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INTRODUCTION 
Welcome to DUNGEONS & DttAGONS ENCOUNTt:HSl'Id, an 
exciting official DUNGEONS & DRAGONS· program. This 
adventure is a mini-campaign season deSigned to be 
played in one-encounter sessions once per week al your 
local Wizards Play Network location. Each week, play­
ers can earn in-game rewards for their cha racters and 
Renown Points toward special progratll-exdusivt: O&D 
Fortune Cards™ Ihat can be used in this and future 
seasons of DUNGEONS & DR AGO NS ENCOUNTE RS play. 

Preparing for Play 
The D UNGEONS & DRAGONS ENCOUNTERS play kit pro­
vides a ll you need to OM this adventure. includ ing 
poster maps of encounter areas a nd 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 now of the story. 
• Read Session 1: On the Road, page 6 , and Stirge 

Attack, page 8_ Ifyoll arc starting at a nother 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 tJle 
kit or call 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 kilo aJlows the players 
to track treasure, experience, and Renown Points 
earned for each play session. 

• Get a session tracking sheet from the organl7..e r. 
Record all the players' DCl / RPGA numbers on it. 
along with you r DCIfRPGA IItIlUber. If you or any of 
the players don't have a DCIIRPG A number, ask the 
organizer fo r a membcrship card. 

During the session! 
• Each session is one encounter.Jusl OM the encoun­

ter aSSigned for that week's session_ Typical playing 
time fo r one encounter is 90 minutes to 2 hours_ 

• Make decisions and adjudications that enhance the 
fun of the gam e_ As the DM. you can make some 
adjustments to the adventure (sec the sidebar on 
page 5) to facilitate player fu n. 

At the end of your first session: 
• Have the adventurers ta ke a short rest iftJley want, 

but remind them to track their da ily abilities. Heal­
ing surges used, daily powers expended. and other 
daily resources do not refresh in between sessions, 
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only at the end of each chapter. Make sure your play­
ers lral:k this Information on their D&D Encounters 
Play Trackers. 

• Turn in your session tracking sheet to the organi zer. 
Make su re 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 nus out the Renown 
Point Tracker for the location and te lls you if any 
players have earned D&D Encounters Cards. 

• Give out treasure and experience paints. Make 
sure the players write down rewa rds on their D&D 
Encounters Play Trackers. 

• CoUect your special reward ror providing your time 
as a DM to make the event happen. Your organizer 
has more details on this reward. 

At tbe end of each chapter: 
• The adventurers take an extended rest, regain ing all 

of their healing surges, hit poi nts, 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. 

Creating a Character 
Players are responsible for bringing their own cha rac· 
ters to each play sess ion. A first-time player can bring 
a 1st-level character created using the rules found in 
the Heroes of rite Fallen Lands™ rule book, Heroes of the 

A CHANGING GROUP 
Since you can never tell who's going to show up to a 
DUNCWNS & DRACONS ENCOUNT£R5 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 flne. 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 adventure rs haVing made a par­
ticular decision In a previous session. and the current 
group of players is not the sa me 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 
exa mple, 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 detennining the 
probability of the random encounters in Session 2. 

J..'or8olten Kin8dom sTM ru lebook, or the Class Compen­
dium: Heroes of Sword and Spell™ rulebook. In addition, 
players can use ru les presented in Dra8on~ magazine in 
support of those products. 

If a player doesn't have a character or doesn't wa nt to 
create one from scratch, several pregenerated adventur· 
ers a re proVided in the play kit. 

At the end of eaeh session, you award experience 
points, t reasure, and Renown Points. The players record 
that information on their D&D Encounters Play Track­
ers, and you report the Renown Points each player 
earned to the organ izer. 

Changing Characters: Players can switch charac­
ters during a 0&0 Encounters season. [f a player wants 
to do so, he or she can bring a new character with an 
amount of experience poi nts equal to the character he 
or she previously played in the season.l-Iowever, the 
new cha racter does not keep any treasure or items rrom 
the previolls character. 

C haracter Death: If a character dies during a ses­
sion, the player has two choices. He or she can bring 
the sa me character back at the beginning ohhe next 
session with four rewer 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 cha racter loses aU of his or her remaining healing 
surges and can return next session but has hit points 
equali ng only his or her bloodied value. 

No other penalty exists for death except for the 
potentia l loss of Renown Points for surviving eight or 
more sessions wit hout dyi ng. 

Advancement 
At the end of each session , you award experience 
points. The 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 alllOlUlt appropriate for the size of the group. 
For example, in the first session, the party receives 400 
to 600 XP ror helping to resolve the dispute between 
Splintcrshie1d and Malgram. If a party contained only 
four characters, you might award 400 XP. If a party 
contained six characters, you could awa rd 600 XP. For 
nve characters, award 500 XV. 

Aft e.r calcu lating the total XP reward, divide it by the 
number of player characters (do not include nonplayer 
characters), and award each cha racter that amount of 
experience POillts. 

Milestones: For every two encounters a character 
completes without taking an extended rest. the charac­
ter reaches a milestone, gai ning an action poinL 

Treasure 
As the characters progress through the mini-campaign, 
they have the opportunity to ga in treasure in the form 
of gold pieces, valuables, and magiC items. Whenever 



characters discover treasure. follow the instrtlCliolls 
prOVided in the adventure. Usc the following rules to 
divide treasure among the characters. 

Magic Item s: During the adventure. a number of 
magic items might be discovered. The exact natu re of a 
magic item is usually determined by a roll on the Trea­
sure Table_ 

TREASURE TABLE 
dl0 Result 
1 1 ~tJons of healing. 
2 +1 magic armor 
3 +1 magk weilpon 

• +1 magic holy symbol 
5 +1 amulet of p':rotection 
6 +1 magic wand. orb. SQff. or rod 
1 +1 veteran's armor 
8 +1 vicious weapon 
9 +1 safewing amulet 
10 +1 symbol of life 
11 +1 dwiilrven armor 
12 +1 orb of ineviQ ble continuance 
13 +1 rod of deadly casting ,. +1 luck blade _ 
15 +1 delver's armor 
16 +1 lightning wand 
11 lronskln belt 
18 +1 amulet of health 
19 +1 flaming weapon 
20 +1 staff of storms 

Award ing Magic Hems: When the characters find 
a nonconsumable magic ilem, the players can decide 
which character receives it. Usually, these deciSions will 
be easy, since certain items are better suited for certai n 
characters.lfthis is not the case, then you shou ld 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 of those 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 C(llllperldlum. 
Divide the gold pieces received evenly among the 
party members. 

W hen to Gear Up: Characters can buy equipment 
at tJ1e sta rt of each chapter. 

Renown Points 
One of the great rewards for playing in a DUNGEONS 
& DRAGONS ENCOUNTERS season Is the accu mula· 
lion ofRenowll Points (RPs). which are given out for 
accomplishments by players during. and sometimes 
in· between, sessions. These Renown Points a re tracked 
at the Wi zards Play Network location and reaching cer· 
tain thresholds garners the player a tangible reward- an 
,exclusive 0&0 Fortune Ca rd. 

Players can usc these cards during the cu rrent 
DUNGEONS & DRAGONS ENCOUNTERS season, subsequent 
seasons, or possibly both. Each card provides a certain 
benefit as deta iled on the card itself. Rules on using For· 
tune Cards during play sessions can be found In booster 
packs or onlille at www.DungeonsalldDragons.com. 

As the Dungeon Master, YOll award Renown Points 
at the end of a session of play. just like yOll 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 frequenc~d 
the point values of each are listed below. 

RENOWN POINT AWARDS 
Accomplishment Frequency RP 
Complele an encounter Session 
Bring a new player Session 
Moment of greatness l /chapter 
Revive a dying adventurer ally l /chapter 
Hit for 15+ damage against 1 e nemy l /chapter 
Kill 3 minions in 1 atta<k l /chapter 
Tilke 50 enemy damage In 1 session l /chapte r 
Create your own character Season 
Creiilte a character with Character Builde r Seaso!! 
Survive 8+ sessions without dying Season 

Bring a New P layer: These points are awarded to 
existing players for each new player brought to D&D 
Encounters thai has never before participated in the 
program (current and past seasons included). 
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Moment of Greatn ess: These points arc a discre­
tionary award given out by the DM or through party 
vote to a player for doi ng someth ing inventive, daring. 
or just plain cool during a session of play. 

Fortune Cards 
DUNGEONS & DRAGONS Fortune Cards arc a new 
gameplay enhancement that showcases the chrlOtic 
and unpredic table 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 
Fo rtun e Cards. activating the ga me benefit of the 
card at the app ropriate time. Each ca rd provides a 
ga me effect that enhances attacks, defenses, or pro­
vides some other sort ofbenefillo a player character. 
Fortune Cards are featured in Encounters seasons 
going forward-player rewards wi ll consist of exc lusive 
promotional Fortune Cards. Although players don't 
have to purchase Fortune Cards to play DUNGEONS & 
DRAGONS ENCOUNTERS. we think they' ll enjoy this new 
enhancement to their game experience. 
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Fortune Ca rds are available in 8 -card booster packs 
with differing levels of rarity (common, uncommon, 
a nd rare) and bring more excitement to the game table. 
P layers ca n crack open boosters of cards j ust prior to 
partic ipating in a ga me session or come to their game 
with pre-built decks. For playe rs 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 o nline at www.Du n­
geonsandDragons.com. The set available for purchase 
and use during this season of DUNGEONS & DRAGONS 
ENCOUNTERS is cal led Shadow over Nenlir Vale™. 

