































































































Encounter Level 13 (4,275 XP)

v

N - SETUP
by : 2 magma striders (S)
s 2 magma brutes (B)
# 1 hill giant shaman (H)
fk : 5 earth elemental gravelshards (E)

Rrowthar leads the adventurers out of the Grand

3 Mall, through a narrow copse of trees, and into a
ey crowded, decrepit part of the city (area 11 on the
f Argent map; see page 13). If Rrowthar isn’t with the

adventurers, then Obanar shows them where to go on
the image of the city projected in the reflecting pool.
The adventurers enter the area shown on the
tactical map from the west. Don’t place any of the
monsters until the adventurers can spot them. Read:

As you follow Rrowthar through the city, you notice that the
place is as silent as a tomb. You see no other people, even
though there are buildings everywhere. Then you enter a
section of the city where the buildings are stacked closer
together. This area is more run down than what you've seen
previously, and as you move deeper into the area the struc-
tures become more decrepit. Walls are crumbled in places,
and some buildings are little more than collapsed husks.

From somewhere up ahead, you hear a rough voice call
out, “ You are not the old, annoying one. I don’t know who
you are, but it doesn’t matter. You are too late, for our task
here has been completed.”

Perception Check
DC 18: You notice a large hole in the air above the street,
arift of some sort. It pulses with elemental energy.

Level 13 Controller
XP 800

Hill Giant Shaman (H)

Large natural humanoid (giant)
Initiative +9

Senses Perception +13

HP 131; Bloodied 65

AC 27; Fortitude 25, Reflex 23, Will 23

Speed 8

(D) Quarterstaff (standard; at-will) # Implement, Weapon
Reach 2; +18 vs. AC; 2d8 + 5 damage.

% Earthstorm (standard; recharge [ [i]) ¢ Implement, Weapon
Requires quarterstaff. Close blast 5; +15 vs. Fortitude;
3d10 + 6 damage, and the target is pushed 1 square and
blinded (save ends).

% Volcanic Blast (standard; at-will) ¢ Implement, Weapon
Ranged 10; +17 vs. Reflex; 1d10 + 6 damage, and target gains
vulnerable 5 fire (save ends).

Alignment Chaotic evil Languages Common, Giant
Skills Arcana +13, Nature +13

Str 21 (+11) Dex 16 (+9) Wis 14 (+8)

Con 19 (+10) Int 14 (+8) Cha 16 (+9)

Equipment hide armor, stone quarterstaff

TACTICS

The hill giant shaman steps out from around the
ruined building to unleash ranged volcanic blasts at
the adventurers. He waits to use earthstorm until two
or more enemies move within range of his blast. If
the hill giant is bloodied, he tries to flee deeper into
the city. If that fails, he fights to the death.

The magma brutes emerge from the ruined build-
ings to set up a flank with the most convenient target.
The magma striders rush into the fray to deliver
bite attacks against the adventurers. If the bite attack
succeeds, a magma strider uses burn across the battle-

field to charge a different enemy.

In the middle of this carnage, the earth elemental
gravelshards slam into the adventurers. Whenever an
attack misses a gravelshard, it uses gravelshard collision
to ricochet from target to target, granting temporary
hit points to elemental allies along the way.

The elementals have no desire to escape or flee;
they fight to the death.

Level 10 Skirmisher
XP 500 each

2 Magma Striders (S)

Large elemental magical beast (earth, fire)

Initiative +12 Senses Perception +7

Blazing Heat (Fire) aura 2; enemies in the aura at the start of their
turns take 5 fire damage.

HP 105; Bloodied 52

AC 24; Fortitude 20, Reflex 22, Will 19

Immune petrification; Resist 10 fire; Vulnerable cold (slowed until
the end of the magma strider's next turn)

Speed 6, climb 6

(D Bite (standard; at-will) 4 Fire
Reach 2; +15 vs. AC; 1d6 + 5 damage, and ongoing 5 fire
damage (save ends).

4 Burn Across the Battlefield (free, when the magma strider hits
with its bite attack; recharge [.=| 23] i3] )
The magma strider can charge another target up to 6 squares
away and make another bite attack.

Burning Mobility 4 Fire

Any creature that makes an opportunity attack against the

magma strider takes ongoing 5 fire damage (save ends).

