 
A character who succeeds on a DC 13 Perception check 
to search the area flnds a chest under one of the beds. 
The chest is locked and can be opened with a DC 13 
Thievery check or with a DC 19 Strength check. 

For discovering the chest and opening it, the party 
gains an additional 250 XP at the end of the session. 
Roll once on the Treasure Table to determine what the 
heroes find. 

Development 
When the heroes have dealt with the ghouls within 
this chamber, they have a chance to see the effect their 
appearance has had on the imperfect magic of the Time 
Trap ritual. A character can make a DC 13 Arcana 
check to determine that the ghouls were created by the 
decaying stasis fIeld resulting from the Time Trap. If the 
Arcana check is 19 or higher, a character can discern 
that the party's appearance must be causing the stasis 
Held of the Time Trap ritual to more quickly corrode. 

'IlVhen the heroes leave this chamber, they fInd that 
the stasis created by the ritual has faded from the doors 
of the meditation chamber across the hall, allOWing 
them to enter that room, which they can do in the next 
session. It should be easy for the heroes to surmise that 
their continued exploration of the monastery will fur-
ther weaken the spell placed upon the building. 



Following their exploration of the sleeping quarters, the 
heroes should now be aware that the magical stasis that 
has gripped the monastery is beginning to crumble the 
more the heroes explore. The magic sealing the door to 
the meditation chamber is now open. The heroes have a 
chance to explore that chamber, as well as the stairwell 
beyond, and uncover a way to proceed further in their 
search for the arrow of time. 

The Meditation 
This room was once a place of peace and tranquil-
ity where the dwarves could spend their days seeking 
enlightenment. Judging from its current state, however, 
it was the site of a deadly battle. Read: 

As you enter this meditation chamber, you are startled to see 
several duerfJar near the bacl< of the room. You quic1dy real-
ize that they are not about to join battle, however, because the 
monsters are frozen in time, llnalfected by the ravafJes of the 
last sixty years. 

There is another pulse of ma8ical cner8Y, and the scene 
before you transforms. The human wizard from the previous 
vision stands before his companions as thoufJh lecturinfJ. 

"I have prepared a ritual that will allow l!S to subdue 
Actherimos and the duerfJar. When it trifJfJers, it will lay an 
enchantment over much-thoufJh not all-of the monastery 
and the caves below. It will freeze in time everythinfJ caufJht 
in it. Our enemies will not afJe or die, but neither will they be 
able to affect the world around them." 

the vision fades, the heroes discover that their 
presence has disrupted a portion of the ritual that 
froze the duergar in place. They are now released-
and ready to attack the heroes. Go to in the 
Trap, page 51. 

Once the heroes have released the sleeping quarters 
and meditation room from the hold of the Time Trap 
ritual, they are free to pass through the magical har-
rier that previously barred entrance to the stairs. The 
stone steps descend down to rough-hewn areas more 
like natural caves. Again, there is a pulse of magic that 
provides the heroes with a vision. 

The di11fJY stairs waver and are replaced by a well-lit stair-
well, headinEJ down into the caves. At the top of the stairs, an 
imafJe of a liviJ18 Salazar Vladistone claps his eladrin com-
panion 011 the shoulder. 

"Go," Vladisto11e says. "1 will stay behind and occupy 
the draEJon." 

The eladrin hniflht frowns and shal<es his head. "That is 
suicide, ancl you Imow it." 

Vladistone shruf]s and unsheathes his sword. "Per/taps. 
It has been too IOI1f] since I saw Illy Oldivya. Tal<e the others 
and (Jet out Tomas's time trap is sprul1fJ. By the time 
Actherimos is done with me, it will be too late for the monster 
to escape." 

"ilt least talw the arrow of time with you, then," says the 
dadrin. "Perhaps with it, you can fLnd a way to survive." 

The adventurers have gained the finaJ piece of the 
puzzle: the knowledge that Vladistone died to save his 
allies and ensure that Actherimos and the duergar were 
caught in the Time Trap. 

More important, knowing how Vladistone cIied gives 
the adventurers another chance to consider hovv they 
want to use the arrow of time-to destroy Vladistone, or 
to try to bargain with him. The heroes should now real-
ize that the arrow of time can be used to alter the course 
of history. If Actherimos still lies suspended by magic 
in the caves below the monastery, the arrow could be 
used to slay the dragon in the past, setting off a chain 
of events that would result in Vladistone never having 
been killed by the dragon, and thus never having 
become a bitter ghost of the Nentir Vale. The party 
must now descend into the caves under the monastery, 
recover the arrow of time, and defeat Actherimos. 

Once the heroes are done conversing with Brother 
Splintershield, read the following text aloud. 

The caravan rolls easily down the Trade Road for several 
hours and everyone scents to be in as fine spirits as Brother 
Splintershield. ROHfJhly ten miles outside town, the road 
leaves the towerinfJ peahs of the DmvnforfJe Mountains and 
befJins rollinfJ throufJh the foothills. The ranfJers from Ham-
merfast pull away from their positions flanhnfJ the caravan. 
They corifer briefly with MalfJram, the caravan's halforc 
fJuard captain, then offe r warninfJs about the dal1fJers of tra)'-
clinfJ throufJh the Vale. They wave farewell and tum their 
horses back toward Hammetjast. 

The easy camaraderie of the first day begins to dissipate 
on the second. An argument erupts between Brother 
Splintershield and the commander of the caravan's 
guards, Malgram. Read the following text aloud to 
begin the scene. 

On the second day of the journey, Sif]l1S of tension between 
settlers start to show. The caravan has turned south and 
abandoned the smooth Trade Road. It now follows a roufJh 
trail not meant for wafJons and carts. The settlers have lost 
t)leir initial enthusiasm and Iooh road-weary already. When 
shol!tinfJ is heard near the head of the caravan, heads rise 
abruptly and worried eyes sW11for trouble. 

When the characters investigate, they find Brother 
Splintershield and Malgram quarreling vociferously. 
Read the follOWing text aloud. 

At the head of the caravan, Brother Splintershield and Mal-
fJram are walbnfJ side by side, yellil1fJ at one another. The 
wowl of MalfJram's voice rinfJs out over the open fields sur-
roundinfJ the trail. "Put your dwarven stubbornness aside for 
one minute and 1001< at the 10fJk The forest side is jar safer 
than the mountain side. Why can you not see it?" 

The dispute arose after Malgram's scouts returned with 
word that strong fall storms and rushing streams have 
wiped out the trail ahead. The caravan must ford one of 
these streams some time tomorrow morning, and it has 
two options. One stream is closer to the northeastern 
edge of the Harken Forest, the other closer to the foot-
hills of the Dawnforge Mountains. Malgram believes 
the f()othills conceal orc tribes waiting to raid travelers, 
while Brother Splintershield asserts that the blessings 
of Moradin make the mountains the better choice. 

The heroes can intervene to support one side 
over the other. lfthey provide a convincing argu-
ment onc way or another, either Malgram or Brother 

CHARACTER PRO 
MALGRAM 

Malgram is a half-ore ranger from Hammerfast who 
volunteered to be the captain of the guard in the new 
town of Inverness. 

Key Traits: Surly, pragmatic, and suspicious. Mal-
gram believes that only constant vigilance saves lives. 

Goal: Malgram wants to get the caravan to 
Inverness and the town founded as soon as possible 
so the settlers can establish a more secure defensive 
position. 

Motivation: Malgram is the son of an ore priest of 
Gruumsh. He has faced prejudice from the Hammer-
fast dwarves his entire life. He's looking to prove that 
he can handle the responsibility of founding a safe 
and secure town in the Vale. 

Fears: Malgram has something of an inferiority 
complex when it comes to his lineage. His only real 
fear, however, is Gruumsh-because of his father's 
teachings, Malgram worries that one day the One-
Eyed God will punish him for betraying his heritage 
and aiding the dwarves. 

Weaknesses: Malgram's caution borders on para-
noia, making it difficult for him to form friendships. 
His unwillingness to rely on others manifests in the 
attitude of "If you want something done right, do it 
yourself." 

Mannerisms and Characteristics: Mal-
gram does not conceal his disapproval. He spits on the 
ground when others propose plans, snorts derisively 
during discussions, and abruptly walks away from 
people when he is done listening to them. 

Splintershie1d acquiesces (grudgingly) and the cara-
van sets off in the direction the heroes recommend. 
Although this decision has no immediate repercussions 
(both directions lead to a stream infested with stirges), 
it will affect the events of Session 2. 

Reward: 'The party gains an additional 400 to 600 XP 
at the end of the session fiJI' helping resolve the dispute. 

Early on the third day of travel, the caravan reaches the 
rushing stream that has been created by fall storms. 
Read the following text aloud. 

Near the middle of the third day, the lead wafJon of the cara-
van calls a halt. YOL! see a qUicHyflowinf] stream that cuts 
across the open plain ahead ofJo!l. AlthoufJh farfrom a 
coLlrsinfJ river, the stream is deep el10ufJh that the crossil1fJ will 
be no trivial matte r. 



At the beginning of March of the Phantom BrifJade, each 
character starts with full hit points and hcaling surges, 
as well as 1 action point 

The adventure opens with the heroes in the town of 
Hammerfast, a former dwarven necropolis and one of 
the largest settlements in the Nentir Vale, The heroes 
have gathered as part of a settlement caravan and are 
preparing for departure. Read tllE' following text a10ml 
to begin the adventure. 

You and your companions stand huddled in the chill of early 
morninfJ, blowinfJ clouds of mist with every breath. Dawn is 
just breakinfJ, and the shadowed walls of Hammerfast loom 
above YOll. A caravan of settlers is preparinfJ to depart, and 
you are amOl1fJ them. 

Prompt the players to introduce their characters, and 
give them a moment to describe their characters and 
backgrounds. Once the players have finished, continue 
the introduction by reading aloud: 

Some months afJo, a call went out from the temple of Moradin 
in HammeJfast seekinfJ able-bodied settlers to establish a new 
town to the southwest. DesirinfJ to settle in this new town, you 
answered the call and now stand in a field outside the town 
awaitinfJ the caravan '5 departure. 

If any of your players are especially engaged in their 
characters' histories, you could ask them to explain why 
their characters signed on for this expedition. If play-
ers ask about compensation, tell them that the caravan 
master, Brother Splintershield, has offered each settler 
a small stipend to help build a home. 