En cOllnters Cards: D&D Encounters Cards 
awarded in prior seasons have benefits s imilar to For­
tune Cards. For th is 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. 

Renown Rewards 
When a player earns 20 RPs, he or she ea rns tJle first 
DUNGEONS & DRAGONS Fortune Card , called Caulious 
Maneuver. At 40 RPs, the player cams Impervious, and at 
60 Rils they receive One Mo re Chance. These cards arc 
awarded to the player immediately following the ses­
sion in wh ich the card is earned. Players can add these 
cards to thei r Fortune Card decks upon earni ng the m. 
These cards are distributed by the organizer and any 
questions regarding availability or quantities should be 
directed to him or her. 

ADVENTURE 
BACKGROUND 
Over sixty years ago, a group of bold adventurers call­
ing themseJves the $ih'er Company delved into a 
mysterious tower that appeared in the ruins of Castle 
Inverness. The result was tragic- one of the Sil ver Com­
pany, a woman named Oldivya Vladistone, pe rished. 
Her husband, Sa lazar, continued to adventure with the 
Silver Compa ny 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 a nd the people of I-lammcrfast from an 
unknown danger in the Dawnforge M.ountai ns. VIa· 
distone's spirit d id not rest qUietly after his s<lcriOce. 
however. He became a ghost, h<lunting the Nentir Vale 
as he made pilgrimages to the gmve of his w ife in the . 
ruins ofInverness. 

Now, six decades later, an ambitious you ng cler ic 
named Aldus Splintershicld , seek ing to make a name 
for himself and his clan, has begun organizing a group 
of sett lers to found a new town in the ruins of Castle 
Inverness. Brother Splintershield is unawa re that the 
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ghost of Salazar Vladistone visits the graveyard at 
Inverness to this day. The cler ic has set his pilgrims on a 
coll ision COUIse with the rest less and soon· to-be venge­
ful soul of a former adventurer. 

ADVENTURE SUMMARY 
The adventure begins with the heroes as a part of a "­
caravan of pilgrims sett ing out to found a town in the 
ruins of Castle Inverness. The heroes are] st·levcl 
adventurers who have been hired to help ensu re that 
the caravan reaches Inverness safely. 

Session 1: In the first session, the caravan departs 
from Hammerfast. Along the way, the heroes have 
a chance 10 meet several important people, such as 
Brother A ldus Splintershield and the half-orc caravan 
guard. Malgram. When the caravan attempts to cross a 
sma ll stream, it is attacked by stirges, wh ich the heroes 
must fighl otT. 

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

Session 3: In th is session, Brot.her Spli lltershield 
asks the heroes to investigate the ruins of Cast le 
Inverness before the settlers move in, ensuring that no 
danger lu rks inside. In addition to learning more about 
the mysterious origins of tile castle ruins, the heroes 

ADJUSTING THE 
ENCOUNTERS 

The first four encounters ofthe March of the Phantom 
Brigode™ assume that you are DMing a party of five 
1st-level characters and have players familiar with the 
DUNGEONS & DRAGONS game at your table. Encounters 
5 through 8 assume a party of 2nd-level adventurers. 
and e ncounters 9 through 13 assume a party of 3rd­
level adventurers. Compare the party at your table to 
this assumption, using the follOWing guidelines. 

Weak Party: You have a weak party at your table 
ifit consists ofonly four characte rs, 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 nonminlon monsters from the 
e ncounte r. 

Strong Party: You have a strong party at your table 
If it consists of six characters, or most or a ll of the play­
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 closely matches the 
e ncounter level. 



stumble across a pai r 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 Splintershield 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 Splintershield against the onslaught of undead 
threatening to disrupt the ritual Once the ruins are 
sanctified. the heroes meet the ghost of Salaza r 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 .I. The heroes and the town of 
Inverness have flourished. When rumors circulate that 
foresters from Inverness are missing, the heroes investi­
gate, discovering a mysterious Abyssal plague. 

Session 6: During th is 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 Splintcr­
shield. breaking the sanctification of I nverness. 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 town. 
After sneaking past phantom sentries. the heroes help 
Malgram get many of the townsfolk out s<lfely, dis· 
patching a number of Phantom Brigade soldiers in the 
process. 

Session 8: This session brings the heroes into direct 
conniet with the ghost of Salaza r Vladistone. After real ­
izing that Vlad istone cannot be destroyed in his current 
form. the heroes rescue Faldyra and escape from the 
burning ruins of the ir 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 a rmy known as the Phantom Brigade to his side. 
When Vladistone turns the ghosts of Hammer fast 
against its citizens, the adventurers come 10 the town's 
aid. Arri vi ng at the library, they learn that Faldyra has 
information about Vladistone. 

Session 10: Faldyril informs the heroes of VIa dis­
tone's history, including the place where he was sla in. 
She tells them that they must recover a relic called the 
arrow oJtime. 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 ban ish it and restore his wife 
to him. 

Session 11: The adventurers investigate the 
abandoned monastery and discover that the Silver 
Company's wizard used powerful magic to trap the 
monastery's inhabitants in time. To get into tJle magi­
cally sea led lower chamber, they must explore the 
monastery and fight the undead dwelling there. 

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

Session 13: In the final session, the heroes delve 
deep under the ruined monastery for thc source of Vla­
distonc's dcmise. As they explore the crllmbling, frozen 
caves. they release tJle ea rthquake d ragon that killed 
Salazar Vladistonc sixty years ago. 

They can recover the arrow from Vladistone's body 
during the fight. The characters can then choose either 
10 use the arrowoJfime to slay the d ragon 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 reu nited with 
his wifc. 
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CHAPTER 1 
At the beginning of March oIthe Phantom Bri8ade, each 
character starts with full hit poi nts a nd healing surges. 
as well as 1 action point. 

SESSION 1: 
ON THE ROAD 
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 arc 
preparing fo r departure. Read the following text aloud 
to begin the adventure. 

You and your companions stand huddled in rhe chill of early 
momi1l8. blowins clouds of mist with every breath. Dawn is 
just breakins, and the shadowed walls of Ham me ifasl loom 
above you. A caravan of settlers is preparins to depart, and 
you are amans Ihem. 

Prompt the players to introduce their char acters, and 
give them a moment to describe their characters and 
backgrounds. Once the players have fin ished , continue 
the introduction by reading a loud: 

Some months a80. a call went oUlfrom Ihe temple of Morad in 
in Hammeifast seekill8 able·bodied settlers 10 establish a new 
fown to the southwest. Des/rinB to settle ill this lIew town, you 
answered the cal! and now stand ill a field outside the town 
awaitin8 the caravan's departure. 

If any of your players are especially engaged in their 
cha racters' histories, you cou ld ask them to explain why 
their characters s igned on for this expedition. If play· 
ers ask aboul compensation , tell them that the ca ravan 
master, Brother SpHntershield. has offered each settler 
a small stipend to help build a home. 

DAY 1: SETTING OUT 
FROM HAMMERFAST 
Once the players have had a chance to become 
acquainted, the adventure truly begins when the cara­
van's fi nancier, a dwarf cleric of Moradin called AJdus 
Splintershield, visits with the heroes as the first wagons 
of tile caravan sct out. Head aloud: 

The caravan master calls to check readiness. Whistles sound 
alons the wa8ons, indlcatill8 thai all are ready fa 80. The 
master aives the siana/. and the procession bcains to advance 

slowly. A male dwarfin the robes of a cleric of Morad in 
approach~s you wilh a smile. "Glad to have you alona," he 
says. "Injlistthree days, we'!! befoundilla our own town. 
We'll allao down ill history." 

Give the players a momellt to interact with Brother 
Splintershicld . The e nthusiastic 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. Cast le Inverness crumbled to ru in 
long ago. but its location was recently rediscovered 
by a group of rangers traveling off the beaten path 
between Hammerfast and Harkenwold. 

• The new town will serve as a waypoint for t raders 
traveling between Harkenwold and Hammerfast. 
The temple of Morad in is looking to create a better 
trade route to t he south by forging a new road 
through the foothills of the Dawnforgc Mountains_ 
Inverness is to be the fi rst advance station for the 
road -building workers and supplies. 

CHARACTER PROFILE: 
ALDUS SPLINTERSHIELD 

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

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

Goal: Brother Splintershield wants to he lp found 
the new town of Inverness to make the Nelltir Vale 
safer for travel and to improve his status in the te mple 
of Moradin. 

Motivation: He is motivated by the prospect of 
increasing his dan'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, divine ly inspired task \YOuld 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 pote ntial 
pitfalls and the degree of challenge in any endeavor. 

Mannerisms and Physical 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. 



Once the heroes are done conversing whh Brother 
Spl intershield , read the following text aloud. 

Tlte caravan r01ls easily down the Trade Road for several 
hours and everyone seems [Q be in as fine spirits as Brother 
Splintershield. Roughly ten miles outside town, the road 
leaves rite towering pea ks oflhe Dawnforge Mounrain$ and 
be8ins rolli llY throu8h the foothill s. The rangers from Ham· 
merfast pull away f rom their positions flanking the caravan . 
They confer briefly with Malgram, the caravan's half-ore 
guard captain, then offer warnings about the dangers oftrav­
elillg through the Val e. They wave f arewell and turn their 
horses buck toward Hammeifast. 

DAY 2: ARGUMENT 
ON THE ROAD 
The easy camaraderie of the first day begins to dissipate 
all the second . An argument erupts between Brother 
Splintershield and the commander of the caravan's 
gua rds, Malgram. Read the following text aloud to 
begin the scene. 