Alignment Unaligned Languages Primordial
Skills Endurance +13

Str 16 (+8) Dex 21 (+10) Wis 14 (+7)
Con 17 (+8) Int 2 (+1) Cha 10 (+5)
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ENCOUNTER F6: 1ICE CAVE

Encounter Level 17 (8,000 XP)

SETUP

1 frost giant (F)

2 frost giant marauders (M)
2 frost giant hunters (H)

2 frost giant raiders (R)

This encounter takes place in the spot marked Loca-
tion 3 on the Frost Spire Island map (see page 99).
When the frost giants arrived on the island, they
found several caves to use as barracks. This cave is
one of several barracks they set up.
As the adventurers approach the cave, read:

The ice ahead rises like a small hill, with a cave opening
in its side. From the cave comes the sound of voices and
laughing.

The cave converted into a barracks has minimal
creature comforts. Aside from a few everburning
torches that provide light, furs that serve as bedrolls,

and barrels and crates full of supplies, there is little of

interest within this location.

2 Frost Giant Marauders (M) Level 17 Skirmisher

XP 1,600 each

Large elemental humanoid (cold, giant)
Initiative +14

Senses Perception +11

HP 168; Bloodied 84

AC 31; Fortitude 30, Reflex 27, Will 26

Resist 15 cold

Speed 8 (ice walk)

® Icy Handaxe (standard; at-will) + Cold, Weapon
Reach 2; +22 vs. AC; 2d8 + 8 cold damage; hit or miss, the frost
giant may shift 2 squares after the attack.

(3) lcy Handaxe (standard; at-will) 4 Cold, Weapon
Ranged 5/10; +22 vs. AC; 2d6 +6 cold damage; hit or miss, the
frost giant may shift 2 squares after the attack.

% Hurling Charge (standard; encounter) 4 Cold, Weapon
Ranged 5/10; +21 vs. Reflex; 1d8 + 8 cold damage; hit or miss,
the frost giant then makes a charge against the target.

§ Twin Strike (standard; recharge [%] 3] ) # Cold, Weapon
The frost giant makes two icy handaxe attacks; the frost giant
may shift 2 squares after the first attack. ;

Icebound Footing
When an effect pulls, pushes, or slides a frost giant, the giant
moves 2 squares less than the effect specifies. Also, a frost giant
can make a saving throw to avoid being knocked prone.

Threatening Reach
The frost giant can make opportunity attacks against all
enemies within its reach (2 squares).

Alignment Evil Languages Giant
Skills Athletics +19

Str 21 (+13) Dex 19 (+12) Wis 17 (+11)
Con 24 (+15) Int 10 (+8) Cha 12 (+9)

Equipment hide armor, 4 handaxes

¢ )

Level 15 Artillery
XP 1,200 each

2 Frost Giant Hunters

Large elemental humanc Id, giant)

Initiative +16

HP 114; Bloodied 57

AC 27; Fortitude 27, Reflex 26, Will 28

Resist 15 cold

Speed 8 (ice walk)

(1) Icy Harpoon (standard; at-will) 4 Cold, Weapon
Reach 3; +22 vs. AC; 2d10 + 5 cold damage.

() Icy Crossbow (standard; at-will) 4 Cold, Weapon
Ranged 15/30; +22 vs. AC; 3d6 + 5 cold damage.

{ Skewering Strike (standard; recharge [:|[i1]) 4 Cold, Weapon
Reach 3; +20 vs. Reflex; 3d10 + 5 cold damage, and the target
slides 3 squares and is slowed (save ends).

Opening Strike
The frost giant gains combat advantage against enemies that
have not yet acted during an encounter.

Combat Advantage
The frost giant deals an extra 1d10 damage against any target it
has combat advantage against.

Icebound Footing
When an effect pulls, pushes, or slides a frost giant, the giant
moves 2 squares less than the effect specifies. Also, a frost giant
can make a saving throw to avoid being knocked prone.

Senses Perception +13

Alignment Evil Languages Common, Giant
Skills Athletics +17, Endurance +16, Stealth +16

Str 21 (+12) Dex 19 (+11) Wis 22 (+13)
Con 18 (+11) Int 12 (+8) Cha 12 (+8)

Equipment hide armor, harpoon, crossbow

Level 17 Brute
XP 1,600

Frost Giant (F)

Large elemental humanoid (cold, giant)

Initiative +11 Senses Perception +13

HP 201; Bloodied 100; see also dying swipe

AC 29; Fortitude 32, Reflex 27, Will 28

Resist 15 cold

Speed 8 (ice walk)

® Icy Greataxe (standard; at-will) # Cold, Weapon
Reach 2; +20 vs. AC; 4d6 + 7 (crit 8d6 + 31) cold damage.