1: 

Once the players have had a chance to become 
acquainted, the adventure truly begins when the cara-
van's financier, a dwarf cleric of Morad in called Aldus 
Splintershield, visits with the heroes as the first wagons 
of the caravan set out. Read aloud: 

TIle caravan master calls to checl< readiness. \Vhistles sound 
alol1fJ the wafJons, indicatiJ1fJ that all are ready to fJo. The 
master fJives the signal, and the procession begins to advance 

slowly. A male dwmfin the robes of a cleric oj Moradin 
approaches YOll with a smile. "Glad to have you along," he 
says. "In just three days, we'll befounding OLlr own town. 
We'll all fJO down in history." 

Give the players a moment to interact with Brother 
Splintershield. The enthusiastic cleric expounds on the 
historic events about to take place, providing the follow-
ing information. 
+ The town to be founded is in an area where a great 

castle once stood. Castle Inverness crumbled to ruin 
long ago, but its location was recently rediscovered 
by a group of rangers t raveling off the beaten path 
between Hammerfast and Harkenwold. 

+ The new town will serve as a waypoint for traders 
traveling between Harkenwold and Hammerfast. 
The temple of Morad in is looking to create a better 
trade route to the south by forging a new road 
through the foothills of the Dawnforge Mountains. 
Inverness is to be the first advance station for the 
road-building workers and supplies. 

Brother Splintershield is a young cleric of Moradin. 
His family hails from a distant dwarven hold, and he 
is the first of his clan to make a name in Hammerfast. 

Traits: Optimistic, exuberant, and aggressive. 
Brother Splintershield sets his Sights on lofty goals 
and works hard to make them happen. He keeps a 
positive outlook, even in the darkest situations. 

Goal: Brother Splintershield wants to help found 
the new town of Inverness to make the Nentir Vale 
safer for travel and to improve bis status in the temple 
of Moradin. 

Motivation: He is motivated by the prospect of 
increasing bis clan's prestige in Hammerfast and the 
vale, as well as by a genuine desire for the expansion 
of civilization. 

fears: He is afraid of feeling useless and of lOSing 
prestige. To him, failing to complete this ground-
breaking, diVinely inspired task would be ruinous to 
both his own and his clan's reputation. 

Weaknesses: Brother Splintershield can be overly 
optimistic. He has a hard time seeing the potential 
pitfalls and the degree of challenge in any endeavor. 

Mannerisms and Characteristics: The 
cleric speaks with enthusiasm, can be loud and bois-
terous, and has a limp that forces him to lean on his 
staff as he walks. His injured leg is the result of a nasty 
run-in with a monstrous spider that he experienced 
during his initial journey to Hammerfast. 

Encounter I,evel 2 (700 XP) 

etup 
2 duergar guards (G) 
2 duergar scouts (S) 

In the meditation chamber of the monastery, the magi-
cal pulse disturbs a section of the Time Trap set by 
Tomas Alderson sixty years ago. Four duergar, all of 
whom have no concept of how much time has passed, 
are released. 

When the heroes have seen the vision in the medi-
tation chamber, read: 

As the vision fades and is replaced once more by the dingy, 
10nfJ-untouched monastery, something moves ahead of you. 
The duerfJar, which were frozen in time before the vision 
played out, now move around and stafJfJer a bit. They loo/? 
briefly disoriented, but then qUickly turn toward you, weap-
ons at the ready. 

Features of the Area 
Illumination: like the rest of the monastery, this 

area is lit only by the heroes' light sources. 
Altar: This altar was once dedicated to Moradin. 

The statue portion of the altar is blocking terrain. The 
rest of the altar is difficult terrain. A dwarf (other than 
a duergar) gains a +1 bonus to attack rolls and damage 
rolls while on or adjacent to the altar. 

Rubble: Some of the ceiling of the cavern has col-
lapsed here, creating difficult terrain. 

Vessels: These might have once contained water. 
Now they are empty. They are difficult terrain. 

s 
The duergar are brutal and savage. For them, no time 
has passed since the Silver Company was in the monas-
tery. The heroes before them might look different, but 
they are invaders nonetheless. 

Guards: The guards are aggressive warriors that 
move up and engage the heroes face to face. Each guard 
tries to lock down a different hero. 

Scouts: The scouts are masters of stealth and invis-
ibility magic. They want to stay on the fringes of the 
battlefield so that they can safely become invisible, hide 
from the heroes, and then leap out and attack. 

A character who succeeds on a DC 19 Perception check 
to search the area finds a cache in the altar. For discm'-
edng the cache, the party gains an additional 250 XP at 
the end of the session. Roll once on the Treasure Table 
to determine what the heroes find. 

HP 58: Bloodied 29 
AC 20. Fortitude '17, Reflex 15, wm '15 
Speed 5 
Resist 5 fi re, 5 

Warhammer (weapon) • At-Wi!! 
Attack: Melee 1 (one creature): +9 vs. AC 
Hit: 1d10 + 6 damage, 

Initiative +6 
Perception +4 

Darkvision 

Effect: The duel'gar guard marks the target until the end of the 
next turn. 

Infernal Anger (fire) • 
Effect: Until the start of the guard's next turn, its melee attacks 
deal 4 extra fire damage, and if an enemy adjacent to the guard 
moves, the guard can shift 1 square as an immediate reaction. 

!nfernal Quills (poison) • Encounter 
Attack: Ranged 3 (one creature): +9 vs. AC 
Hit: '1 d8 + 3 damage, and the target takes a -2 penalty to attack 

rolls and ongoing 5 poison damage (save ends both). 
Skills Dungeoneering +9 
Str 14 (+4) Dex 15 (+4) 
Con 18 (+6) lnt 10(+2) 

Wis 15 (+4) 
Cha 8 (+1) 

Alignment evil languages Cornmon, Deep Speech, Dwarven 
Equipment chain mail, warhammer 

HP 48; Bloodied 24 
AC 18, Fortitude 18, Reflex 16, Wiil16 
Speed 5 
Resist 5 

Shadow Attack 

Initiative +8 
Perception +9 

Darkvision 

The duergar scout's attacks deal 4d6 extra damage when the 
scout hits a that cannot see it. 

Warhammer (weapon) • At-Wi!! 
Attack: Melee 1 (one creature); +9 vs. AC 
Hit: ld10 + 4 damage. 
Crossbow (weapon) • At-Wi!! 

Attack: I\anged 20 (one creature); +9 vs. AC 
Hit: '1 d8 + 5 damage. 

Underdark Sneak. At-Will 
Effect: The scout hecomes invisible until the end of its next turn or 
until it hits or misses with an attack. 

Inferna! Quills (poison) • Encounter 
Attack: Ranged 3 (one creature); +9 vs. AC 
Hit: ld8 -I- 4 damage, and the target takes a .. 2 penalty to attack 

rolls and ongoing 5 poison damage (save ends both). 
Skills Dungeoneering +9, Stealth +9 
Sfr 13 (+3) Dex 15 (+4) 
(on 18 (+6) int 10 (+2) 

Wis 14(+4) 
Cha 8 (+1 

Alignment evil Languages Common, Deep Speech, Dwarven 
Equipment chain mail, warhammer, crossbow 

evelopnlent 
With the enemies in this chamber dispatched, the 
heroes can continue their exploration of the upstairs 
area. Only when they have completed it should they 
descend to the caves below the monastery. 



I 
Descending into the caves beneath the monastery, the 
heroes see more signs of time distortion that must be 
the result of the Time Trap ritual performed by the 
Silver Company. Read: 

The stairs lead down into the rou8h-hewn roc/;, of a natural 
cave system. Deep in the mountain here, the chill of winter 
arips the caves. Ice din8s to the walls and floor, mahn8 parts 
of the area treacherous merely to walk throu8h. 

Detect Perception DC 15 
HP-
AC -, Fortitude -, Reflex -. Will -
Immune 

Multiple Turns 

Initiative see multiple turns 

all conditions 

The cave-in hazard acts three times, on initiative 20, 15, and 10. 
The hazard takes a turn on each of those initiative counts. On an 
initiative count of 15, the cave-in uses choking dust. 

Unstable Terrain 
Creatures can enter the space of the cave-in, but the squares are 
difficult terrain. When a creature ends a move action in the cave-
in's space, that creature must make a saving throw. On a failure, 
it falls 

Attack. At-Will 
Effect: Roll a d6 twice. The cave-in attacks creatures in each of the 
two spaces corresponding to the roll. See the tactical map for 
which squares correspond to which numbers. 

Attack: Melee ° (all creatures in the corresponding space); +7 vs. 
Reflex 

Choking Dust. At-Will (l/round; see multiple turns) 
Attack: Close burst special (all creatures in the entire cave-in or 

within 2 squares of it); +7 vs. Fortitude 
Hit: 1 d6 + 3 damage, and ongoing 5 damage (save ends). If the 

target already has 0 oing dama e, that dama e increases by 5. 

• Open an Entrance: Athletics DC 13. Success: One creature 
adjacent to the character performing the check can slide 1 
square. 

• Struggle: Endurance or Acrobatics DC 13. Success: The charac· 
ter performing the check can make a saving throw against the 
slowed or immobilized condition. 

• Aid Breathing: Heal DC 13. Success: The character performing 
the check or a charilcter adjacent to him or her can make a saving 
throw ilgainst ongoing damage. 
• Predict: Dungeoneering DC 13. Success: The character and his 
or her allies gain a +2 bonus to all defenses until the end of the 
next turn of the character performing the check. 

Throughout this area, signs of battle remain undimin-
ished. The adventurers might find a dead duergar, its 
body freshly slashed with sword marks. Elsewhere, they 
see decades-old bloodstains, still slick and dripping. As 
the heroes pass by each of these places, a magical pulse 
releases the scene from its time stasis. 

The disruption of the Time Trap ritual is harmless 
until the heroes reach a chamber where the earthquake 
dragon's power caused damage. When the heroes enter 
the chamber just before the one where Actherimos is 
imprisoned, read: 

Movin8 throu8h the underaround caverns beneath the mon-
astery, you come to a massive open room. This chamber 
seems empty at first, but as you pass throu8h it, you notice 
rocks, pebbles, and vertical lines of dirt han8in8 in the air. The 
realization dawns on you that the debris remains suspended 
in the air because some tremor must have knoched it loose jllst 
before the Time Trap was tri88ered. 

At this point, the pulse of magic triggered by the 
characters' presence undoes the Time Trap. This 
event places the heroes in the middle of a danger-
ous hazard-an ongoing cave-in. The cave-in hazard 
consists of six 2-by-2-square spaces, as shown on the 
accompanying map. 