On the second day of rhe jou rney, signs of tension betweell 
setders Sfart to show. The caravan has fur lled south alld 
abandoned the smooth Trade Road. It now follows a rOl/8h 
trail not meant for wagons alld carts. The settlers have lost 
their initial enthusiasm and look road-weary already. When 
shouting is heard near the head of the caravan, heads rise 
abruptly and worried eyes scan for trouble. 

W hen the cha racters investigate, they find Brother 
Splintershield and Malgram quarreling VOCiferously. 
Read the followi ng text aloud . 

At the head of the caravan, Brother Splinters-hie/d and Mal-
8ram are walkin8 side by side,yell il18 at one another. The 
srowl of Malgram's voice rings out over the open fields sur· 
rounding the trail. "Put your dwarven stubbornness aside Jar 
one minute and look at 'he logic. The forest side is for $afer 
illan the mountain side. Why can you not see itr 

The dispute arose after Malgram's scouts returned with 
word that strong fa ll 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 Mountai ns. Malgram believes 
the foothill s conceal orc tribes waiting to raid travelers, 
while Brother Splintershield asserts that the bleSSings 
of Morad in ma ke the mounta ins the better choice. 

The heroes can intervene to support one side 
over the olher. If they provide a convincing a rgu­
ment one way or another, either Malgram or Brother 

CHARACTER PROFILE: 
MALG"RAM 

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

Key Tralts: Surly, pragmatic, and suspiciOUS. Mal·' 
gram believes that only constant vigilance saves lives. 

Goal: Malgram wants to ge t the caravan to 
Inverness and the town founded as soon as possible 
so the settlers can establish a marc 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 Physical 'Characteristks: 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. 

Splintershield acq uiesces (grudgingly) and the cara­
va n sets off in the direction the heroes recommend. 
Althollgh this deCision has no immediate repercussions 
(both directions lead to a stream infested with stirges), 
it will affcct the events of Session 2. 

Reward: The party gains all additional 400 to 600 XP 
at tJle end orthe session for hclping resolve the dispute. 

DAY 3: 
FORDING THE STREAM 
Early on the third day of travel , the caravan rcaches the 
rushing stream that has been created by fa ll storms. 
Read the follOWing text aloud. 

Near the middle of the third day, the lead waBan of the cara· 
vall calls a hair. You see a quickly flowill8 stream thaI curs 
ClcrOSS the open plain ahead of yOll. Allholl8h far fro m a 
coursill8 river, rlu! stream is deep enoll8h that the crossill8 will 
be no trivial matter_ 
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Malgram and Brother Splintershield have- in a' ra re dis­
play of agreement- prepared a plan to ford the stream 
quickly and without incident. The two of them will 
lead hal f the caravan across the stream first, while the 
heroes stay behind to guard the second half. Once the 
fi rst hal f of the caravan is safely on the other side, the 
heroes will escort the remain ing wagons across. 

STIRGE ATTACK 
Encounter Levell (500+ XP) 

Alt.hough 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 thei r flU of blood from both horses 
and settlers. The attack coincides with the effort to fo rd 
the river, requiring the heroes to choose between con­
fronting the stirges and helping the wagons and the 
settlers avoid the monsters. 

Setup 
5 sUrges (S) 
4- horses and wagons (H) 
4 Inverness settlers (1) 

The encount.er unfolds as the heroes and the second 
group of wagons start to cross the stream. 

= 

When the heroes begin the crossing, read: 

The sound of the rushina water and the creakin8 w080ns 
masks a buzzil18 lIoise approachil1sfrom th!! sky. What you 
thouaht was a sma!lJ1ock of birds atfi rst alance proves to be 
a pack of four-winaed insects, each the size of a small dOB· As 
the creatures dose swiftly, the horses whinny with fear and the 
settlers cry in alarm. 

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

5 Stirges (S) Levell Lurker 
5mall n.lIur,,1 bea~t XP l Oa eilc h 

HP 22; Bloodied 11 
AC 15, Fortitude 1 2, Reflex 1S, Will 12 
Speed 2. fly 6 
TRA IT S 

Nimble Bloodsucker 

Initiative +7 
Perception +0 

Oarkvlslon 

While the stirge has a creature grabbed, the stirge gains a +5 

bonus to AC ilnd Rene". 
STANDARD A CTI ONS 

ill Bite. At·WJH 
Re'luJrement: The stirge must not be grabbing a creature. 
Attack: Melee 1 (om: crealun~); +6 vs. AC 
Hit: l d4 damage, and the stJrge grabs the target (escape DC 12). 
Until the grab ends, the target takes ongOing 10 damage. 

Skills Stealth +8 
Str 8 (-1) Oe:.: 16 (+3) 
Con 10 (+0) Int 1 t-S) 
Alignment unaligned Languages-

Tactics 

W ls 10 (+0) 
Cha 4 (-3) 

SU rges can attack the horses and the settlers, but the 
defenders do not retaJiate. A slirge attack automatically 
hits and ki lls a settlcr. Each horse has 25 hit points. The 
horses and seltlers do not have hea ling surges. 

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

Remember that a stirge grabbi ng another creature 
gains a bonus to AC and Reflex. 

Settlers, Horses, and Wagons: You do not need to 
dctail the movement or attacks of the settlers, horses, and 
wagons. The wagons remain stationary until tile heroes 
take actions to move tllem (see "Terrain Powers"). 

The settlers and the horses are scared by the sti rges. 
Still , the seulers know the supplies in the wagons are 
paramount to their survival in the coming days and 
months. They do not fight the stirges or a llow the horses 
to do so. Instead, they focus on lryi ng to get the wagons 
across the stream. A settler adjacent to a wagon grants 
characters a +2 bonus to the check to use push or pull tlte 
wa80n or set alona! 



WHEN HORSES DIE 
If a ny ho rses died, Brothe r Splintershie fd calls upon 
the characters to help pull those horses' wagons. One 
character ca n pull a wagon for each slain horse. Any 
character who pulls a wagon loses one heal ing surge. 
If the characters can't agree on who will pull a wagon. 
Splinte rshield decides: Roll a d6 to determine which 
character must pull It. 

Terrain Powers 
Characters can use the following powers to affect the 
horses and wagons. 

Push or Pull the Wa on At-Will Terram 

You throwJvur shoulder a8aillst the wanon and8ive it a push. 

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 th is movement, 
and It can move through enemies' spaces. Any grabs on the 
horse end, and the grabbing creature falls prone. 

Get Along! At-Will Terram 

You spur on the horses harnessed to a wa8011 ~ ia~in8 rheir reins 
or caUirln out to them. 

Standard Action 
Requirement: 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 rrolll 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 fa lls prone. 

Features of the Area 
llIumination: The stirge attack ta kes place in the 

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

Bushes: These slllall shrubs arc difficult terrain . 
Log: These squares arc difficult terrain. 
Rocks: These squares arc difficult lerrain, but the 

rocks are nol tall 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 difficult terrain. A creature 
that is prone in the stream has partial cover and 
parLial concealment. 

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

Development 
Once the stirges are dead 
and the wagons ac ross 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. 

Ir any settlers died. 
Brother Splintershield 
mou rns the loss and 
orders the caravan to take 
some lime to bury them. 

Reward: For each 
horse that survived, the 
party gains an addiUonal 
20 XP (or the enCUU lller. 
For each settler that sur· 
vived, t he party gains an 
additional 10 XP. 
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SESSION 2 : 
WANDERING 
MONSTERS 
The Nentir Vale is light ly settled , and the caravan is 
t raveli ng through ungua rded territory. Not surprising 
for overla nd travel, the party is con fronted by a random 
wilderness encounter. T he attack occurs arou nd 
midday on the fi nal day of the journey. 

A couple afhours after the successful stream cross­
ing. Malgram approaches the party. Read the folJowing 
text aloud . 

Glandns about and keepiIJ8 a keen eye out for danser, you 
110te with satiifaction that the cora m lt has recovered well 
fo !lowinn the stirse auack. You spy the half-orc Malaram 
stridins purposefully alons the wl1sons toward you. Stru8-
s /i na to keep up with his 10118 srrides is a fe male elfin Ions 
robes that are a bit 100 elest!ntfor road travel. When they 
draw near, M alaram holds up a hand to set your a Hentiofl , 
then speaks in a low vOicefar more civil than his custom. 
~Faldyra has it in her head to SO diSlJinS in the dirt. and she's 
far too valuable to fIl e settlement fO let her wa nder off on her 
own. 1 need you to wa tch after Iter fo r a while. ~ 

Before the party can respond . FaJdyrn steps fo rward 
to introduce herself more formally. She explains that 
she is to be the residen t scholar in the new town of 
Inverness. She had heard rumors that a n abundance 
of rare herbs grew in the area the caravan is traveling 
th rough. Sbe intends to search a nearby stand of trees 
for quality speci mens, but she ag rees w ith Malgram 
that she cannot set ou t without guards. Since the heroes 
acquitted themselves well against the stirgcs. the ha lf­
arc has ind icated th at the party would be an acceptable 
escort. Thi s part of the story provides the heroes a 
cha nce to get to know FaJdyra a nd to glean more info r · 
mation about the caravan's dest ination . 

Faldyra leads the heroes to a nearby copse and 
begins to dig fo r herbs. She passes the time a mjably, 
asking about the heroes and what they hope to get out 
of founding a new town. W hile searching for herbs. she 
finds an item halfburied in the ground . which she gives 
to the par ty. Roll once on the Treasure Table 10 deter· 
mine what she finds. 

Faldyra might convey the following information over 
the course of her conversation. 
• Castle I nverness was once home to hund reds of 

people. The castle fell into ruin long ago. but a sing le 
lower remains standing. The site was once consid· 
ered da ngerous, but decades ago a group of explorers 
plundered the tower and sealed it. 