+ Dying Swipe (when the frost giant drops to 0 hit points)

The frost giant makes an icy greataxe attack.

4 Chilling Strike (standard; recharge [ [:i]) 4 Cold, Weapon
Reach 2; +20 vs. AC; 2d6 + 7 cold damage, and the target gains
vulnerable 10 cold (save ends).

¥ lcy Handaxe (standard; at-will} 4 Cold, Weapon
Ranged 5/10; +20 vs. AC; 2d8 + 7 cold damage.

Icebound Footing
When an effect pulls, pushes, or slides a frost giant, the giant
moves 2 squares less than the effect specifies. Also, a frost giant
can make a saving throw to avoid being knocked prone.

Alignment Evil Languages Giant

Skills Athletics +19

Str 23 (+14) Dex 16 (+11) Wis 20 (+13)
Con 21 (+13) Int 10 (+8) Cha 12 (+9)

Equipment hide armor, greataxe, 3 handaxes
























ENCOUNTE‘R FIO TOWER OF ICE

Encounter Level 18 (10,000 XP)

SFETUP

2 ice archon rimehammers (R)
2 ice archon hailscourges (H)
Zaelex (7)

This encounter takes place in the spot marked Loca-
tion 7 on the Frost Spire Island map (see page 99).

A number of ice archons accompanied the giants
on their expedition to the Frost Spire. Zaelex, their
leader and a spellcaster skilled in the magic of frost
and storm, crafted a spire of ice to serve as his domi-
cile during the occupation of the island.

As the adventurers approach the tower, read:

Atop a small hill of snow stands a short, squat structure. It

is a square, two-story building carved from ice. Battlements
ring the roof, and you can see three statues perched at three
of the roof s corners. Doors on the north and east side of the
structure offer obvious entrances into the tower of ice.

Zaelex retreated to this place once the frost giants
unearthed Suulkar. He works to complete a ritual to
break the spell that Suulkar placed over the giants.

Zaelex (Z)

Medium elemental humanoid (cold), ice archon

Level 19 Controller (Leader)
XP 2,400

Initiative +12 Senses Perception +14

HP 180; Bloodied 90

AC 33; Fortitude 31, Reflex 32, Will 31

Immune disease, poison; Resist 30 cold

Speed 6 (ice walk)

(1) Ice Staff (standard; at-will) + Cold, Weapon
+24 vs. AC; 2d8 + 3 cold damage, and the target is immobilized
until the end of Zaelex's next turn.

¥ Ice Shard (standard: at-will) ¢ Cold
Ranged 10;+23 vs. Reflex; 1d6 + 3 cold damage, and the target
is slowed and takes ongoing 10 cold damage (save ends both).

-3% Blizzard Strike (standard; rechargel| ii|)  Cold, Zone
Area burst 2 within 10; targets enemies; +23 vs. Fortitude; 3d8
+ 5 cold damage, and the area becomes a zone that lasts until
the end of the encounter. If a creature begins its turn in the
zone, Zaelex can slide the creature 2 squares as a free action.

<> Winter's Breath (standard; encounter) 4 Cold
Close blast 5; targets enemies; +23 vs. Fortitude; 4d10 + 7 cold
damage, and the target is immobilized (save ends). First Failed
Save: The target is restrained (save ends). Second Failed Save: The
target turns to ice and is petrified.

Master of the Tower
Zaelex can utilize the effects described under “Tower Effects,”
and can move through tower walls as though they weren't
there.

Alignment Evil Languages Common, Giant, Primordial

Skills Arcana +20, Bluff +17, Diplomacy +17, History +20

Str 21 (+14) Dex 16 (+12) Wis 21 (+14)

Con 20 (+14) Int 22 (+15) Cha 16 (+12)

Level 19 Soldier
XP 2,400 each

2 Ice Archon Rimehammers (R)

Medium elemental humanoid (cold)

Initiative +15 Senses Perception +12

Icy Ground (Cold) aura 1; enemies treat the area within the aura
as difficult terrain.