When the heroes reach the chamber where the dragon 
Actherimos is imprisoned in the Time Trap ritual, the cave-
in ceases, and they have a few moments to recover. Read: 

The icy chamber ahead holds the weat earthquake dra8on, 
Actherimos, and several ofllis duer8ar supplicants, all sus-
pended in time by the Time Trap. The ma8ic ilOldin8 them 
in time seems to be fadi118- It looks as thoLL8h you have a few 
minutes to rest before the ritual wears off entirely. The sH8htest 
disturbance to the room could speed up the dra8on's release. 

stumble across a pair of ochre jellies that have taken up 
residence inside the fountain. 

Session 4: With the ruins of Castle Inverness 
cleared, the pilgrims move inside the walls. Shortly 
before Brother Splintershicld begins his cleansing 
ritual, the broken tower at the center of the ruins 
shimmers and appears to become whole. At the same 
time, undead attack The adventurers must defend 
Brother Splintershie1d against the onslaught of undead 
threatening to disrupt the ritual. Once the ruins are 
sanctified, the heroes meet the ghost of Salazar Vladis-
tone, who rails against them for keeping him from the 
grave of his wife. 

Session 5: This session begins several months after 
the conclusion of Chapter 1. The heroes and the town of 
Inverness have flourished. When rnmors circulate that 
foresters from Inverness are missing, the heroes investi-
gate, discovering a mysterious Abyssal plague. 

Session 6: During this session, the heroes explore 
the Harken Forest, searching for the origin of the Abys-
sal Plague. While investigating a strange corpse, several 
phantom soldiers appear and slay Brother Splinter-
shield, breaking the sanctification of Inverness. With 
the wards destroyed, the town is vulnerable to attack. 

Session 7: This session begins with the heroes rush-
ing back to Inverness to ensure the safety of the tOWll. 
After sneaking past phantom sentries, the heroes help 
Malgram get many of the townsfolk out safely, dis-
patching a number of Phantom Brigade soldiers in the 
process. 

Session 8: This session brings the heroes into direct 
conflict with the ghost of Salazar Vladistone. After real-
izing that Vladistone cannot be destroyed in his current 
form, the heroes rescue Faldyra and escape from the 
burning ruins of their village. Vladistone warns that he 
will have his revenge on the heroes. 

Session 9: This session begins a few months after 
the attack on Inverness. Vladistone has rallied a spec· 
tral army known as the Phantom Brigade to his side. 
VI/hen Vladistone turns the ghosts of Hammer fast 
against its citizens, the advenlurers come to the town's 
aiel. Arriving at the library, they learn that Faldyra has 
information about Vladistone. 

Session ]0: Faldyra informs the heroes of VIa dis·· 
tone's history, including the place where he was slain. 
She tells them that they must recover a relic called the 
arrow of time, which was taken from the Ghost Tower. 
With the arrow, the characters can either destroy Vla-
distone or give the arrow to him, which can be returned 
to the Ghost Tower to banish it and restore his wife 
to him. 

Session] 1: The adventurers investigate the 
abandoned monastery and discover that the Silver 
Company's wizard used powerfi.l1 magic to trap the 

< monastery's inhabitants in time. To get into the magi-
cally sealed lower chamber, they mnst explore the 

< rnonastcry and fIght the undead dvvelling there. 

Session 12: As the heroes explore the area and see 
the events ofthe past unfold before them, they also 
break portions of the spell holding the dllergar in place. 
With the duergar defeated, they can continue their 
descent into the lower reaches of the monastery. 

Session 13: In the final session, the heroes delve 
deep under the ruined monastery for the source of VIa-
distone's demise. As they explore the crumbling, frozen 
caves, they release the earthquake dragon that killed 
Salazar Vladistone years ago. 

They can recover the arrow from Vladistone's body 
during the fight. The characters can then choose either 
to use the arrow of time to the dragon before it killed 
Vladistone, altering the course of history instantly, or 
they can hand it over to Vladistone's ghost, who appears 
and asks for the weapon so that he can be reunited with 
his wife. 



Fortune Cards arc available in 8-card booster packs 
with difJering levels of rarity (common, uncommon, 
and rare) and bring more excitement to the game table. 
Players can crack open boosters of cards just prior to 
participating in a game session or come to their game 
with pre-built decks. For players wanting to take advan-
tage of this gameplay enhancement, we recommend 
purchasing 2 boosters per play session or bringing 
a deck built according to the Fortune Card rules, 
available in the booster packs or online at www.Dun-
geonsandDragons.com. The set available for purchase 
and use during this season of DUNGEONS & DRAGONS 
ENCOUNTERS is called Shadow over Nentir Vale™. 

Encounters Cards: D&D Encounters Cards 
awarded in prior seasons have benefits similar to For-
tune Cards. For this season, players can either use a 
D&D Encounters Card or a deck of Fortune Cards 
during each session. They cannot play with both 
options during the same session. 

\iVhen a player earns 20 RPs, he or she earns the first 
DUNGEONS & DRAGONS Fortune Card, called Cautious 
Maneuver. At 40 RPs, the player earns Impervious, and at 
60 RPs they receive One More Chance. These cards are 
awarded to the player immediately following the ses-
sion in which the card is earned. Players can add these 
cards to their Fortune Card decks upon earning them. 
These cards are distributed by the organizer and any 
questions regarding availability or quantities should be 
directed to him or her. 

Over sixty years ago, a group of bold adventurers call-
ing themselves the Silver Company delved into a 
mysterious tower that appeared in the ruins of Castle 
Inverness. The result was tragic-one of the Silver Com-
pany, a woman named Oldivya Vladistone, perished. 
Her husband, Salazar, continued to adventure with the 
Silver Company for some years, growing more despon-
dent the longer he had to deal with his wife's death. 
Eventually, Salazar Vladistone sacrificed himself to 
save his allies and the people of Hammer fast from an 
unknown danger in the Dawnforge Mountains. Vla-
distone's spirit did not rest quietly after his sacrifice, 
however. He became a ghost, haunting the Nentir Vale 
as be made pilgrimages to the grave of his wife in the 
ruins ofInverness. 

Now, six decades later, an ambitious young cleric 
named Aldus Splintershield, seeking to make a name 
for himself and his clan, has begun organizing a group 
of settlers to found a new town in the ruins of Castle 
Inverness. Brother Splintershicld is unaware that the 

ghost of Salazar Vladistone visits the graveyard at 
Inverness to this day. The cleric has set his pilgrims on a 
collision course with the restless and soon-to-be venge-
ful soul of a former adventurer. 

The adventure hegins with the heroes as a part ofa 
caravan of pilgrims setting out to found a town in the 
ruins of Castle Inverness. The heroes are 1st-level 
adventurers who have been hired to help ensure that 
the caravan reaches Inverness safely. 

Session 1: In the fIrst session, the caravan departs 
from HammerfasL Along the way, the heroes have 
a chance to meet several important people, such as 
Brother Aldus Splintershield and the half-ore caravan 
guard, Malgram. \iVhcn the caravan attempts to cross a 
small stream, it is attacked by stirges, which the heroes 
must fight off 

Session 2: This session opens with the heroes 
assigned to guard Faldyra, an elf wizard and scholar 
who is traveling with the caravan. During their 
assignment, the heroes stumble across one of several 
encounters: a carnivorous plant, a goblin ambush, or a 
pack ofhungry drakes. 

Session 3: In this session, Brother Splintershield 
asks the heroes to investigate the ruins of Castle 
Inverness before the settlers move in, ensuring that no 
danger lurks inside. In addition to learning more about 
the mysterious origins of the castle ruins, the heroes 

The first four encounters of the March of the Phantom 
Brigade™ assume that you are DMlng a of five 
1 st-Ievel characters and have players familiar with the 
DUNGEONS & DRAGONS game at your table. Encounters 
5 through 8 aSSllrne a party of1nd-level adventurers, 
and encounters 9 through 13 assume a party of 3 rd-
level adventurers. Compare the party at your table to 
this assumption, using the following guidelines. 

Weak You have a weak party at your table 
if it consists of only four characters, or most or all the 
players are new to the DUNGEONS & DRAGONS game. 
If you have a weak party, remove one of the lowest-
level or least important nonminion monsters from the 
encounter. 

You have a strong party at your table 
if it consists of six characters, or most or all of the 
ers are veteran DUNGEONS & DRAGONS players who like 
added challenge. If you have a strong party, add one 
of the simplest nonminion monsters among those in 
the encounter whose level most dosely matches the 
encounter level. 

The characters will probably choose to rest. In the event 
they attack the dragon or try to poke around the room, 
describe how the magical stasis on the creatures seems 
to fade more hastily. The creatures in the room cannot 
be hurt until the ritual ends. 

The arrow of time 'is clutched in the hand of the 
corpse of VIa dis tone, next to Actherimos. Remind the 
heroes, if necessary, that their objective is to obtain the 
arrow. can then choose either to kill Acthel'imos 
with it (once the dragon has one-quarter or fewer of its 
hit points remaining), or ofter it to Salazar Vladistone. 

When the ritual ends, go to the 
page 54. 

A character who succeeds on a DC J 3 Perception check 
to search the rubble after the encounter finds the skel-
eton of a former duergar commander. The duergar 
commander has a piece of equipment that seems to 
have survived the devastation. 

For discovering the skeleton, the party gains an addi-
tiona 1 250 XP at the end of the session. Roll once on the 
Treasure Table to determine what the heroes find. 

I f the heroes nse the arrow of time, they retnrn to Ham 
merfast to find that the inhabitants have no idea that 
anything strange has transpired. Thanks to the arrow of 
time, the citizens have no knowledge of VIa dis tone, the 
Phantom Brigade, or any of the events the heroes have 
experienced during the adventure. Faldyra retains her 
full memory of both the original timeline and what has 
transpired in this one--a result of her study of the arrow 
of time and her skill with arcane magic. 

If the heroes give Salazar Vladistone the alTOW of 
time, he is true to his word. He returns to Inverness 
with the relic. The tower allovvs him to enter it and 
return the arrow, at which point, it disappears and 
allows him to see his wife again. 

Although the Nentir Vale has been spared the rav-
ages of the Phantom Brigade, a worse threat looms on 
the horizon, in the form of the Abyssal plague. You 
can read more about the Abyssal plague in a series 
of DUNGEONS & DHAGONS novels beginning with The 
Temple of Yellow Slwlls by Don Bassingthwaite. 

The next season of DUNGEONS & DUA(;ONS 
ENCOUNTERS starts next but you can always keep 
the adventure alive. Cheek out other products that 
explore the Nentir including the 
Dwt[Jeon ivlaster's and Nlonster VaultlM : Threats to 
the NeniiJ' Valc™ (available June 2011). 