• Brother Splintershield is pla nni ng to perfor m a con· 
secration ritl1al to imbue the land su rrounding the 

CHARACTER PROFILE: 
FALDYRA ALANIEL 

Faldyra Alaniel is a female elf wizard from Winter­
haven. She was recruited by Brother Splintershleld to 
provide arcane and Scholarly support_,forthe new town. 

Key Traits: Intellectual. focused, and oblivious to 
danger. Fald)'l<l 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 ra<:es natulCll 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 he r thoughts 
race. switching back to Common only when reminded. 

lower with the hlessing of Moradin . Faldyra fully 
supports this precaution- indeed , she advised it , 
given the unknown dangers in the area. 

• Inverness is close e nough to the Ha rken 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 oftlIe session for befriending FaIdyra and 
learning her plan s to settle Inverness. 

Wilderness Encounters 
Near the end ofFaldyra's herbal gathering, the heroes 
find trouble. To determine what the party confronts, 
roll a d6 a nd consult the W ilderness Encounters table 
below. If a majority of your players convinced Mal· 
gra m and Brother Splintershield to veer closer to the 
mountain s (from Session L). add 2 to the d6 roU result 
(ma ximum result of 6). Lfthe majority instead con· 
vinced the caravan to skirt th e Ha rken Forest, subtract 
2 from the d6 roll result (minimum result of 1). If the 
ad venturers split evenly, or if they did not intervene in 
Malgram and Brother Splintershield 's argument , do not 
modify the die roll. 

WILDERNESS ENCOUNTERS 
d6 EnlOunter 
1-2 Defenders of the Forest (page 11) 
3- 4 Goblins in the Forest (page 12) 
5-6 Hungry Drakes (page 13) 



DEFENDERS 
OF THE FOREST 
Encounter Level 2 (625 XP) 

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

A dangerous. carnivorous plant inhabits the copse of 
trees where Faldyra is gatheri ng herbs. Known as a ca r­
rion vine, the plant is native to the Fcywild . 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 crcatures and drink their blood. 

When you are ready to start the encounter, read: 

Several small, dosed-bulb plants unfurl to reveal/otlB. whip­
piuS vines within. Each vine is covered ill thorns, and the 
tendrils be,qin to reach for you as if they /tullaer! 

Carrion Vine (S) Level 2 Solo Trap 
Objeo XP61<; 

Detect Perception DC 19 
HP 120; Bloodied -
AC 14, Fortitude 13, Reflex 11, WiII ­
Immune forced movement: Vulnerable 5 fire 
TRAITS 

S~d 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 vlne's number of attacks). The vine can make attacks 
using any square COntaining a seed pod as the ~Inl of origin. 

Vamplrlc Plant (healing) 
If the vine reduces a creature to 0 hit points or fewer, the carrion 
vine regains 1 5 hit points and regrow5 one seed ~d. 

STANDARD ACTIONS 

Vine Tentacle (polson) . At-Will 
Attock: Melee 3 (one, two, three or four creatures): +7 vs. AC 
Hit: 1d8 + 5 ~Ison damage, and the target Is grabbed (escape 

DC 12). 
COUPHERM (ASURES 

• Confuse: Nature DC 12. Success: The carrion vine ends one 
grab it is sustaining. Failure (10 or lower); The carrlon.vlne uses 
vine tenloe/e against the triggering creature. 

• Rept<l: Arcana DC 12. Succen: The chilrilcter deals 15 damilge 
to the carrion vine. banishing a portion ofthe plant back to the 
Feywild. 

Tactics 
The carrion vine attacks anyone close to it. '-lave the 
vinc attack Faldyra once to instill a sense of danger in 
the encounter, but don't k ill her. She has an important 
role to play later in the advcntme. 

f a ldyra (f ) Level 1 Controller 
MedIum fey humanOId elf XP -

HP 26; Bloodied 13 
AC 15, Fortitude n, ~eflex 14, Will 13 
Speed 7 
TR AI TS 

Wild Step 
Faldyra Ignores difficult terrain when she shifts. 

STANDARD ACTIONS 

® Magic Missile (force. implement) . At-Will 

Initiative +1 
Perce ption +6 

Low-light vision 

Effect; Ranged 10 (one creature). The target takes 6 force damage. 
::r Phantom Bolt (i llusion. implement, psychic) • At·WiII 

Attock; Ranged 10 (one crealUre): +4 vs. Will 
Hit: 1d8 + 5 psychic damage. and Faldyra can slide the target 1 
square. 

Skills Arcana +11 , History +11 , InSight +6, Religion +8 
Str 8 (-1) Oex n (+1) Wls13(+l ) 
(on 10 (+0) Int1 6(+3) Chan (+l ) 
Alignme nt good languages Common, Elven 
Equipment robes, wand 

Features of the Area 
rIlurnination : Bright light. 
Shrubbery: The foliage is d ifficult terra in . 

Development 
When the heroes extricate themselves from the carrion 
vine's clutches, they find Faldyra more than ready to 
return to the caravan. The elf is gratefu l, but begs the 
adventurers not to tell Malgram about their "little alter· 
cation"-she is embarrassed thai she did see the daJ1ger 
that the vine posed when they entered the area. 
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GOBLINS 
IN THE FOREST 
Encounter Level 2 (625 XP) 

Setup 
5 goblin cutthroats (C) 
5 goblin snipers (S) 
Faldyra (F); sec page 11 

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

When you are ready to start the encounter, read: 

The copse where Faldym isaatheril18 her herbs falls silcnt­
[he natural sounds OJbll85 and animals vanish. With a 
screech, a small raidil18 party of 80blins bursls into rhe area. 
"G ive us your treasu re so we can "'ill you!" one shouts. 

5 Goblin Snipers (S) level 1 Minion Artillery 
Small nalural humanOId XP 15 each 

HP 1: a missed attack never damages a minion. 
AC 13, Fortitude 12, Renex 14, Will 12 
Speed 6 
STANDARD A(llONS 

CD Short Sword (weilpon) + At-Will 
Attack: Melee 1 (one ereilture): +8 vs. AC 
Hit: 4 damilge. 

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

T R1GG£RED ACTIONS 

Goblin Tileties + At·WiII 
Tri88er: The goblin is missed by a melee attack. 

Initiative +3 
Pen:eptlon +1 

Low.light vision 

£ffeet (Immediate Reaction): The goblin shi fts 1 square. 
Skills Stealth +S. Thievery +S 
Str13 (+1) Dex17(+3) 
Can 13(+1) Int S(-1) 

Wls 12 (+1) 
Chi! S(.1) 

Alignment evil languages Common. Goblin 
Equipment leather armor. short sward, shortbow. 20 arrows 

Tactics 
The goblins are more interested in treasure than in kill· 
ing. but they don't hesitate La engage in bloodletting. 
I-lave the goblins attaek Faldyra once or tw ice to instill a 
sense or danger in the encounter, but don't kill her. She 
has an important role to p lay later in the adventure. 

Features of the Area 
Illumination: Bright light. 
Shrubbery: The roliagc is difficult terrain. 

Development 
Arter the heroes kill or drive ofTthe gobli ns, they can 
easily convince Faldyra to return to the caravan. The 
wizard derers to the adventurers' judgment, but inti­
mates Ihat she would not be upset irthey chose not to 
inform the caravan of the encounter. She was upset at 
Malgram's over protectiveness when she proposed her 
outing. As a matter of p ride. she has litt le desire to see 
Malgram publicly vindicated. 

S Goblin Cutthroats (C) Levell Skirmisher 
Small natural humanOId XP 100 each 

HP 30: Bloodied 15 
AC 1S. Fortitude 13 , Reflex 14, Will 13 
Speed 6 
STANDARD ACTIONS 

CD Short Sword + At-Will 

Initiative +5 
Perception +2 

low· llght vision 

Attack: Melee 1 (one creature); +6 vs. AC 
Hit: 1d6 + 5 damage. or 2d6 + 5 if the goblin has combat advan· 

tage against t he tilrget. In addition. the goblin can shift 1 square. 
M OVE ACTIONS 

Deft Scurry + At-Will 
Effect: The goblin shifts up to 3 squares. 

T RIGGERED ACTIONS 

Goblin Tactics + At-Will 
Tri8ger: The goblin is missed by a melee attack. 
Effect (Immediate Reaction): The goblin shifts 1 square. 

Skills Stealth +S. Thievery +S 
Str 13 (+1) Dex 17 (+3) 
Con 14(+2) Int S(-1) 

Wis 14 (+2) 
Cha S (-1) 

Alignment evil Languages Common, Goblin 
Equipment leathe r armor. light shield. short sword. 2 daggers 



HUNGRY DRAKES 
Encounter Level 2 (700 XP) 

Setup 
2 guard d rakes (G) 
3 spitting drakes (S) 
Faldyra (F): see page U 

Sheer bad luck results in the heroes' ru n-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 ill scales, some 
sreen and some Bold. They push infO the copse, their lIostrils 
flarillS as they follow a scent on [he wind. When their eyes 
fa ll on you, the larser creatures arowl, revea/ina a row of 
razorlike teelh. . 

2 Guard Drakes (G) Levell Brute 
Small natural beas t (rephle) XP 115 each 

HP 48; Bloodied 14 
AC 15, Fortitude 15, Reflex 13, Will 12 
Speed 6 
STANDARD ACTIONS 

Q) Bite. At·WiII 

Initiative +3 
Perception +7 

Attack: Melee 1 (one creature); +7 Vli . AC 

Hit: ld10 + 3 damage, or 1dlO + 9 while the drake is within 2 
squares of an ally. 