HP 185; Bloodied 92

AC 35; Fortitude 35, Reflex 32, Will 31

Immune disease, poison; Resist 30 cold

Speed 6 (ice walk)

(1) Maul (standard; at-will) + Cold, Weapon
+25 vs. AC; 2d6 + 7 damage plus 1d6 cold damage, and the
target is slowed (save ends). Against a slowed target, the
rimehammer deals an extra 2d6 cold damage.

Alignment Chaotic evil Languages Primordial
Str 24 (+16) Dex 18 (+13) Wis 16 (+12)
Con 25 (+16) Int 14 (+11) Cha 15 (+11)

Equipment plate armor, maul

2 Ice Archon Hailscourges (H)

Level 16 Artillery
Medium elemental humanoid (cold) XP 1,400 each
Initiative +11 Senses Perception +10
HP 120; Bloodied 60
AC 30; Fortitude 28, Reflex 27, Will 26
Immune disease, poison; Resist 20 cold
Speed 6 (ice walk)
(1) Slam (standard; at-will) + Cold
+19 vs. AC; 1d6 + 4 cold damage.
(%) Ice Shuriken (standard: at-will) 4 Cold
Ranged 6/12; +21 vs. AC; 1d6 + 4 damage plus 1d6 cold
damage.
% Double Attack (standard; at-will) 4 Cold
The ice archon hailscourge makes two ice shuriken attacks.
=% Hail Storm (standard; recharge [ [¢z]) 4 Cold
Area burst 1, 2, 3, or 4 within 20; +21 vs. AC; 2d8 + 4 cold
damage. Miss: Half damage. The ice archon hailscourge
determines the exact burst radius of the hail storm.
Frost Shield (immediate interrupt, when attacked by a ranged,
a close, or an area attack: encounter) 4+ Cald
The ice archon hailscourge gains resist 20 to all damage
against the triggering attack.

Alignment Chaotic evil Languages Primordial
Str 18 (+12) Dex 16 (+11) Wis 14 (+10)
Con 18 (+12) Int 14 (+10) Cha 15 (+10)

Equipment plate armor

TACTICS

If attacked, Zaelex uses his control over the very
fabric of the tower to attack the adventurers. While
his archon aids hold back the adventurers, Zaelex
rains spells and other attacks upon them. He prefers
to fight on the second floor of the tower, in the area
open to the sky so that the hailscourges can attack
from the roof above.

The rimehammers move forward to attack intrud-
ers. They fight on the tower’s first floor, defending the
stairs and pouncing on any adventurers that become
isolated from their companions. Once bloodied, they
retreat to the second floor, allowing Zaelex to engage
the enemy while they continue to hammer at them.
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Use the following patrols to run random encounters
within the towers, to re-stock a chamber that the
adventurers have previously cleared, or to come to
the aid of creatures in a planned encounter if those
creatures are able to sound the alarm or otherwise
call for help.

FIRE GIANT PPATROL
Level 17 Encounter (XP 9,200)

SkTuP

2 fire giants

1 fire giant forgecaller
2 firebred hell hounds

These roaming guards patrol the levels of the three
towers, making sure the slaves are doing their jobs
and watching for any signs that intruders have
entered the place. A total of four such patrols is avail-
able to re-stock encounter areas or to run into the
adventurers as they explore Flamefall Tower.

Level 18 Soldier
XP 2,000 each

2 Fire Giants

Large elemental humanoid (giant)
Initiative +11

Senses Perception +14

HP 174; Bloodied 87

AC 34; Fortitude 34, Reflex 28, Will 28

Resist 15 fire

Speed 7

(D Searing Greatsword (standard; at-will) # Fire, Weapon
Reach 2;+23 vs. AC; 1d12 + 6 damage plus 2d8 fire
damage, and the target is marked until the end of the fire
giant's next turn.

< Sweeping Sword (standard; encounter) 4 Fire, Weapon
Requires greatsword; close blast 2; +21 vs. AG; 1d12+6
damage plus 2d8 fire damage, and the target is marked until the
end of the fire giant's next turn.

2 Iron Javelin (standard; at-will) ¢ Weapon
Ranged 15/30; +21 vs. AC; 1d10 + 6 damage, and the target is
slowed until the end of the fire giant's next turn.