Encounter Level 2 or 3 (702 or 1,002 XP) 

etup 
8 duergar thugs (T) 
Actherimos (A) 
Salazar Vladistone (see "Events in Battle") 

When you're ready to start the encounter, read: 
Yael witness the same pulse of maaie you've seen before, and 
with that. the room bursts into activity. The draaon and the 
dueraar seem disoriented for a second, but rally quickly and 
prepare for battle. 

As Aetherimos wheels about. you can see the mana led 
corpse of Sa lazar Vladistone beside it. Clutched in the corpse's 
hand is the arrow of time. 

tics 
The dragon is confident and content to let the duergar 
do his dirty work. 

Duergar Thugs: The thugs are selfless soldiers 
devoted to Actherimos. They hurl themselves recklessly 
toward the heroes, heedless of damage. 

Actherimos: Actherimos thinks it only appropri-
ate that his supplicants charge forward and interpose 
themselves between him and the heroes. The dragon 
hangs back while he builds up his aura. 

Salazar Vladistone: lfSalazar joins the fight (see 
"Events in Battle"), he focuses on taking down the char-
acter who has the arrow oJtime.lfthat character falls 
unconscious, he takes the arrow and leaves the heroes 
to their fate. 

HI' 1; a missed attack never damages a minion. 
AC '16, Fortitude 17, Reflex '15, Will 14 
Speed ') 
Resist S fire, 5 

Warhammer (weapon) • At-Will 
Attack: Melee 1 (one creature); +9 vs. AC 
Hit: 8 

Infernal Quills (poison) • Encounter 
Attock: Eanged 3 (one creature): +9 vs. AC 

Initiative +4 
Perception +4 

Darkvision 

Hit: 6 damage. and ongoing 1 poison damage (save ends). 
Str 14 (+4) Del{ 15 (+4) Wis '15 (+4) 
Can 18 (+6) !Ilt '10(+2) (ha 8 (+1) 

evil Common, Deep Speech, Dwarven 
Equipment chain mail, warharnrner 

HI' 1'18; Bloodied 59 
A( 20, fortitude 17, Reflex 16, Will H 
Speed 8 (earth walk), burrow 4, fly 4 

Throws +2; Action Points 1 

o """",',rw Earth. Aura 1 

Initiative +7 
Perception +5 

Darkvision, 
tremorsense 10 

Whcn any enemy in the aura uses an attack power that does not 
include the dragon as a target, that enemy falls prone and takes 
5 

Bite. At-Will 
Attack: Melee 2 (one creature); +9 vs. AC 
Hit: lel8 + :3 damage. 
Gaw.At,Wm 

Attack: Melee 1 (one creature); +9 vs. AC 
Hit: ld6 + 4 damage. 

+ Double Attack. At-Will 
Effect: The dragon uses bite and dow or uses dow twice. + Earthen Maw. KP,-n;!n;,,, 

Attack: Melee 2 (one creature): +7 vs. Eeflex 
Hit: 1 dl 0 + 6 damage, and the target is restrained (save ends). 
First Failed Savin8 Throw: The target is instead petrified (save 

Rising Tremors. Recharge at the start of any turn when quaking 
eorth is aura 1 
Effect: Quakin8 earth expands to aura 3. At the start of the drag-

on's next turn. qtwking eorth expands to aura 5. At the start of its 
follOWing turn, the dragon makes the follOWing attack. 

Attack (No Action): Close burst 5 (enemies in burst); +8 vs. Edlex 
Hit: 2d8 + 4 damage, and the target falls prone and cannot stand 

up (save ends). 
Effect: QuokinEJ earth aura reverts to its original state anel size 

1 

Sudden Quake. At-Will 
Tri88er: The dragon is pulled, pushed. slid: or knocked prone. 
Effect (Free Action): Each enemy in the dragon's aura falls prone. 

Str '17 (+5) Del{ 16 (+5) Wis 16 (+5) 
Con 19(+6) II1t15 (+4) (ha 13 (+3) 
Alignment unaligned 

i 

Languages Common, Draconic, 
Primordial 

Several key events happen during the battle that help to 
determine the outcome of the adventure. 

When a hero takes the arrow of time from the 
or when Actherimos becomes bloodied read: 

Salazar VIa dis tone appears at the entrance to the cave. His 
eyes have a haunted look. His aaze fixes on the arrow before 
he turns to all of YaH. 

"I remember now," he says. "How much 1 wanted to see 
my Oldivya. f Imow what YOll intend to do with the arrow, 
and I ask you-please do not send me back. I could not bear to 
return to that time and be without her af-jain." 

Vladistone will speak with the characters as they fight 
Actherimos. Although he asks that they do not kill 
Actherimos using the arrow, he is also unwilling to give 

characters discover treasure, follow the instructions 
provided in the adventure, Use the following rules to 
divide treasure among the characters. 

Magic Items: During the adventure, a number of 
magic items might be discovered, The exact nature of a 
magic item is usually determined hy a roll on the Trea-
sure Table. 

2 +1 armor 
3 +'1 weapon 
4 +'j magic holy 
5 +1 amulet of 
6 +1 magic wand, orb, staff, or rod 
7 + 1 veteran's armor 
8 + 1 vicious weapon 
9 +1 safewing amulet 
10 + 1 symbol of life 
11 +1 dwarven armor 
12 +1 orb of inevitable continuance 
13 +1 rod of deadly casting 
14 + 1 luck blade 
15 +1 delver's armor 
16 +1 lightning wand 
17 irons kin belt 
18 +1 amulet of health 
19 +1 weapon 
10 +'1 staff of storms 

Awarding Magic Items: When the characters find 
a nonconsumable magic item, the players can decide 
which character receives it. Usually, these decisions will 
be easy, since certain items are better suited for certain 
characters. I f this is not the case, then you should assign 
the new item to a character who has no nonconsumable 
magic items. If two or more characters lack nonconsum-
able magic items, have each ofthose players roll a d20. 
The character of the high roller receives the new item. 

Selling Items: If none of the characters wants a 
particular magic item, the group can sell it at the end 
of the session usIng the rules from Rules Compendium. 
Divide the gold pieces received evenly among the 
party members. 

When to Gear Up: Characters can buy equipment 
at the start of each chapter. 

One of the great rewards for playing in a DUNGEONS 
& DRAGONS ENCOUNTERS season is the accumula-
tion of Renown Points (RPs), which are given out for 
accomplishments by players during, and sometimes 
in·between, sessions. These Renown Points are tracked 
at the Wizards Play Network location and reaching cer' 
tain thresholds garners the player a tangible reward-an 
exclusive D&D Fortune Card. 

Players can use these cards during the current 
DUNGEONS & DRAGONS ENCOUNTERS season, subsequent 
seasons, or possibly both. Each card provides a certain 
benefit as detailed on the card itself: Rules on using For-
tune Cards during play sessions can be found in hooster 
packs or online at www.DungeonsandDragons.com. 

As the Dungeon Master, you award Renown Points 
at the end of a session of play, just like you would grant 
experience and treasure. Unlike experience and trea-
sure, Renown Point totals earned for each player must 
be reported to the organizer at the conclusion of the ses-
sion when you turn in your session tracking sheet. The 
organizer can then tell you if any players have qualified 
for a card. 

The Renown accomplishments, their frequency, and 
the point values of each are listed below. 

Kill 3 minio!ls in 1 attack 1/chapter 2 
Take SO enemy in 1 session 2 
Create your own character Season 5 
Create a character with Character Builder Season 5 
Survive 8+ sessions without Season 5 

Bring a New Player: These points are awarded to 
existing players for each new player brought to D&D 
Encounters that has never before participated in the 
program (current and past seasons included). 

Moment of Greatness: These points are a discre-
tionary award given out by the DM or through party 
vote to a player for doing something inventive, daring, 
or just plain cool during a session of play. 

DUNGEONS & DUAGONS Fortune Cards are a new 
gameplay enhancement that showcases the chaotic 
and unpredictable nature of adventuring in a fan-
tastic world of danger and magic. Every time players 
begin a session, they draw cards from their decks of 
Fortune Cards, activating the game benefIt of the 
card at the appropriate time. Each card provides a 
game effect that enhances attacks, defenses, or pro-
vides some other sort of benefit to a player character. 
Fortune Cards are featured in Encounters seasons 
going forward-player rewards wlll consist of exclusive 
promotional Fortune Cards. Although players don't 
have to purchase Fortune Cards to play DllNGEONS & 
DRAGONS ENCOUNTERS, we think they'll enjoy this new 
enhancement to their game experience. 



only at the end of each chapter. Make sure your play-
ers track this information on their D&D Encounters 
Play Trackers. 

• Turn ill your session tracking sheet to the organizer. 
Make sure you've recorded all the DCI/RPGA num-
bers on it, along with names and the play date. 

• Report Renown Point totals earned for each player 
to the organizer. The organizer fills out the Renown 
Point Tracker for the location and tells you if any 
players have earned D&D Encounters Cards. 

• Give out treasure and experience points. Make 
sure the players write down rewards on their D&D 
Encounters Play Trackers. 

• Collect your special reward for providing your time 
as a DM to make the event happen. Your organizer 
has more details on this reward. 

At the end of each chapter: 
• The adventurers take an extended rest, regaining all 

of their healing surges, hit points, and daily powers. 
Also, their action point total resets to 1. 

• Once you've been the DM for a few sessions, it's easy 
to prepare for your next session. Simply skim the 
next session's material, and you're ready to go. 

re 
Players are responsible for bringing their own charac-
ters to each play session. A first-time player can bring 
a 1st-level character created using the rules found in 
the Heroes of the Fallen Lands™ rulebook, Heroes of the 

Since you can never tell who's going to show up to a 
DUNGEONS & DRAGONS ENCOUNTERS session from week 
to week, you might wind up with a different group of 
players at various times. Some players might be start-
ing in "midstream," some could have missed a session 
or two, and others might have played all the sessions 
with a different DM. That's fine. Catch up new play-
ers with a brief summary of what has come before 
and make sure that returning players have marked 
off resources they spent (healing surges, daily powers, 
and so forth) since their last extended rest. 

Majority Rules: If some element of the adventure 
plot hinges on the adventurers having made a par-
ticular decision in a previous session, and the current 
group of players is not the same as that previous 
group, then poll the players to see what their previ-
ous groups decided to do. Go with the majority; if it's 
an even split, side with the most positive result, For 
example, if three of five players' characters werte in 
a group that decided to take the mountain path in 
Session 1, then use that decision for determining the 
probability of the random encounters in Session 1, 

Forgotten Kingdoms™ rulebook, or the Class Compen-
dium: Heroes of Sword and Spell™ rulcbook. In addition, 
players can use rules presented in Dragon"" magazine in 
support of those products. 