SIr 16 (+4) De" 15 (+3) 
Con 18 (+5) Int 3 (-3) 
Alignment unaligned languages -

Wis 12(+2) 
Cha 12 (+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 oIT to fcast. 

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

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

3 Spitting Drakes (S) Level 3 Artille ry 
Medium natural bea~t (rep! ,l(» XP 150 eac h 

HP 38; Bloodied 19 
AC 17. Fortitude 14, Refle" 16, Will 14 
Speed 7 
Resis t 1 0 acid 
S l ANOAIlO ACTIONS 

Q) Bite + At·WIIl 
Attack: Melee 1 (one creature); +8 vs. AC 

Hit: ld6 + 4 damage, 
=r Caustic Spit (add) + At·WIII 

Attack: Ranged 10 (one creature); +8 vs. Refle~ 
Hit: 2d6 + 4 acid damage. 

Init iative +S 
Perception +3 

Str 14 (+3) De" 18 (+S) 
Con 14(+3) Int 3 (-3) 

Wls 14(+3) 
Cha 12 (+2) 

Alignment unaligned languages -

ALTERNATIVE TACTICS: 
DRAKE WRANGLERS 

The guard drakes in this encounter were once domes· 
ticated creatures owned by a merchant who pUed his 
trade in the Nentir Vale. They only recently beca me 
fe ral hunters and have asserted themselves as the 
leaders of this small, mixed pack. A successful DC 
19 Perception check revea ls markings on the guard 
drakes that appear to be ownership brands. 

Although it's li kely 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 characte r 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 of that 
hero's next turn. 
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SESSION 3: 
SCOUTING THE 
TOWER 
As the sun begins to set near the end ofthe third day, 
the caravan tops a hill overlooking the ruins of Castle 
Inverness. Head the following tcxt aloud: 

The settinn SUIl casts a red-ora nne Slow acrOS5 the "'alley 
below. Beyond the vale is a small rise, atop which sit the r uins 
of a Brear castle. A perimeter of cTumbled stolle walls. now 
overomwn wi/hfoliane, creates the illusion of a natural bar­
rier. AI each of dle jour corners, ruined towers rise ill various 
states of disrepair. Surrounded by the walls. a rins made of 
ancient, wea thered stone clearly marks the fanner location of 
the central tower. 

As you and the other settlers look over the ruins, Faldyra 
ruefully proclaims, "-Welcome to Castle lnwrness," 

f'aldyra is grateful to the heroes for their protection ear­
lier in the day. She converses with them warmJy. She 
ex pla ins that the caravan has stopped at this distance 
because Brother Splintershield wants to pe rform a 
cleanSing ritual The ruins arc sa id to be haunted- the 
people oftbe 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 d is­
pute. The Ghost Towers are known to be places where 
the spi ri ts 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. Turni ng to the heroes. he tens 
them that the caravan can't proceed to tJle 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 propcr scouting of the area has 
been accomplished. Malgram's caution, at least in th is 
maller, appears to have struck home with the cleric. 
Brother Splintershield asks the heroes to go on ahead 
and make sure that things arc safe. 

EXPLORING THE RUINS 
After the adventurers cross the valley and ascend the 
hiIJ to the ruins of Cas lie Inverness. they have a chance 
to explore for a bit. Allow the players to scout the arca 
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 ti lal remains of the main sate are fWO 
sides of an archway that reach no Ilisher thall a tall human. 
Beyond the nate lies the interior courtyard, but sharf, over­
arown remains of dIe walls block much of the view. 

As each hero passes through the main gate, he or she 
experiences a shiver of dread, as if from entering an 
alien environment. Indeed. any time a creature enters 
the ruins from the outside, the same feeling of unfamil­
iarity washes over that indi vidual. It is hard to shake 
the sense that passing through the main gate archway 
transports one to another time and place enHrely. For­
tun ately, the distu rbing sensation subsides qukkly. 

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 
cent ral tower stood. When the adventurers exainine 
the remains of the central tower, read the follOWi ng 
text aloud. 

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

If any hero examines the stones that make up the base 
of the central tower, he or she can find the cornerstone 
that was placed when the tower was first constructed. 
The buiJding 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 t11e 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." 





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

Atfirst, the dozen or so headstones 
afe barely discernible in the brusl!. 
They are worn with aSe, their erell ' 
ifiBs heavily eroded. On secondslanee, 
you notice the oversrowth is oddly 
different in this area. Unless your 
imagination is pJayirtS tricks on you, 
tl!isaraveyard appears (0 have been 
tended and cleared of debri s on a rC8u­
lar basis. 

A closer examination reveals t hat 
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 suillegible- it reads "Old ivya 
Vladistonc. W ife a nd Friend." 
A cha racter who sllcceeds on a 
DC 19 l-l istory c heck recal ls that Oldivya Vladistone 
was an adventurer some decades ago in a group caUed 
the Silver Company. 

Southwest Tower 
Although all fou r towers of the ruins are crumbling, the 
southwest corner Is in much worse cond ition than the 
others. W hen the heroes examine it. read: 

TJlis lower has collapsed, and its foundatiollS arefraetured in 
a way that liaS sent cracks throus/wur the surroundirlS walls. 
Despite this, liule debris litlers the area. Indeed, no larse 
stones of any kind are present. 

THE ORIGINAL MODULE 
The origina l module, Ghost Tower of Inverness, was 
set in Greyhawk, one of the first 0&0 worlds to be 
published. Through dues that the heroes find , this 
adventure suggests that the ruins ofCaule Inverness 
were somehow transported to the Ne ntir Vale from 
Greyhawk. References to the original module, includ­
ing Ga lap·Dreidel, have no significance to the overa ll 
plot of this adventure. They are me rely winks and 
nods to sawy players. 

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

Fountain 
In onc corner of the castle ruins sits a small founta in. 
W hen the heroes exa mine it, read: 

This stone fountain is the only structure nOI completely cov­
ered with plant life. ln fact, dlefolilltain is remarkablyfree of 
1110SS or funtJus. lt bears no si81l of plant damase anywhere. 

Thc fountain conceals the only true dange r In the castle 
courtyard at present . Two ochrc jellies have taken up 
residcnce in the cistern that feeds the fountain.They 
emerge to feed when thcy sense anything living nearby 
(within 5 squa res of the fountain). Allow the players to 
make either a Dungeoneering check to identify why the 
founta in is clea r, or a Perception check to spot the jel­
lies. 1 rthe players don't ask to make any checks. then, 
after a moment , go to the Fountain Jellies encounter. 



FOUNTAIN JELLIES 
En counter Leve l 2 (600 XP) 

Setup 
2 ochre jellies m 
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 resu lt of 19 or higher, read: 

As you inspeCllite joulHain area,You »orice corrosion and 
traces of amber slime. A slurpitl.9 sound issues from the foun. 
tain. YOII barely have time to relrea! a Jew sleps before a pair 
of massive,je!ly1ikcslobsjll! thefou ntaill's basin and undu­
late oul onto the Brass of IIle courtyard. 

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

I f the j ellies gain su rprise, read: 

As you. inspect the fountain area, you are momentarily dis­
tracred and turn away. Suddenly, a slurpin8 sound issues 
from the joullt.ain. Our ojthe corner ojyour eye you see some 
kind oj amber slud8e drippil18 ouf inco the fountain's basin. 
Now you realize that the sli me is ad"'uncin8 toward you. 

2 Oc:hre Jellies Ul Level 3 Elite Brute 
large natural beast (bl ind ooze) XP 300 each 

HP 102: Bloodied 51 
AC 15, !=ortltude 16, Renex 14, will 14 
Speed 4. climb 4 
Immune blinded. gaze effects; Resist S add 
Saving Throws +2; Ac:tion Points 1 
TRAITS 

OO:l!e 

Init iative +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 
grant c:ombat advantage for squeezing. 

STANDARD ACTIONS 

® Slam (acid) . At-Will 
Attock: Melee 1 (one c:reature); +8 vs. AC 
Hit; 2d6 + 1 damage. and ongOing 5 acid damage (save ends). 

MOVE ACTIONS 

Flowing Form. At-Will 
Effect; The ochre jelly shifts up to 4 squares. 

TRIGGERED ACTIONS 

Split. Encounte r 
TriSSer; The ochre Jdly becomes bloodled_ 
Effect (No Action): The jelly splits into two creatures, each with hll 
points equal to half its current hit points_ Effects on the original 
ochre je lly do not apply 10 the second one. 

Str 13 (+2) Dex 8 (+0) Wls 12 (+2) 
Con 11 (+1) tnt 1 (-4) Cha 1 (-4) 
Alignment unaligned l anguages -

Tactics 
The ochre jell ies are hungry. They a re controlled by 
thei r instincts, bea ring the party no particular malice. 
If you're unsure whic h character a jeJly shou ld 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 an d spread 
out in the hope oftaking 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 easte rn wa ll are in 
dim light. Otherwise. the area is brightly lit . 

Fountain: The fo untain is difficult terrain. A crea­
ture that is fo rced to move into the foun tain must 
succeed on a saving throw or fall prone. 

W a lls; The ru ined walls ofthe keep are th ick 
enough to scale. They a re 10 feet ta ll and require a 
DC 12 Athletics check to climb. 

Treasure 
A character who searches the fountain and succeeds 
on a DC 12 Perception check d iscovers a valuable left 
behind from a prior victi m. RemOVing the item from 
the fountain requires a DC 19 Athletics check. W hen 
the item is removed. the fountain can once again be 
used to d raw 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 find. The party receives an additional 100 
XP at the end of the session for th e discovery. 