Alignment Evil Languages Giant

Skills Intimidate +14

Str 23 (+15) Dex 11 (+9) Wis 10 (+9)
Con 22 (+15) Int 10 (+9) Cha 11 (+9)

Equipment plate armor, greatsword, 4 javelins

FLAMEFALL TOW ER 'PATROLS

Level 18 Artillery
XP 2,000

Fire Giant Forgecaller
Large elemental humanoid (giant)
Initiative +11 Senses Perception +17
HP 136; Bloodied 68
AC 32; Fortitude 33, Reflex 29, Will 30
Resist 15 fire
Speed 8
® Smoldering Mace (standard; at-will) # Fire, Weapon
Reach 2; +21 vs. AC; 1d10 + 6 damage plus 1d10 fire damage.
2 Fire Pillar (standard; at-will) 4 Fire
Ranged 20; +21 vs. Reflex; 3d8 + 3 fire damage.
=% Flame Burst (standard; recharge [ii|) # Fire
Area burst 2 within 10; +21 vs. Reflex; 2d8 + 3 fire damage, and
ongoing 10 fire damage (save ends).

Alignment Evil Languages Giant

Skills Intimidate +14

Str 23 (+15) Dex 15 (+11) Wis 16 (+12)
Con 22 (+15) Int 10 (+9) Cha 11 (+9)

Equipment dragonhide armor, mace

Level 17 Brute
XP 1,600 each

2 Firebred Hell Hounds
Medium elemental beast (fire)
Initiative +10 Senses Perception +17
Fire Shield (Fire) aura 1; any creature that enters or begins its turn
in the aura takes 1d10 fire damage.
HP 205; Bloodied 102
AC 30; Fortitude 30, Reflex 28, Will 29
Resist 40 fire
Speed 8
(1) Bite (standard; at-will) 4 Fire
420 vs. AC; 1d10 + 6 plus 1d10 fire damage.
< Fiery Breath (standard; recharge [:2] 5] [3]) 4 Fire
Close blast 3; +18 vs. Reflex; 4d6 + 7 fire damage.
« Fiery Burst (standard; recharge [:3]) 4 Fire
Close burst 3; +18 vs. Reflex; 4d10 + 7 fire damage.

Alignment Unaligned Languages —
Str 22 (+14) Dex 14 (+10) Wis 19 (+12)
Con 25 (+15) Int 2 (+4) Cha 12 (+9)

DRrow VISITORS
Level 17 Encounter (XP 9,200)

SETUP

1 drow matron

2 drow templars

3 drow demonbinders

Exarch Lolestra is accompanied to Flamefall Tower
by a small contingent of highly trained drow. In
addition to any drow listed in the set encounters,
this group is under orders to stay mobile. They can
often by found near the guest quarters that the drow
use while in the towers, but they also make regular
“strolls” through the three towers to “stretch the
matron’s legs.” In truth, Lolestra wants them to keep
an eye on what the fire giants are up to, as well as to
stay alert for the arrival of the adventurers who have
been causing so much trouble for the giants.
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Encounter Level 17 (9,000 XP)

SETUP

1 bone naga arcanist (N)
2 slaughter wights (W)
5 fiendish armor animuses (A)

This encounter takes place at Location 8. Stairs in this
chamber lead up to Location 13. Stairs in a match-
ing chamber across the hall from the portcullis lead
down to Location 10.

The bone naga arcanist that calls itself Marrow
is completely loyal to the fire titan Wildfire. It uses
this secluded chamber in the depths of the north
tower to explore ways to utilize the powers of the
divine engine, as well as to summon forth an undead
army to bolster the forces of the fire giants. It has
already begun to summon undead spirits in the form
of haunted armor animuses when the adventurers
arrive. Two are visible and three more arrive as the
encounter unfolds.

When the adventurers find the door on the slave
quarters level of the north tower that leads to the
stairs down to the summoning chamber, read:

Painted in red on the locked door is a simple message writ-
ten in Giant: "Snarr says stay out.”

The door to the stairs is locked. A DC 22 Thievery
check unlocks the door, or the door can be bashed
open with a DC 25 Strength check.

When the adventurers descend the stairs and can
see into the chamber, read:

A bone naga scuttles on its rib-bones, dancing around a large
summoning circle as it chants in a quiet, singsong voice.
Pinpricks of red light flicker in its eye-sockets as sulphurous
smoke fills the circle, reaching from floor to ceiling like a
pillar of thick mist, Two undead humanoids, their flesh
gaunt yet muscled, with wild white hair and long, clawed
fingers, watch from the far sides of the chamber. By the back
wall, two armored forms stand straight and unmoving, as
though they were statues or suits of armor on display.