If a player doesn't have a character or doesn't want to 
create one from scratch, several pregenerated adventur· 
ers are provided in the play kit. 

At the end of each session, you award experience 
points, treasure, and Renown Points. The players record 
that information on their D&D Encounters Play Track-
ers, and you report the Henown Points each player 
earned to the organizer. 

Changing Characters: Players can switch charac-
ters during a D&D Encounters season, If a player wants 
to do so, he or she can bring a new character with an 
amount of experience points equal to the character he 
or she previously played in the season. However, the 
new character does not keep any treasure or items from 
the previous character. 

Character Death: If a character dies during a ses-
sion, the player has two choices. I-Ie or she can bring 
the same character back at the beginning of the next 
session with four fewer healing surges, or he or she can 
start a new level-appropriate character. If a character 
dies and has fewer than four healing surges remaining, 
that character loses all of his or her remaining healing 
surges and can return next session but has hit points 
equaling only his or her bloodied value. 

No other penalty exists for death except for the 
potential loss of Renown Points for surviving eight or 
more sessions without dying. 

At the end of each session. you award experience 
points. 'fhe point total includes the encounter reward 
plus any exploration or story rewards. The explora-
tion and story rewards vary, depending on group size. 
Choose an amount appropriate for the size of the group. 
For example, in the first session, the party receives 400 
to 600 XP for helping to resolve the dispute between 
Splintershield and Malgram. If a party contained only 
four characters, you might award 400 XP.lfa party 
contained six characters, YOll could award 600 XP. For 
five characters. award 500 Xl'. 

After calculating the total XP reward, divide it by the 
number of player characters (do not include nonplayer 
characters), and award each character that amount of 
experience points. 

Milestones: For every two encounters a character 
completes without taking an extended rest, the charac-
ter reaches a milestone, gaining an action point. 

As the characters progress through the mini-campaign, 
they have the opportunity to gain treasure in the form 
of gold pieces, valuables, and magic items. Whenever 

up his ghost legion unless they promise him the arrow. 
He wants to return it to the Ghost Tower, in the hope 
that restoring the relic to the tower will return Oldivya 
to him. He cannot bear to live without her, either in the 
past or the present. 

Lfthe characters promise to give Vladistone the 
arrow, hejoins in the fight against Actherimos. If the 
characters renege on their offer or flatly refuse to give 
him the arrow, he joins the flght against them. 

When Actherimos is reduced to 29 hit points 01' 

fewer, read: 
The dragon's movements grow slower as your attacks add up. 
The wounds on the creature's body seem to have rendered it 
vulnerable to a shot with the arrow of time. 

The character who has the arrow can now choose to 
fIre it at the dragon as a free action. Even if the initial 
attack might have slain the dragon outright, the arrow 
strikes flrst, hitting automatically. 

If a hero fires the arrow at Actherimos, read: 
The arrow speeds toward the dragon, striking it in the chest. 
The whole chamber lights up for a moment, and a second 
later, all that's left of Actherimos is dusty bones that look 
decades old. 

Salazar Vladistone's face is twisted, noi in anger but in 
sadness. As his spectra! visage fades, you hear him whisper. 

HI jllst wanted to sec my Oldivya." 

The arrow ends the dragon's life just bel(xe Actherimos 
would have slain Vladistone. As a result, Vladistone 
survived in the past and was forced to rejoin his com-
panions and live out the rest of his life in misery. 

atures of the Are 
Illumination: As with the rest of the interior of the 

monastery, this area is dark. It is lit only by the heroes' 
light sources. 

Frozen Pool: A creature that enters one of these 
squares must make a DC 13 Acrobatics check. On a 
failure, it falls prone. 

Icy Rock: These squares are blocking terrain, 
though a character can climb atop the rock with a 
DC 13 Athletics check. 

Icy Stalagmites: These squares can provide 
partial cover. 

Shattered Ice: These squares are difficult terrain. 

HP 67; Bloodied 33 
AC 19. Fortitude 16, Reflex 13, Will 14 
Speed 6, phaSing 

Drag Into Death + Aura 1 

Initiative + 4 
Perception +1 

Darkvision 

Any enemy that starts its turn adjacent to Vladistone is slowed 
until the start of its next turn. 

!nsubstantial 
Vladis(one takes only half damage from any damage source, 

longsword (weapon) + At-Will 
Attack: Melee 1 (one creature); +8 vs. AC 
Hit: ld8 + 6 damage. 
Effect: Until the end of Vladistone's next turn. if the target makes 

an attack that does not include him as a target. that attack pro-
vokes an opportunity attack from Vladistone. 
Spectral Crossbow (weapon) + At-Wi!! 

Attack: Ranged 10 (one creature): +8 vs. AC 
Hit: 'ld6 + 5 damage. 

+ Spectral Flurry + At-Will 
Effect: Vladistone uses spectrallol1Bsword twice but must target a 

different creature with each attack. + Vengeance-Driven fury (weapon) + Recharge 
Attack: Close burst 1 (enemies in the burst); +8 vs. AC 
Hit: 'ld8 + 6 damage. 
Miss: Half damage. 
Effect: The target falls prone. 

Skills History +8, Intimidate +11 
Str 19 (+5) Dex 13 (+2) 
Con 16(+4) int10(+1) 

Wisl1 (+1) 
Cha 16 (+4) 

Alignment evil languages Common 
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Welcome to DUNGEONS & DRAGONS ENCOUNTERS™, an 
exciting official DUNGEONS & DRAGONS@ program. This 
adventure is a mini-campaign season deSigned to be 
played in one-encounter sessions once per week at your 
local Wizards Play Network location. Each week, play-
ers can earn in-game rewards for their characters and 
Renown Points toward special program-exclusive D&D 
Fortune Cards™ that can be used in this and future 
seasons of DUNGEONS & DRAGONS ENCOUNTERS play. 

The DUNGEONS & DRAGONS ENCOUNTERS play kit pro-
vides all you need to DM this adventure, including 
poster maps of encounter areas and a sheet of tokens to 
represent monsters, adventurers, and battlefield effects. 
Follow the steps below to prepare for play. 

Before you run Session 1: 
• Skim the Adventure Background and Adventure 

Summary to get a feel for the flow of the story. 
• Read Session 1: On the Uoad, page 6, and SUrge 

Attack, page 8. [fyou are starting at another point, 
read the appropriate sections and what has come 
before. 

At the table of your first session: 
• Ensure that each player has a character 10 play. Play-

ers can use one of the characters provided in the 
kit or can create their own personas using the DUN-
GEONS & DRAGONS rules. 

• Give each player a D&D Encounters Play Tracker. 
This sheet, found in the play kit, allows the players 
to track treasure, experience, and Renown Points 
earned for each play session. 

• Get a session tracking sheet from the organizer. 
Record all the players' DCI/RPGA numbers on it, 
along with your DCIIRPGA number. If you or any of 
the players don't have a DCIIRPGA number, ask the 
organizer for a membership careL 

During the session: 
• Each session is one encounter. Just DM the encoun-

ter aSSigned for that week's session. Typical playing 
time for one encounter is 90 minutes to 2 hours. 

• Make decisions and adjudications that enhance the 
fun of the game. As the DM, you can make some 
adjustments to the adventure (see the sidebar on 
page 5) to facilitate player fun. 

At the end of your first session: 
• Have the adventurers take a short rest if they want, 

but remind them to track their daily abilities. Heal-
ing surges used, daily powers expended, and other 
daily resources do not refresh in between sessions. 



CharaCter Name

Class: _________________ Level: ______________

race: _________________ Gender: ____________

alignment: ________________________________

Languages: ________________________________

__________________________________________

Actions in combAt
On your turn in combat, you can take three actions:
F  A standard action, which is usually an attack
F  A move action, which involves movement
F  A minor action, which is simple and quick
You can give up an action to take another action from lower on 
the list, so you can take a move or a minor action instead of a 
standard action or a minor action instead of a move action. 

EquipmEnt And mAgic itEms
_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

currEnt Hit points

Temporary Hit Points Surges Used

cHArActEr notEs

Use this space however you like: to record what happens on your 
adventures, track quests, describe your background and goals, 
note the names of the other characters in your party, or draw a 
picture of your character.

ExpEriEncE points (xp)

 XP for next level:  ________________

WEAltH

poWErs And FEAts
_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

_______________________________________

AbilitiEs And skills

 Strength modifier  CheCk

Strength measures your physical power.

athletics  Trained misC.  CheCk

 Constitution modifier  CheCk

Constitution represents health, stamina, and vital force.

endurance  Trained misC.  CheCk

 Dexterity modifier  CheCk

Dexterity measures coordination, agility, and balance.

acrobatics  Trained misC.  CheCk

stealth  Trained misC.  CheCk

thievery  Trained misC.  CheCk

 Intelligence modifier  CheCk

Intelligence describes how well you learn and reason.

arcana  Trained misC.  CheCk

history  Trained misC.  CheCk

religion  Trained misC.  CheCk

 Wisdom modifier  CheCk

Wisdom measures common sense, self-discipline, and empathy.

dungeoneering  Trained misC.  CheCk

heal  Trained misC.  CheCk

insight  Trained misC.  CheCk

Nature  Trained misC.  CheCk

Perception  Trained misC.  CheCk

 Charisma modifier  CheCk

Charisma measures force of personality and leadership.

Bluff  Trained misC.  CheCk

diplomacy  Trained misC.  CheCk

intimidate  Trained misC.  CheCk

streetwise  Trained misC.  CheCk

combAt stAtistics

 Initiative  Speed
Roll initiative to determine Your speed is the number of 
the turn order in combat. squares you can move with 
 a move action.

 Attack Bonus WeaPoN / PoWer  damaGe

 Attack Bonus WeaPoN / PoWer  damaGe

When you attack, roll a d20 and add your attack bonus. Compare 
the result to the monster’s defense to see if you hit. If you do hit, 
roll damage.

 Hit Points  Bloodied 
Your hit points measure the damage you can take before falling 
unconscious. Your bloodied value is half of your hit points 
(rounded down).

 healing surge Value 
 surges Per day 

When you spend a healing surge, you regain hit points equal to 
your healing surge value, which is one-quarter of your hit points 
(rounded down).

dEFEnsEs

 Armor Class (AC)
AC measures how hard it is to physically land an attack on you.

 Fortitude
Fortitude measures your toughness and resilience.

 Reflex
Reflex measures your ability to deflect or dodge attacks.