Development 
After the cncowlter, allow the characters to continue 
exploring until they are satisned. 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 
offers in return any information about Castle Inverness 
that she has not had a chance to convey previously. 

IF THEY SKIP THE 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 dra kes attack the 
adventurers on their way to report back to the caravan. 

a: 
UJ 

3: o ,... 
UJ 
J: ,... 
<.l 
z 
,... 
::l 
o 
U 

'" 
m 
Z 
o 



SESSION 4: 
ENTERING THE 
CASTLE 
The heroes have a chance to recuperate from their 
battle against the ochre jell ies as the carava n prepares 
for its approach to Cast le Inverness. When this sess ion 
begins. read the following text aloud. 

The siln is nearly behind the horizon as Brother Splinter­
shield leads tlte approach to the castle. The caravan slowly 
advances to the base afthe ruins, then ascends/he slope and 
passes throuSh Ihe8ares, info the safery ofrhe castle walls. 
Meanwhile, nightfalls and torches are lit. Despite the trials 
tile settlers have faccd during their journey, they art' in 800d 
spirits and thankful for your assiSlance. 

Allow the cha racters the opporllmity to talk to Faldyra, 
Brother Splintershield. and Malgram. They can also 
help the settlers unload supplies". It 's not long before a 
shriek sounds from some settlers ncar the base of tile 
centra l tower ruins. Read: 

The whole encampment falls silent at the sound of a scream. 
Heads tUnltoward its source. and worried looks face an 
unnervin8 siSh!. The ruined circle thar 
once Jormed the base oj the central [ower 
wavers as tlJOuSh distorted. Before your 
eyes, a nhostly apparition of a masnifkent 
tower, translucell t bur completely intaCl, 
srows up from the base. Once the specter 
of the tower has reached irs full heiahr, it 
solidifles. In a matter of seconds. the mas· 
sive central tower of Castle Inverness has 
come fa rest in its orininal 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 ofha.rm 
or reprisal The entire caravan stands 
bewildered at the Sight of the sudden 
appearance ofthe tower. Ifthe heroes 
don't act. a brave soul approaches and 
touches it, indicating that it is indeed 
solid and seems mundane. Oddly, no 
ex its or entrances are visible. 

Before the heroes can get too 
involved in the investigation of the 
tower, Brother Splintershield sends 
h is acolytes offin multiple directions, 
shouting that he wants the cleanSing 
r itual to begin immediately. 

THE CLEANSING RITUAL 
En counter Level 3 (85 0 XP) 

Setup 
3 grasping zombies (Z) 
22 decrepit skeleton s (S) 

Brother Splintershield's acolytes scatter abollt the castle 
ruins while the frightened sett lers huddlc in the middle 
arollnd the tower. 

W h en t he r itua l begin s, read: 

Brolher Splintershield takes up a position near Ihefront nate 
oflhe castle ruins. T08ether with a dozen aco!ytes spread in 
a dn8 around Ihe walls, he commences a ritua! to cleanse 
and prOlee! the sile oflhe t.own from evi!.l'or afew moments, 
all that can be heard in t.he ruins is the chantill8 of the cleric 
and his acolytes, the nervous whispers of the settlers, alld the 
hauntifl8 wind wltippinn across the walls of the castle. 

The riluaJ is interrupted mere minutes into tile process 
when Brother Splintershield lets out a cry of alarm . March· 
in8 up the path to tile mouth ofrhe castle ruins are several 
animated skeletons and a sma l! number of rottins corpses. 
Brother Splintershield resumes the ritual after he calls for aid 
in defendil18 the castle ruius. 

Start 
Area 



At this poi nt. the adventllrers also notice that more 
undead creatures a re climbing the hillsides toward the 
other acolytes. Ma lgram dispatches his scouts to fire 
arrows at them- which means that only the monsters 
approach ing Brother Splintershield at the front gate are 
not engaged. 

The undead heading up the path toward the cleric 
seem intent on disrupting the ri tual. The heroes must 
defend Brother Splintershie ld fo r 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 of 15. Over 
the course of the battle, more skeletons appear. pulling 
themselves oul of the earth in unoccupied sq uares ncar 
where the skeletons originally started. 

Second Round: On an initiative of 15, four more 
skeletons appear and take their turns. 

Fourth Round: On an in itiative of 15, six more skel· 
elons appea r and take their turns. 

Sixth Round: On an initiative of 15, eighl more 
skeletons appear and take their turns. 

Tactics 
The undead attacking the ri tua l casters arc ruled by 
innate hunger, mindlessly tryiJlg to kill and consumc. 
The sccnt of blood makes them more aggressive, caus· 
ing them to gang up on a bloodied character. 

Features of the Area 
l.Ilumination: The a rea is illuminated by lorches 

that give offbright light. 
Rocks: These squares are di ffic u.1t terra in, but they 

a re nol tall enough to provide cover. 
Slopes: These squares are d ifficult te rra in . 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 an d requires a DC 12 
Athletics check to climb. It can provide partial cover. 

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

3 Grasping Zombies (l) Level 1 Brute 
MedIum n.llural alllmal(' (undeaJ) XP 100 eacn 

HP 33; Bloodied 16 
AC 13, Fortitude 14, Reflex 11 . Will 11 
Speed 4 
Immune disease, polson; Vulnerable 5 rad iant 
T RAITS 

Zombi-e WeakneS5 

Initiative -1 
Perception -1 

Darkvision 

A critical hil automatically reduces the zombie to 0 hil points. 
STANDARD A CTIONS 

<D Slam. At·WIII 
Attock; Melee 1 (one creature): +6 vs. AC 
Hit; 1d12 + 3 damage. or ld12 + 8 against a grabbed target. 

+ Zombie Grasp. At·WIIl 
Attock; Melee 1 (one creature); +4 vs. Reflex 
Hit; The zombie grabs the ta rget (escape DC 12) if it does not 
nave a creature gfilbbed. 

TRIGG£RED ACTIONS 

Deathless Hunger. Encounter 
Tri88er: The zombie is reduced to 0 hit points. bUI not by a critl· 
cal hit.. 

£ffeet (No Action); Roll a d20. On a 15 or higher, thc zombie is 
Instead reduced to 1 hit point. 

Str 16 (+3) De.x 8 (-1) 
Con 13 (+1) Int 1 (-5) 
Alignment unaligned languages-

Wls8 (-1) 
Cha ) (-4) 

22 Decrepit Skeletons (S) Levell Minion Skirmisher 
M .. dlum naHiral anlnldt(' (und('ad) XP lS {"ach 
HP 1; a missed attack never damages a minion. 
AC 16, Fortitude 13, Reflex 14, Will 13 
Speed 6 
Immune disease. polson: Resist 10 necrotic 
STANDARD ACTIONS 

CD Long5Word (weilpon) • At·WilI 

Initliltlve +5 
Perception +2 

Oarkvlsion 

Effect; The skeleton can shift 1 square before the attack. 
Attack; Melee 1 (one creature); +6 vs. AC 
Hit: 4 damage. 

Str 15 (+1) 
Con 13 {+1) 

De l( 17(+3) 
Int 3 (-4) 

Alignment unaligned languages-
£qulpment longsword 

Wis 14 (+2) 
Cha 3 (-4) 
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THE GHOST OF 
SALAZAR VLADISTONE 
While the heroes test from thd r battle against Ole 
undead , they can see that the cleansing ritual has had 
its desired effect. The sense of d read that haunted the 
walls of Cas lie Inverness has dissipated. Although a 
feeli ng of strangeness st ill washes over the adventurers 
when they pass through the gates, an air of serenity now 
covers the hilltop ruins. 

Brother Splintershield and Malgram both than k tbe 
heroes for their efforts in seei ng the ri tual comple ted. 
Malgra m has Significantly morc respect for the heroes 
now. He treats them all as equals, perhaps,even defer­
ring to adventurers who display martial prowess. 

Brother Splinte rshield can tell the heroes that the 
cleansing ri tual shou ld be strong enough to repel any 
UJldead short of a dracolich. It also wards aga inst 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 imminenl danger. the cleansing ri tual , ... ·ou ld 
have eit her dr iven it away or fa iled to complete (if it 
wasn't strong enough). 

W hen conversation between the heroes. Brothe r 
Splintershield . and Malgram dies down. a cry goes up 
from one of the scouts stationed at the front gates. 

"Mals ram! Brother Splintershield! Comeforward to tile 
8ates. Hurry! Hurry!" 

W he n the group arrives at the front gates, they are 
greeted with a strange Sight. Marching up the path 
to\Vard t he rui ns 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 pa rti aJly translucent- clearly a 
ghost of some ki nd. When the characters a rri ve at the 
front gates, read: 

The8hostly soldier strides up the pa lh, stoppi1l8jllst SllOr[ 

of lite place where the ritual was performed. The spirit looks 
back and forth across the 8round ill from of himself, as thouah 
examin il1S a barrier thaI 110 one else call see. He looks up m id 

calls our toward the casrle in a raspy. otherworldly voice thaI 
echoes across rhe ruins. 

"Who dares bar rhe pa rh of Salaza r Vladistone? What 
riahl have you 10 keep me from my sacred 8rounds? Send 
forth the one responsible fo r this disrespecr so that I mi8ht 
slay Ilim and break Ihis spell." 