Without turning in your direction, the bone naga con-
tinues its dance and says, “Why have the living come to
Marrow's hall?”

A workbench sits on the north side of the room,
covered with open scrolls. No matter what the adven-
turers say or do, Marrow knows that they have come
to harm her master. Marrow won't allow the adven-
turers to stop Wildfire's plans. Instead, the bone naga
prepares to launch a devastating attack.

ENCOUNTER G5: SUMMONING CHAMBER ~

Bone Naga Arcanist (N) Level 18 Elite Controller

Large immortal magical beast (undead) XP 4,000

Initiative +12 Senses Perception +14; darkvision

Death Rattle (Necrotic) aura 2; enemies that start their turns in
the aura are dazed.

HP 360; Bloodied 180

AC 32; Fortitude 32, Reflex 28, Will 29

Immune disease, poison; Resist 20 necrotic;
Vulnerable 10 radiant

Saving Throws +2

Speed 7

Action Points 1

(@ Bite (standard; at-will) # Necrotic
Reach 2; +23 vs. AC; 2d4 + 7 damage, and ongoing 5
necrotic damage (save ends). Aftereffect: The target is
weakened (save ends).

« Death Dance (standard; at-will) # Necrotic
Close burst 3; blind creatures are immune; +22 vs. Will;
2d6 + 7 necrotic damage and the target is dazed (save ends).
If the target is already dazed, it takes an additional 2d6 + 7
necrotic damage.

Alignment Unaligned

Languages Common, Draconic,
Supernal

Skills Arcana +19, History +19, Insight +19, Religion +19

Str 22 (+15) Dex 16 (+12) Wis 20 (+14)

Con 28 (+18) Int 20 (+14) Cha 22 (+15)

Slaughter Wight

Level 18 Brute

Medium natural humanoid (undead) XP 2,000

Initiative +14 Senses Perception +13; darkvision

HP 182; Bloodied 91; see also death wail

AC 30; Fortitude 30, Reflex 27, Will 26

Immune disease, poison; Resist 20 necrotic;
Vulnerable 10 radiant

Speed 7

(3 Claw (standard:; at-will) ¢ Healing, Necrotic
+21 vs. AC; 3d6 + 8 necrotic damage, the target loses a healing
surge and is weakened (save ends), and the slaughter wight
regains 15 hit points.

% Death Wail (when reduced to 0 hit points) 4 Necrotic
Close burst 5; targets enemies; +21 vs. Fortitude; 2d6 + 4
necrotic damage. Undead allies in the burst can make a basic
attack as a free action.

Alignment Chaotic evil Languages Common
Str 26 (+17) Dex 20 (+14) Wis 9 (+8)
Con 22 (+15) Int 12 (+10) Cha 18 (+13)

TACTICS

The bone naga arcanist has a powerful aura. At the
start of every player character’s turn, check to see
whether the character is within 2 squares of the bone
naga. Characters who start their turn that close to the
naga are dazed for that turn.

The bone naga’s first priority is to finish its dance
around the summoning circle to complete the ritual
it is working on when the adventurers arrive. It moves
7 squares around the circle (move action), traveling
clockwise. Then it makes a DC 28 Arcana check
(minor action). If the check succeeds, a third haunted
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Encounter Level 18 (10,800 XP)

SETUP

2 fire giants (F)

1 genasi elemental dervish (D)
1 fire archon ash disciple (A)

This encounter takes place at Location 11 in the
cental tower. Chambers through the portcullises to
the east and west provide access to the north and
south towers when they are lowered to this level of
the tower.

This foundry refines the ore mined from the
mountain and casts it into ingots—mostly of iron, but
sometimes of silver and adamantine, as well. The
foundry was recently converted over to the task of
crafting replacement pieces for the divine engine.
All of the missing pieces have now been replaced by
substitute versions of the relics that were molded and

crafted here and in the elemental furnace (Location 7).
When the adventurers arrive at one of the portcul-

lises leading into this area, read:

A massive blacksmith’s oven dominates one side of the
chamber, tended by a graceful humanoid with an obvi-
ous connection to elemental powers. A fire archon shovels
metal shavings into a pile beside the over. By a large table,
a fire giant taps at a press-mold with a chisel. Other molds
and metal-casting tools litter the floor. There's a portcul-
lis on the far wall, and a doorway in the wall opposite the
work table.