 Will
Will measures your strength of will, self-discipline, and devotion.

Permission is granted to photocopy this character sheet for home game use only. TM & ©2010 Wizards of the Coast LLC.











Adventure Background 

Over sixty years ago, a group of bold 
adventurers calling themselves the 
Silver Company delved into a 
mysterious tower that appeared in 
the ruins of Castle Inverness. The 
result was tragic.  
 

Now, six decades later, an ambitious young cleric named Aldus 
Splintershield, seeking to make a name for himself and his clan has 
organized a group of settlers to found a new town in the ruins of 
Castle Inverness. The heroes have been hired by Brother 
Splintershield to help ensure that the caravan reaches Inverness 
safely. 

Warning Posted at the Trade Gate in Hammerfast. 

“Assault on persons living or dead without provocation is grounds for prosecution”“Assault on persons living or dead without provocation is grounds for prosecution”“Assault on persons living or dead without provocation is grounds for prosecution”“Assault on persons living or dead without provocation is grounds for prosecution”    

    



Do Cool Things, Get Cool Stuff

Players, as you progress through each season, 
you’ll earn Renown Points you can use to get 
exclusive Fortune Cards. Dungeon Masters, as a 
way of thanking you for your invaluable work, 
you’ll get exclusive game aids you can’t find 
anywhere else.  

RENOWN POINT AWARDS

Accomplishment  
Complete an encounter  

Bring a new player  

Moment of greatness  

Revive a dying adventurer ally  

Hit for 15+ damage against 1 
enemy  

Kill 3 minions in 1 attack  

Take 50 enemy damage in 1 
session  

Create your own character  

Create a character with Character 
Builder  

Survive 8+ sessions without dying 

Bring a New Player: These points are awarded to existing players for each new player brought 
to D&D Encounters that has never before participated in the program (current and past seasons 
included). 

Moment of Greatness: These points are a discretionary award given out by the 
party vote to a player for doing something inventive, daring, or just plain cool during a session of 
play. 

    

 

Do Cool Things, Get Cool Stuff 

Players, as you progress through each season, 
you’ll earn Renown Points you can use to get 
exclusive Fortune Cards. Dungeon Masters, as a 
way of thanking you for your invaluable work, 
you’ll get exclusive game aids you can’t find 

NT AWARDS 

Frequency RP 

Session  3  

Session  2  

1/chapter  2  

 1/chapter  2  

1/chapter  2  

1/chapter  2  

1/chapter  2  

Season  5  

Create a character with Character 
Season  5  

Survive 8+ sessions without dying Season  5  

These points are awarded to existing players for each new player brought 
to D&D Encounters that has never before participated in the program (current and past seasons 

These points are a discretionary award given out by the 
party vote to a player for doing something inventive, daring, or just plain cool during a session of 

These points are awarded to existing players for each new player brought 
to D&D Encounters that has never before participated in the program (current and past seasons 

These points are a discretionary award given out by the DM or through 
party vote to a player for doing something inventive, daring, or just plain cool during a session of 



Healing Surges (Value 6)     

Other equipment

(Bloodied )

OtHer StatiSticS

Hit Points

eQUiPMeNt
longbow, longsword, leather armor, 60 arrows, adventurer’s kit,  
climbing kit, and 3 gp.

actiON 
POiNt

13

DrOW raNGer (HUNter) / LeVeL 1 DifficULty hhh

“I hunt the most exotic prey the surface world has to offer.”

Belgos

26

LaNGUaGeS

ViSiON

SPeeDiNitiatiVe

common, elven

darkvision, normal

6+4

aBiLitieS & SkiLLS

Strength      11 +0
Athletics   —  —  —  —  —  — +5

ConStitution 14 +2
Endurance   —  —  —  —  — +2

Dexterity     18 +4
Acrobatics   —  —  —  —  — +4
Stealth  —  —  —  —  —  —  — +11
Thievery  —  —  —  —  —  — +4

intelligenCe 10 +0
Arcana   —  —  —  —  —  — +0
History   —  —  —  —  —  — +0
Religion   —  —  —  —  —  — +0

WiSDom         16 +3
Dungeoneering   —  —  — +8
Heal  —  —  —  —  —  —  —  — +3
Insight  —  —  —  —  —  —  — +3
Nature  —  —  —  —  —  —  — +8
Perception   —  —  —  —  — +8

ChariSma     10 +0
Bluff  —  —  —  —  —  —  —  — +0
Diplomacy  —  —  —  —  — +0
Intimidate  —  —  —  —  — +2
Streetwise  —  —  —  —  — +0

16
13
15
13

DefeNSeS

armor class

fortitude

reflex

Will

traitS

featS

ambush expertise: Whenever you make a 
Stealth check, each ally within 10 squares 
of you gains a +2 bonus to their next Stealth 
check before the end of your next turn.

mountain guide: Whenever you succeed on 
an athletics check to climb, you reduce the 
Dc of that climb by 2 for your allies until the 
end of the encounter. Only allies who can 
see you make the climb gain this benefit.

Bow expertise: you gain a +1 bonus to the 
damage roll of any weapon attack you make 
with a bow against a single creature that is 
not adjacent to any other creature.

Weapon focus: Longbow



rangers are at home among the trees and open fields, keeping the peace along the farthest frontiers of civilization. While keeping 
yourself safe by staying far away from the battle, use your bow to rain down attacks that scatter or hinder your enemies. Use rapid shot 
to strike clusters of enemies, but switch to clever shot to prevent foes from fleeing or hinder their attacks if you can’t hit several foes.

attaCk PoWerS

r longbow at-Will
Standard action ranged 20/40 
target: One creature attack: 1d20 + 8 vs. ac 
hit: 1d10 + 5 damage.

m longsword at-Will
Standard action melee weapon 
target: One creature attack: 1d20 + 3 vs. ac
hit: 1d8 + 0 damage.

aimed Shot at-Will
Standard action Personal
effect: you make a longbow attack, ignoring the penalty 

to attack rolls imposed by partial cover and partial 
concealment. in addition, the penalty to attack rolls 
imposed by superior cover and total concealment is no 
worse than –2 for this attack.

Clever Shot  at-Will
Standard action Personal
effect: you make a longbow attack. if the attack hits, the target 

is also subject to one of the following effects of your choice:
F  you slide the target up to 2 squares.
F  the target falls prone.
F  the target is slowed (save ends).

rapid Shot  at-Will
Standard action Personal
effect: you make a longbow attack against each creature in 

or adjacent to a square within the attack’s range. you take 
a –2 penalty to the attack rolls.

Disruptive Shot  encounter  n
Standard action ranged 20/40 
target: One creature attack: 1d20 + 8 vs. ac 
hit: 1d10 + 5 damage, and you choose for the target to be 

either immobilized (save ends) or dazed (save ends).
miss: Half damage, and the target is slowed until the end of 

your next turn.

StanCe PoWerS
you have two stances, but you can only use one at a time. 
Pick a stance to start each combat in, but don’t worry—you 
may switch stances as a minor action.

aspect of the Dancing Serpent at-Will
minor action Personal (Stance)
effect: in this stance you gain the following benefits.

F  you can take a free action at the end of each of your 
turns to shift 1 square. 

 F  you gain a +1 power bonus to attack rolls and damage 
rolls against enemies that have none of their allies 
adjacent to them.

aspect of the Pack Wolf at-Will
minor action Personal (Stance)
effect: in this stance you gain the following benefits.

F  you do not provoke opportunity attacks by leaving 
squares adjacent to your allies.

 F  When you attack an enemy adjacent to two or more of 
your allies, you gain a +1 power bonus to the attack roll. 
you also gain a power bonus to damage rolls against 
that enemy. the bonus equals the number of your allies 
adjacent to the enemy.

utility PoWerS

Darkfire  encounter  n
minor action ranged 10
target: One creature
attack: 1d20 + 7 vs. reflex
hit: Until the end of your next turn, all attacks against the 

target have combat advantage, and the target cannot 
benefit from invisibility or concealment.

Second Wind encounter  n
Standard action Personal
effect: you spend a healing surge to regain hit points, and gain 

a +2 bonus to all defenses until the start of your next turn.

this character was made using the  
Heroes of the Forgotten Kingdoms™ sourcebook. 

Use the D&D character Builder to create  
and modify this character!  

See DungeonsandDragons.com
for more information. 

tM & © 2011 Wizards of the coast LLc in the USa and 
other countries. illustration by chris Seaman. B9143.



Healing Surges (Value 13)     

Other equipment

(Bloodied )

OtHer StatiSticS

Hit Points

eQUiPMeNt
2 javelins , longsword, heavy shield, plate armor, and adventurer’s kit.

actiON 
POiNt

16

HUMaN PaLaDiN (caVaLier) / LeVeL 1 DifficULty hh

“There are monsters in the darkness—we must show them they can’t hide!”

Brandis

32

LaNGUaGeS

ViSiON

SPeeDiNitiatiVe

common, Giant

normal

5+4

aBiLitieS & SkiLLS

Strength      18 +4
Athletics  — — — — — — +5

ConStitution 12 +1
Endurance  — — — — — +2

Dexterity     10 +0
Acrobatics  — — — — — -4
Stealth — — — — — — — -4
Thievery — — — — — — -4

intelligenCe 10 +0
Arcana  — — — — — — +0
History  — — — — — — +0
Religion  — — — — — — +5

WiSDom         10 +0
Dungeoneering  — — — +0
Heal — — — — — — — — +0
Insight — — — — — — — +5
Nature — — — — — — — +0
Perception  — — — — — +0

ChariSma     16 +3
Bluff — — — — — — — — +3
Diplomacy — — — — — +8
Intimidate — — — — — +3
Streetwise — — — — — +3

20
16
14
15

DefeNSeS

armor class

fortitude

reflex

Will

featS

Swift recovery, toughness



attaCk PoWerS

righteous radiance at-Will
opportunity action melee 1
trigger: an enemy subject to your defender aura either 

shifts or makes an attack that targets an ally of yours but 
not you or an ally who has an active defender aura.

target: the triggering enemy
effect: the target takes 6 radiant damage.

Vengeful Strike at-Will
Standard action melee weapon
target: One creature
hit: 1d8 + 4 radiant damage. if at least one bloodied 

ally is within 5 squares of you, the target takes 3 extra 
radiant damage.

miss: you gain a +2 power bonus to your next damage roll 
against the target.

r Javelin at-Will
Standard action ranged 10/20
target: One creature
attack: 1d20 + 6 vs. ac hit: 1d6 + 4 damage.

m longsword at-Will
Standard action melee weapon
target: One creature 
attack: 1d20 + 7 vs. ac hit: 1d8 + 4 damage.