Unafraid of the ghostly wa rrior. Brot her Splintc rshield 
stcps forwa rd- though still to a place withi n the a rea 
or the cleanSing ritual- and atte mpts to pa rley with the 

spectra l form. If the heroes don't come forward of their 
own accord, Brother Spli ntershield beckons to them 
and asks that they help speak on his behalf-his expe­
rience with ghosts is li mited to the relatively bell ign 
spirits in HammerfaSL 

The spirit of Sa lazar Vlad istone seeks to convince 
Brother Splintcrsh icld to either face him in Single 
combat or remove the cleanSing ritual and be gone 
from the ruins of Castle Inverness. Brother Spli nter' 
.~ h i f! lrI is will ing to do neither. Because the ritual seems 
to be working wel l enough, the cleric rejects every 
dcmand that Vladistonc's ghost makes. 

Brother Spl intershield cannot be convinced to leave 
Castle Inverness, cla im ing it is Moradin's will that the 
new town be foundcd here. He is conHdent that the 
spiri t poses no threat, and he threatens to expand the 
ritual to include not only Inverness bu t the surrounding 
environs as well. 

Roleplaying the conversation provides a good chance 
fo r the he roes to learn more about Vladistone, his moti· 
valiolls. and more of the history of Castle Inverness. 
Th roughout the roleplaying encounter. the heroes can 
lea rn any or aU of lhe fo llOWi ng pieces ofinformatioll. 

NPC PROFILE: 
SALAZAR VLADISTONE 

Salazar Vladistone is a ghostly noble who haunts the 
area around Castle Inve rness. 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 fo r 
those who stand in his way. 

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

Motivation: Vladistone is ange red by Brothe r 
Splintershie ld and the other settle rs. When he is 
separated from his wife's resting place by the ritua l, 
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: Vlad istone 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 manne risms of 
a living creature. He stands tall and regal, In knightly 
posture. He moves with the deadly grace of a veteran 
wea pon master. Finally, he behaves with chival ry and 
honor at all times, despite his anger. 



Vladistone's Past 
• Vlad istone'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 H istory check recalls that the Silver 
Company was a group of adventurers that wcre 
active in this area some sixty yea rs ago, but their 
deeds have faded into obscurity. 

• Astute heroes can recall that one oCthe grave mark­
ers inside the cast le ruins bea rs the name Oldivya 
Vladlstonc. [[ they mention that name, Sa lazar's 
ghost becomes harsh, ordering them not to desec rat.e 
her name with their unworthy tongues.lft hey push 
for morc i nformation. he confi rms that she was hi s 
wi fe . Although she is bu ried in the graveyard within 
tJIe walls of Castle Inverness, his OWIl resting place is 
far from here. He must lravel 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. I-Ie claims to have vis­
ited the tower after it was transported to this world . 
He w ill say no more about this fact. 

• Vladistone intimates that he and his former com­
rades in arms once entered the Ghost Tower or 
hwerness. 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 rea lity, the 
Ghost Tower awaits the return of 1m object taken 
from it: the arrow of ti me. This relic will feat ure heav­
ily in the last chapter of the adventure. 

Vladistone's Threats 
• Vlad istone warns that if Brother Splintershield 

re fuses his commands, the ultimate outcome will 
not change. The ghost will still achieve his goal. and 
the cost fo r the delay will be the destruct ion of the 
carava n and the death of a llils members. Brother 
Splintersh ield believes this threat to be empty 
and says as much. He points out that they already 
rebuked the undead disturbed by the clea nSing 
ritual a nd no force Ulat Vladistone could marshal 
would be powerful enough to penetrate the barrier. 

• If threats fail to impress the heroes, Vladistone 
wa rns them that t11e Ghost lower houses a terrible 
magical relic that wUI destroy everyone nearby. H e 
calls it a soul gem a nd claims that it ca n strip the 
soul from the body of a living c reature, causing it to 
become a ghost just like him. 

Development 
If the heroes try to physica lly attack the spirit of Sa lazar 
Vladistone, he is un harmed. If a character tries to use 
a power that targets undead or deals rad iant da mage, 
his form disappears, but he continues spea king, issuing 
a warning. 

Even If the characters do not attack Vladistone, even· 
tually one side or the other will grow tired of talking. At 
an appropriate point in the conversation. Salazar turns 
to depa rt . offering a c ryptic warning. 

"You have denied bur a sin81e lort'Ured spirit this ni8ht. We 
shall see how well youfa re a8ainst the Phantom Brigade. ~ 

Reward 
For speaking to Salazar Vladistone a nd lea rning about 
him a nd the Ghost Tower, the party receives an add i­
tional400 to 600 XP. 

Brother Splintershield also offers the party a pair of 
magiC items as thanks for their help in dea ling with the 
\lJldead. Roll twke on the Treasure Table to determ ine 
what he g ives them . 
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CHAPTER 2 
This marks the beginning of the second chapter of 
March oflhe 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. 

SESSION 5: THE 
ABYSSAL PLAGUE 
The second chapter ofthe 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 blanker oj snow 
has draped the wilderness near Inverness in peaceful whl/e. 
In the six months since you helped fou nd the town in the ruins 
of ancient Castle Inverness. the settlers have constructed 
homes and workplaces. established farms in the surrou ndiIJ8 
valley. and beSUlllayins a road north toward ,·rammer-
fast. Where once only crumbli ns ruins stood. the villase of 
Inverness hassrown and prospered thanks to the hard work 
oj the homesteaders and the expandina trade with the lIi11aae 
ofl-larkenwold to the south. The Ghost Tower continue.s its 
undisturbed viai/. 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 mont hs 
fending off monster attacks, patrolling to protect the town 
against goblins from Harken Forest, or escorting supply 
caravans between Inverness and Hanunerfast. New play· 
ers could be seen as newcomers to Inverness who made 
their way 10 the town shortly before the winler snows 
made travel across the plains to the north too difficult. 

When talk of activ ities during the imervening 
months has run its COUl"Se, read: 

The day is endina in Inverness. Shops are dosina down, and 
farmers have besun to arrive in the villaseJor an el'enitJs at 
the tavern. You make your way 'here as well. 

YouJind the tavern crowded as usual. A fire roars in the 
hearill. and the revelers quickly shed their heavy ouler dOlh· 
ina. 'l'emperature andIJood cheer combine 10 creale a warm 
Slow in eadl patron·sface. 

After sreetil1a a number of nowfamiliar settlers,you spot 
the wizard Faldyra. She has spent the past monrhs srudyina 
tile Ghost Tower, tryina to find a way inside. Sofar, she's had 
no success. 

Faldyra asks t.o join the heroes as they dim!. 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 coment to let 
others do the talking. She is tired and a hit frustrated. 

During their meal, the advenhlrers overhear a can· 
versatlon at a nearby table. Several foresters- whom 
the characters recogni ze as Malgram's scouts from the 
caravan-are discussing strange happenings in the 
Harken Forest. Specifically, they arc concerned about 
animal corpses Ihat have been turning up with greater 
frequency oflate. The bodies bear signs of disease- odd 
lesions and growths. 

If they engage the scouts. the heroes can learn 
the follOWing facts (a nd can make skill checks to 
uncover more). 
• The dead creatmes show no visible signs of injury 

except for weird crystalline growths that have 
broken through the skin. The red crystals contain 
gold n ecks. Heal (DC 13): The character knows no 
natural disease Ihat ha .. 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. Narure(DC 9): A deer allacking a person is 
quite out of the ord inary. The animals arc skittish 
and rarely corne ncar people. 

• Six nights ago. a trapper saw strange. hovering 
lights drifting through the fo rest as he returned to 
Inverness. The lights converged on a spot deep in the 
forest and then vanished. Arcana (DC J 3); 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. 

DEATH COMES 
TO INVERNESS 
Once the heroes have had a chance to learn a ll they can 
from the foresters, the door to the tavern bangs open 
and in strides Brother Splintershie1d, his brow creased 
with worry. Read: 

All eyes are drawn to the entrance oJthe tavern when Brolller 
Splintershield arrives. His eyes flick about quickly before set· 
dins on your table. He approaches purposefully and speaks to 
Faldyra. tllOuSh his words and expressions take YOll all ill. "I 
thillk you'd better come have a look at this. Some oflhe Ollt· 

riders are back. and it looks bad." 

Faldyra shares a concerned look with the adventurers 
before rising smoothly and motioning for Brot.her Splin. 
tershield to lead on. During the short walk to the town 
gate. the cleric re fuses to answer any questions. his face 
set in grim determination. As the heroes move toward 
the village entrance, the moon light oflhis cold winter 
night shines balefully on the Ghost Tower. It looms over 
them more ominously than ever. 
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Brother Splintershic1d eventually leads the heroes to 
Malgram and a group of dead bodies on the ground in the 
center of the vHlage. W hen the characters arrive, read: 

Lain oul neatly ill fWO rows are the bodies of six male 
humans. The body of each one bears numerous red crystalline 
lesions. The corpses are otherwise unmarked. 

A·fa/araln, the halforc captain of the town 8uard, is knee/­
illS over the bodies as you approach. "I've never seen anythin8 
[ike this. We were hOl'i ll8 one of YOIl miSht be able to tel! us 

what happened to these workers.'" 

Malgram tells the heroes and Faldyra that tbest: six forest­
ers were part of a group ofa 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. 

If the adventurcrs inspect the bodies, they can 
learn the following facts by making the appropriate 
skill checks. 

H eal (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 nalme but inert at present- they rad iate no magical 
energy. The cha racte r suggests that when the men died, 
so did whatever caused the sores. 

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

.. the demol! of theforest . . . a pl£l8ue .. . drank the water ... 
others may yet live." 

W ith that, the logger collapses, at last dead. Brother 
Splintershield whispers a barely audible prayer. and 
Faldyra covers her mouth and turns away, struggli ng 
with emotion. Malgram eases an arrow back into hi s 
quiver. haVing smoothly drawn and nocked it when the 
man stirred. 