Level 18 Soldier
XP 2,000 each

2 Fire Giants (G)

Large elemental humanoid (giant)
Initiative +11

HP 174; Bloodied 87
AC 34; Fortitude 34, Reflex 28, Will 28
Resist 15 fire

Senses Perception +14

Speed 7

(D Searing Greatsword (standard; at-will) 4 Fire, Weapon
Reach 2; +23 vs. AG; 1d12 + 6 damage plus 2d8 fire damage,
and the target is marked until the end of the fire giant's next
turn. :

< Sweeping Sword (standard; encounter) 4 Fire, Weapon
Requires greatsword; close blast 2; +21 vs. AC; 1d12 + 6
damage plus 2d8 fire damage, and the target is marked until
the end of the fire giant's next turn.

¥ Iron Javelin (standard; at-will) ¢ Weapon
Ranged 15/30; +21 vs. AC; 1d10 + 6 damage, and the target
is slowed until the end of the fire giant’s next turn.

Alignment Evil Languages Giant

Skills Intimidate +14
Str 23 (+15) Dex 11 (+9) Wis 10 (+9)
Con 22 (+15) Int 10 (+9) Cha 11 (+9)

Equipment plate armor, greatsword, 4 javelins

Genasi Elemental Dervish (D)Level 18 Elite Skirmisher
Medium elemental humanoid (air, earth, fire, water) XP 4,000
Initiative +17 Senses Perception +13
HP 344; Bloodied 172
AC 32; Fortitude 30, Reflex 32, Will 30
Resist 10 cold, 10 fire, 10 lightning
Saving Throws +3
Speed 6, fly 6 (hover), swim 6
Action Points 1
(D) Double Sword (standard; at-will) # Weapon; Varies
+23 vs. AC; 1d8 + 7 damage, and ongoing 5 damage (save ends)
of the type determined by elemental manifestation.
4 Double Attack (standard; at-will)
The genasi elemental dervish makes two double sword attacks.
4 Fiery Riposte (immediate reaction, when the genasi elemental
dervish is hit by an enemy adjacent to it; at-will) 4 Fire
Targets the triggering enemy; +21 vs. Reflex; the target takes
ongoing 10 fire damage (save ends). If the target is already
taking ongoing fire damage, that damage increases by 10.
4 Primordial Storm (standard; recharge [][:3]) ¢ Weapon
The genasi elemental dervish shifts 6 squares and can move
through enemies’ spaces. During its movement, the dervish
makes the following three attacks in order, each against a
different target.
Promise of Storm (Thunder): +21 vs. Fortitude; 1d8 + 5
thunder damage, and the target gains vulnerable 5 thunder
(save ends).
Earth Shock: +21 vs. Fortitude; 1d8 + 5 damage, and the
target is dazed until the end of its next turn.
Lightning Cut (Lightning): +21 vs. Reflex; 1d8 + 5 lightning
damage, and the target gains ongoing 10 lightning damage
(save ends).
Elemental Manifestation
At the start of a genasi elemental dervish's turn, it chooses
fire, lightning, or thunder damage. The dervish's double sword
attack deals that type of damage until the start of its next turn,
when it can choose a different damage type.
Alignment Unaligned Languages Common, Primordial
Skills Acrobatics +20, Athletics +21, Endurance +21, Intimidate
+16, Nature +20
Str 19 (+13) Dex 24 (+16) Wis 18 (+13)
Con 20 (+14) Int 16 (+12) Cha 15 (+11)
Equipment hide armor, double sword

TACTICS

One fire giant is working in antechamber when
the adventurers arrive. It waits to emerge so that it
can move in and take an opponent by surprise or gain
combat advantage by setting up a flank. The other
moves immediately to engage the intruders, protect-
ing the genasi and the fire archon and marking one
of the enemy characters. Both of them save their
sweeping sword attacks for a round when they can
catch three or more enemy targets in the blast.

The genasi believes in the goals of the giants and
the titans, and is just one of a number of elemen-
tal creatures to side with them in this endeavor. It
spends a minor action in the first round to open
the oven doors. It uses primordial storm as soon as
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