Valiant Strike at-Will
Standard action melee weapon
target: One creature 
attack: 1d20 + 7 vs. ac. you gain a bonus to the attack roll 

equal to the number of enemies adjacent to you.
hit: 1d8 + 4 damage.

holy Smite encounter  n
Free action Personal
trigger: you target an enemy with an at-will weapon 

attack power.
effect: the target takes 5 radiant damage. if the triggering 

attack hits, the target is also dazed until the end of your 
next turn.

righteous Shield  encounter  n
immediate interrupt Close burst 3
trigger: an ally within 3 squares of you is damaged by 

an attack.
target: the triggering ally in the burst
effect: you take the damage of the triggering attack instead 

of the target. this damage ignores your immunities and 
resistances. in addition, you gain a +2 power bonus to 
attack rolls until the end of your next turn.

utility PoWerS

Defender aura at-Will
minor action  Personal
effect: you activate an aura 1 that lasts until you end it as 

a minor action or until you fall unconscious. While in the 
aura, any enemy takes a –2 penalty to attack rolls when it 
makes an attack that does not include among its targets 
either you or an ally of yours who has this aura active. 
Marked enemies are not subject to this aura.

heroic effort encounter  n
no action Personal
trigger: you miss with an attack or fail a saving throw.
effect: you gain a +4 racial bonus to the attack roll or the 

saving throw.

Second Wind  encounter  n
Standard action Personal
effect: you spend a healing surge to regain hit points, and 

gain a +2 bonus to all defenses until the start of your 
next turn.

this character was made using the  
Heroes of the Fallen Lands™ sourcebook. 

Use the D&D character Builder to create  
and modify this character!  

See DungeonsandDragons.com 
for more information. 

tM & © 2011 Wizards of the coast LLc in the USa and 
other countries. illustration by William O’connor. B9143.

Paladins are holy warriors – defenders of good, and enemies of evil. as a paladin, your main job on the battlefield is to keep 
enemies attacking you, ignoring your less-armored friends. Use your defender aura and holy smite to limit your opponent’s 
options and punish enemies that dare attack your allies.



Healing Surges (Value 7)     

Other equipment

(Bloodied )

OtHer StatiSticS

Hit Points

eQUiPMeNt
greataxe, 4 throwing hammers, and plate armor.

actiON 
POiNt

15

DWarF FiGHter (SLaYer) / LeVeL 1 DiFFicULtY h

“The earth trembles at my step? You should see what I can do with my axe!”

Fargrim

31

LaNGUaGeS

ViSiON

SPeeDiNitiatiVe

common, Dwarven

low-light, normal

5+2

aBiLitieS & SkiLLS

Strength      18 +4
Athletics   —  —  —  —  —  — +7

ConStitution 16 +3
Endurance   —  —  —  —  — +8

Dexterity     14 +2
Acrobatics   —  —  —  —  — +0
Stealth  —  —  —  —  —  —  — +0
Thievery  —  —  —  —  —  — +0

intelligenCe 10 +0
Arcana   —  —  —  —  —  — +0
History   —  —  —  —  —  — +0
Religion   —  —  —  —  —  — +0

WiSDom         11 +0
Dungeoneering   —  —  — +2
Heal  —  —  —  —  —  —  —  — +0
Insight  —  —  —  —  —  —  — +0
Nature  —  —  —  —  —  —  — +0
Perception   —  —  —  —  — +0

ChariSma     10 +0
Bluff  —  —  —  —  —  —  —  — +0
Diplomacy  —  —  —  —  — +0
Intimidate  —  —  —  —  — +5
Streetwise  —  —  —  —  — +0

18
16
12
10

DeFeNSeS

armor class

Fortitude

reflex

Will

FeatS

armor Proficiency: Plate

traitS

Stand your ground: 
Push, Pull and Slides that 
effect you move you one 
less square. if you would be 
knocked prone you take a 
saving throw to avoid being 
knocked prone.

Cast-iron Stomach: 
You gain a +5 racial 
bonus to saving throws 
against poison.



attaCk PoWerS

m greataxe  at-Will
Standard action melee weapon
target: One creature
attack: 1d20 + 7 vs. ac hit: 1d12 + 6 damage.

r throwing hammer  at-Will
Standard action ranged 5/10
target: One creature
attack: 1d20 + 7 vs. ac hit: 1d6 + 6 damage.

Power Strike encounter  n
Free action Personal
trigger: You hit an enemy with your greataxe.
target: the enemy you hit
effect: the target takes 1d12 extra damage from the 

triggering attack

StanCe PoWerS
You have two stances, but you can only use one at a time. 
Pick a stance to start each combat in, but don’t worry—you 
may switch stances as a minor action.

Battle Wrath  at-Will
minor action Personal (Stance)
effect: You assume the battle wrath stance. Until the stance 

ends, you gain a +2 power bonus to the damage rolls of 
basic attacks using a weapon.

Berserker Charge  at-Will
minor action Personal (Stance)
effect: You assume the berserker’s charge stance. Until the 

stance ends, you gain a +2 power bonus to your speed 
when charging and a +2 power bonus to the attack rolls of 
your charge attacks.

utility PoWerS

Dwarven resilience  encounter  n
minor action Personal
effect: You use your second wind.
Second Wind  encounter n
Standard action Personal
effect: You spend a healing surge to regain hit points, and gain 

a +2 bonus to all defenses until the start of your next turn.

this character was made using the  
Heroes of the Fallen Lands™ sourcebook. 
Use the D&D character Builder to create  
and modify this character!  

See DungeonsandDragons.com 
for more information. 

tM & © 2011 Wizards of the coast LLc in the USa and 
other countries. illustration by tyler Jacobson. B9143.

Slayers are elite shock troops, standing at the forefront of battle with a combination of strong armor, advanced tactical 
cunning, and a mastery of the most brutal weaponry. Your high defenses allow you to stay in the fight longer than some others, 
but your main focus is deal as much damage to enemies as quickly as you can. Use berserker charge to charge unsuspecting 
enemies and then finish them off with battle wrath and power strike.



Healing Surges (Value 6)     

Other equipment

(Bloodied )

OtHer StatiSticS

Hit Points

eQUiPMeNt
staff, cloth armor, adventurer’s kit, spell book and 29 gold pieces.

actiON 
POiNt

12

HUMaN WiZarD (eVOcatiON MaGe) / LeVeL 1 DifficULty hh

“The proper application of knowledge and fire can solve any problem.”

Jarren

24

LaNGUaGeS

ViSiON

SPeeDiNitiatiVe

common, Primordial

normal

6+0

aBiLitieS & SkiLLS

Strength      10 +0
Athletics   —  —  —  —  —  — +2

ConStitution 14 +2
Endurance   —  —  —  —  — +4

Dexterity     11 +0
Acrobatics   —  —  —  —  — +2
Stealth  —  —  —  —  —  —  — +2
Thievery  —  —  —  —  —  — +2

intelligenCe 18 +4
Arcana   —  —  —  —  —  — +9
History   —  —  —  —  —  — +9
Religion   —  —  —  —  —  — +9

WiSDom         14 +2
Dungeoneering   —  —  — +7
Heal  —  —  —  —  —  —  —  — +4
Insight  —  —  —  —  —  —  — +4
Nature  —  —  —  —  —  —  — +7
Perception   —  —  —  —  — +4

ChariSma     10 +0
Bluff  —  —  —  —  —  —  —  — +2
Diplomacy  —  —  —  —  — +2
Intimidate  —  —  —  —  — +2
Streetwise  —  —  —  —  — +2

14
13
15
15

DefeNSeS

armor class

fortitude

reflex

Will featS

implement focus (staff),  
Jack of all trades

traitS

evocation apprentice: 
When you roll damage for 
an arcane evocation power, 
if any of the dice come up 
with a result of 1, pick one of 
them, reroll it, and use the 
new result.



attaCk PoWerS

m Staff at-Will
Standard action melee weapon
target: One creature attack: 1d20 + 2 vs. ac
hit: 1d8 + 0 damage.

r magic missile at-Will
Standard action ranged 20
target: One creature effect: 6 force damage.
Special: you can use this power as a ranged basic attack.

arc lightning at-Will
Standard action ranged 20 
target: One or two creatures attack: 1d20 + 4 vs. reflex
hit: 1d6 + 5 lightning damage.

Freezing Burst at-Will
Standard action area burst 1 within 10 squares
target: each creature in the burst attack: 1d20 + 4 vs. reflex 
hit: 1d6 + 5 cold damage, and you slide the target 1 square.

Burning hands  encounter  n
Standard action Close blast 5
target: each creature in the blast attack: 1d20 + 4 vs. reflex
hit: 2d6 + 5 fire damage. miss: Half damage.

Fountain of Flame  Daily  n
Standard action area burst 1 within 10 squares
target: each enemy in the burst attack: 1d20 + 4 vs. reflex
hit: 3d8 + 5 fire damage. miss: Half damage.
effect: the burst creates a zone that lasts until the end of 

the encounter. any enemy that enters the zone or ends its 
turn there takes 5 fire damage. 

utility PoWer

heroic effort encounter  n
no action range: Personal
trigger: you miss with an attack or fail a saving throw.
effect: you gain a +4 racial bonus to the attack roll of the 

saving throw.

Second Wind  encounter  n
Standard action Personal
effect: you spend a healing surge to regain hit points, and gain 

a +2 bonus to all defenses until the start of your next turn.

light at-Will
minor action type/range:  5
target: One object or unoccupied square
effect: the target sheds bright light until the end of the 

encounter or until you use this power again. the light fills 
the target’s space and all squares within 4 squares of it. 
Putting out the light is a free action.

ghost Sound at-Will
Standard action type/range: 10

target: One object or unoccupied square
effect: you cause a sound as quiet as a whisper or as 
loud as a yelling or fighting creature to emanate from 
the target. you can produce nonvocal sounds such as the 
ringing of a sword blow, jingling armor, or scraping stone. 
if you whisper, you can whisper quietly enough that only 
creatures adjacent to the target can hear your words.

Suggestion  encounter  n
Free action type/range: Personal
trigger: you make a Diplomacy check.
effect: you make an arcana check instead, using that result 

to determine the outcome of the Diplomacy check.

this character was made using the  
Heroes of the Fallen Lands™ sourcebook. 

Use the character Builder to create  
and modify this character!  

See www.wizards.com/dnd/insider  
for more information. 

tM & © 2011 Wizards of the coast LLc in the USa and 
other countries. illustration by emrah elmasli. B9143.

Wizards use magic for offense and defense, as well as for a myriad of other tasks and applications. Most of your wizard 
spells can attack several enemies at some distance. Use arc lightning or freezing burst to hit as many enemies as possible—
but be careful, as some of your spells can hurt your friends as well as your enemies. if the enemy gets in close, or if you 
are fighting in a small space, burning hands can deal a lot of damage to several creatures. 



Healing Surges (Value 7)     

Other equipment

(Bloodied )

OtHer StatiSticS

Hit Points

eQUiPMeNt
10 daggers, short sword, leather armor, adventurer’s kit, thieves’ tools 
and 20 gold pieces.

actiON 
POiNt

14

eLVeN rOGUe (tHieF) / LeVeL 1 DiFFicULty h

“Last thing to cross your mind? My blade.”

Keira

28

LaNGUaGeS

ViSiON

SPeeDiNitiatiVe

common, elven

low-light, normal

7+4

aBiLitieS & SkiLLS

Strength      14 +2
Athletics   —  —  —  —  —  — +7

ConStitution 11 +0
Endurance   —  —  —  —  — +0

Dexterity     18 +4
Acrobatics   —  —  —  —  — +9
Stealth  —  —  —  —  —  —  — +9
Thievery  —  —  —  —  —  — +9

intelligenCe 10 +0
Arcana   —  —  —  —  —  — +0
History   —  —  —  —  —  — +0
Religion   —  —  —  —  —  — +0

WiSDom         12 +1
Dungeoneering   —  —  — +1
Heal  —  —  —  —  —  —  —  — +1
Insight  —  —  —  —  —  —  — +1
Nature  —  —  —  —  —  —  — +3
Perception   —  —  —  —  — +8

ChariSma     14 +2
Bluff  —  —  —  —  —  —  —  — +7
Diplomacy  —  —  —  —  — +2
Intimidate  —  —  —  —  — +2
Streetwise  —  —  —  —  — +2

16
12
16
12

DeFeNSeS

armor class

Fortitude

reflex

Will

FeatS

toughness

traitS

Wild Step: you ignore difficult terrain when you shift.

group awareness: you grant non-elf allies 
within 5 squares of you a +1 racial bonus to 
Perception checks.

Sneak attack: When you make an attack with your 
short sword or dagger and hit an enemy granting 
combat advantage to you, that enemy takes 2d6 
extra damage. you can deal this extra damage only 
once per turn.

First Strike: at the start of the encounter, you have 
combat advantage against any creatures that have not 
yet acted in that encounter.



attaCk PoWerS

m Short Sword at-Will
Standard action melee weapon
target: One creature
attack: 1d20 + 7 vs. ac hit: 1d6 + 6 damage.

r Dagger at-Will
Standard action ranged 5/10
target: One creature
attack: 1d20 + 7 vs. ac hit: 1d4 + 6 damage.

Backstab encounter  n
Free action Personal
trigger: you make an attack roll against an enemy within 

5 squares of you using a basic attack with a weapon. the 
enemy must be granting combat advantage to you.

effect: you gain a +3 power bonus to the attack roll, and the 
enemy takes 1d6 extra damage if the attack hits.

Tactical trick will usually allow you to gain combat advantage 
(and thus your extra sneak attack damage), but if you can, use 
tumbling trick to move into flank and get additional damage 
on a different enemy.

utility PoWerS

tactical trick at-Will
move action Personal
effect: you move up to 7 squares, and you do not provoke 

opportunity attacks when leaving squares adjacent to your 
allies. Until the end of your turn, you gain combat advan-
tage against enemies that have at least one of your allies 
adjacent to them.

tumbling trick  at-Will
move action Personal
effect: you shift up to 3 squares. the next time you hit an 

enemy with a melee basic attack this turn, you also deal 2 
damage to a different enemy, which must be adjacent to you.

keira does not miss much. Use elven accuracy on your first 
missed attack.

elven accuracy  encounter  n
Free action Personal
trigger: you make an attack roll and dislike the result.
effect: reroll the attack roll. Use the second roll, even if 

it’s lower.

Second Wind  encounter  n
Standard action Personal
effect: you spend a healing surge to regain hit points, and 

gain a +2 bonus to all defenses until the start of your 
next turn.

this character was made using the  
Heroes of the Fallen Lands™ sourcebook. 
Use the D&D character Builder to create  
and modify this character!  

See DungeonsandDragons.com 
for more information. 
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rogues rely on skill, stealth, and the vulnerabilities of their opponents to get the upper hand. as a rogue, you want to stay near 
tougher adventurers for protection while you take down enemies as fast as possible. Use tactical trick and tumbling trick to 
make sure you get combat advantage so you get your sneak attack bonus damage. 



Healing Surges (Value 6)     

Other equipment

(Bloodied )

OtHer StatiSticS

Hit Points

eQUiPMeNt
3 javelins, mace, chainmail, heavy shield, adventurer’s kit  
and 15 gold pieces.

actiON 
POiNt

13

eLaDriN cLeric (War PrieSt) / LeVeL 1 DifficULty hhh

“You have an audience with the Raven Queen!”

Valenae

26

LaNGUaGeS

ViSiON

SPeeDiNitiatiVe

common, elven

low light, normal

5+1

aBiLitieS & SkiLLS

Strength      10 +0
Athletics   —  —  —  —  —  — -1

ConStitution 14 +2
Endurance   —  —  —  —  — +1

Dexterity     13 +1
Acrobatics   —  —  —  —  — +0
Stealth  —  —  —  —  —  —  — +0
Thievery  —  —  —  —  —  — +0

intelligenCe 10 +0
Arcana   —  —  —  —  —  — +2
History   —  —  —  —  —  — +7
Religion   —  —  —  —  —  — +5

WiSDom         18 +4
Dungeoneering   —  —  — +4
Heal  —  —  —  —  —  —  —  — +9
Insight  —  —  —  —  —  —  — +4
Nature  —  —  —  —  —  —  — +4
Perception   —  —  —  —  — +4

ChariSma     10 +0
Bluff  —  —  —  —  —  —  —  — +0
Diplomacy  —  —  —  —  — +5
Intimidate  —  —  —  —  — +0
Streetwise  —  —  —  —  — +0

18
13
13
16

DefeNSeS

armor class

fortitude

reflex

Will

traitS

featS

Sun Domain: 
you gain a +2 bonus to 
death saving throws. While 
within 5 squares of you, your 
allies also gain this bonus.

eladrin Will: 
you gain a +5 racial bonus 
to saving throws against 
charm effects.

Shield finesse



attaCk PoWerS

Blessing of Battle  at-Will
Standard action melee weapon
target: One creature attack: 1d20 + 6 vs. ac
hit: 1d8 + 4 damage.
effect: you or one ally within 5 squares of you gains resist 2 

to all damage until the end of your next turn.

Brand of the Sun  at-Will
Standard action melee weapon
target: One creature attack: 1d20 + 6 vs. ac
hit: 1d8 + 4 damage.
effect: you or one ally within 5 squares of you can make 

a saving throw.

m mace at-Will
Standard action melee weapon
target: One creature attack: 1d20 + 2 vs. ac
hit: 1d8 + 0 damage.

r Javelin at-Will
Standard action ranged 10/20
target: One creature attack: 1d20 + 2 vs. ac
hit: 1d6 + 0 damage.

Sun Burst  encounter n
Standard action melee weapon
target: One creature attack: 1d20 + 6 vs. ac
hit: 1d8 + 4 radiant damage.
effect: you and each ally within 5 squares of you gain 5 

temporary hit points and can make a saving throw. 

lesser aspect of Wrath  Daily n
Standard action melee weapon
target: One creature attack: 1d20 + 6 vs. ac
hit: 1d8 + 4 radiant damage.
effect: you gain 10 temporary hit points. Until the end 

of the encounter, you gain a +1 power bonus to attack 
rolls, and any enemy that ends its turn adjacent to you 
takes 2 radiant damage.

utility PoWerS

Sun’s glow  at-Will
minor action melee 1 
target: One object or unoccupied square
effect: the target sheds bright light that fills its space and 

squares within 4 squares of it. the light lasts for 1 hour, 
until you use this power again, or until you end the light 
as a free action.

Fey Step  encounter n
move action Personal
effect: you teleport 5 squares.

healing Word  encounter n n
minor action Close burst 5
target: you or one ally in burst
effect: the target can spend a healing surge and regain 

1d6 additional hit points. in addition, you or an ally in 
the burst regains 2 hit points.

Special: you can use this power twice per encounter, but 
only once per round.

Second Wind  encounter n
Standard action Personal
effect: you spend a healing surge to regain hit points, 

and gain a +2 bonus to all defenses until the start of 
your next turn.

Channel Divinity
you have two channel divinity powers but you are only able 
to use one per encounter.

channel Divinity: Soothing light encounter
minor action Close burst 2
target: you or one ally in the burst
effect: the target makes a saving throw with a +2 

power bonus.
Special: you can use only one channel divinity power 

per encounter.

channel Divinity: Smite undead  encounter
Standard action melee weapon 
target: One undead creature
attack: 1d20 + 6 vs. Will
hit: 2d8 + 4 radiant damage, and you push the target 

5 squares. the target is immobilized until the end of 
your next turn.

miss: Half damage.
Special: you can use only one channel divinity power 

per encounter. 

this character was made using the  
Heroes of the Fallen Lands™ sourcebook. 

Use the D&D character Builder to create  
and modify this character!  

See DungeonsandDragons.com 
for more information. 
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clerics are battle leaders invested with divine power. as a cleric, you’re in the middle of the fight – healing your allies while 
dealing out damage to your enemies. try to use sun burst when you have 3 or more allies in range. Otherwise, use blessing of 
battle, unless one of your allies needs the saving throw from brand of the sun.

































Du OE0NS 

OLD SOLDIERS 

NEVER 
DIE 

What begins as a simple expedition to settle a new village 
in the ruins of the mysterious Castle Inverness sets off a 
chain of events that could threaten every living being from 
Winterhaven to Hammerfast. Not everyone in the Nentir 
Vale is happy to see civilization brought to Inverness, 
particularly the ghost of Sal azar Vladistone, who commands 
the spectral legion called the Phantom Brigade. 

March of the Phantom Bri8ade is an adventure deSigned for the 
DUNGEONS & DRAGONS ENCOUNTERS™ official play program. 
It includes information the Dungeon Master needs to run 
the adventure, 13 ready-to-play encounters (each intended 
for one session of play), and full-color foldout battle maps 
depicting the various encounter locations. 
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