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

Brother Splintershield is committed to joining one 
of the sea rch pa rties. Malgram objec ts VOCiferously. 
point ing out that the cleric's life is bound to the ongoing 
protection ritual keeping the settlement safe. Brother 

Splintershield cannot be dissuaded, however. "So I'm to 
cower beh ind these walls ignoring the depredatIons of 
Ihis malignant scourge? I th ink notl·, 

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

Several sources of water surround I.nverness. Brother 
Splintershicld suggests they explore the rorest to the 
east, where several ponds arc fed by springs. Malgram's 
search parties will explore the streams and ponds in 
t.he other directions. 

Reward: The party gains an additional 600 to 800 
XP at the end of the sess ion for investigating the Abys­
sal plague and aiding in the search rOf its source. 
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THE MISSING 
FORESTERS 
Encounter Level 2 (625 XP) 

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

Brothe r SplintershieJd heads cast. and the adventurers 
fa ll in alongside h im. 

When the group enters the forest , read: 

Even in the depths of a winter ni,qhr. the Harken Forest is 
alive with activity. Nocturnal birds fluner f rom one tree to the 
next. The wind blows dead leaves across tlte forest floor, creal­
ina a constant whisper of sound. TheJull moon shines down, 
produciIl8/on8. ominous shadows across the snowy Bround. 
'rile only illumination that reaches into the darkest places is 
rhe j1ickerins!rom your torches. 

The adventu rers can attempt skill checks to help locate 
tJIC missing foresters. No maller the outcome of these 
checks, the heroes eventually stumble ac ross the log­
gers. Even so, successful use of the follOWing skills 
provides certain benefits duri ng the ensui ng encounter. 
Usc the follOWing suggested benefits, or create your 
own. Each cha racter 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 ofthe forest , 
including when the nocturnal animals go silent. This 
absence of noise warns the party that danger is ncar. 
The character gains a +1 bonus to all defenses untU the 
end orthe next encounter because he or she is prepared 
for the encounter. 

Nature (DC 21): The hero identifies the tracks of 
lhe 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 vil lage 
soon die or become monstrous creatures that must 
be put down. 

Perception (D C 21): The cha racter can spot signs 
of strange crystalline growths on nearby trees, warn­
ing the pa rty when the foresle rs are near. He or she 
s tarts 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 tlle search, they encounter the loggers in 
a clearing. 

When the he roes r each the clearing, read: 

A small break in the woods reveals the presence of six fisures. 
dressed in tattered clothes that mark them as inhabitants of 
Inverness. The skeletal trees surroundins the clearin8 obscure 
your si8ht ofthemfor a m01l1ellt. Mien [he view clears, 
LIley are 1I111ch doser, and you nolice unmistakable si8" s 
that they are infected by the same sickness as the ones who 
stumbled into Inverness earlier in the evening. Unlike rheir 
dead fellows, these foresters seem to be feverish, maddened. 
and a88ressive. 

Before you roll initiative for the fo resters, consider 
splilting them into two or three groups to break up the 
action in the fight. 

5 Plagued Foresters (F) level 2 Skirmisher 
M .. d,um n<lt"r,,1 hum"nmd XP 11~ .. ach 
HP 37; Bloodied 18 
AC 16, Fortitude 15, Reflex n . Will 12 
Speed 6 
TRAns 
Combat Advantage 

Initiative +4 
PerceptIon +0 

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

STANDARD ACTIONS 

(!) Hand Axe ~ilP.:Qn) • At-Will 
At/a"':; Melee 1 (one creature)~ +7 vs. AC 
Hjt: ld6 + S damage. 

@:! ThrownAxe (weap-.2!!) . At-Will 
AuQC!c: Ranged S (one crealUre); +7 vs. AC 

Hit 1d6 + 3 damage. 
MOVE AlT,oNs 

ChaoUc lurdl • At-Will 
E!fect: The plagued forester shifts half its speed. 

TRIC.C.fRro ACTIONS 

Variable Resistance. Encounte.." ___ ..,,.., 

Tr188er: The plagued forester takes acid. cold. fire, lightning, or 
thunder damage. 

Effect (Free Actian): The plagued forester gains resist S 10 the trig· 
gering damage type until the end of the encounter. 

Str 18 (+5) Del{ 11 (+2) Wls 8 (+0) 
Con 13 (+2) Int 6 (-1) Cha 13 (+2) 
Alignment chaotic evil Languages -



Brother Splintershield (B) Level 2 Soldier 
Medium l!dlur .. 1 hUIII .. IIU1d dW<lrl XI' 

HP 40; Bloodied 10 
AC lB, Fortitude 14, Reflex 11, WiJl1 5 
Speed S 
TRAITS 

Stand the Ground 

Initiative +4 
Perception +1 1 
Low-light yislon 

Brother Splintershleld can Olove 1 square fewer than the effect 
specifies when subjected to a ~ull, a push, or a slide. 

Steady·Footed 
Brother Spllnte rshield can make a saying throw to avoid failing 
prone when an attack would knock him prone. 

STANDARD ACTIONS 

CD Mace ([adlant, weapon) . At·Wllt 
Attack: Melee 1 (o~ creature); +7 ys. AC 
Hit: l d8 + 3 radiant damage. 

+ Smite Foe (radiant. weapon) • Encounte r 
Attack: Melee 1 (one creature); +7 Y$. AC 
Hit: 2dB + 3 radiant damage. and the target falls prone. 

MINOR ACTIONS 

Healing Word (healing) • En""~"".n~ .. "':-___ _ 
Effect: Close burst S (Brothe r Splintershleld or one ally in the 

burst). The target can spend a healing surge and regains an addl· 
Uonalld6 hit points. 

Skills Diplomacy +1 0, Religion +6 
Str 16 (+4) Dex11 (+1) 
Con 13 (+2) Int 14 (+3) 

Wls 18 (+S) 
Cha 12 (+2) 

AI/gllment lawrul good Languages Common. Dwarven 
Equipment leather armor. mace 

Tactics 
Fortunately for the heroes, the plagued foresters arc not 
in their right mi_nds and lack any tactical ability that 
they might normally display. l·lave the foresters attack 
Splintershield onc:-e or twicc to instill a sense of danger 
in the encounter, but don't kill him. He stiJI 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 nank 
heroes when they can. If one becomes separated from 

l 

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 10 join the front 
lines of battle. If any ofthe heroes become injured, he 
heals them. He refuses to usc healing magic on himself 
unless it looks as though he would otherwise be taken 
out of the fight. 

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

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

night, but the area is lit by a full moon. 
Trees: The area of the clearing is nlled 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 of the plagued foresters carries a magiC item. Roll 
once on the Treasure Table to determine what item 
the forcster has. If the characters are re luctant 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 

rcsi. they notice Brother Splintcrshield circling the 
clearing wit h an odd look in his eyes. He claims that 
the source of their infection must be ncarby. because he 
can sense a wrongness to the area. He be lieves that they 
can find tlle source of the plague and perform a cleans­
ing ritual to eliminate it tonight. He solemnly asks the 
heroes for their assistance. 
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SESSION 6: 
VENGEANCE 
Now that they have determined the fate of the missing 
foresters, Brother Splintcrshleld has asked the heroes to 
explore the Harken Forest to find the source orthe mys­
terious sickness plaguing Inverness. 

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

Reward: The party gains an additional 125 to 175 
XP for each orthe six locations it ex plores. 

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

You emerse into an area dense wid1 trees. Durins the sprins 
arId summer. they would be covered in enoush foliase to block 
out the sun. Now. the trees are bereft oJleaves. alld the moon 
shines briahtly enouah that you scarcely need a lamp or larch. 
Little appears to be out oj place. except for the eerie silence 
rhat has serded over the woods since YOIl encountered rhe laa­
aers from lllverness_ The quiet is broken ollly by the snow that 
crunches benealll your feel. 

Further exploration reveals that this section of the 
forest is unaffected by the plague. Heroes who have 
training in Nature can confirm that the a rea holds 
no signs of aJlything out of the ordinary (no skill 
check required)_ 

B. The Red Crater 
The chaos demon corpse (see the section below) first 
appeared in the world here. When the heroes enter thi s 
locale. read: 

Most of the trees in rltis area have been knocked down and splin­
tered by somC8rCtIt force. A mound of earth sirs at the center of 
the destruction. The pile's concave center contains several crys­
talfonnations similar to those left by rhe mysterious plastic. 

A hero can make a DC 13 Perception check to recogni ze 
that something was dragged away from the crater- some­
thing large, and heavy. Addltlonally. a DC 19 Arcana 
check reveals that some planar warping hovers around 
the edgc ofthc crater. Such phenomena suggest that 
something was forcefully pushed into the world from 
another plane. creating this crater when it happened. 
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C. The Dead Bear Cave ' 
The-Harken Forest has caves aplenty. More than a fe w 
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 rhat opens into (I hillside. a horrible 
stench asSliulLS you. Even in the depths of winter, whenlhe 
wid stems rhe speed oj decay, somethill8 appears to have 
died illslde. 

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

A character who succeeds un a DC 13 Perceptidn 
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 unli.keliness of this 
situation occurring natura lly. Normally, scavenging 
creatures would have long since devoured the car­
casses. The infection has kept other animals away. 
preserving Ule bears for the adventurers to discover. 

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

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

A pool of water no more than 20 Jeer across lies in rile clear­
ina ahead oj you. A pond of this size should be frozen solid 
this deep into winter, but ,his one is only partially Jrozen. 
tar8e 8aPS inlhe ice show black water underneath. The ed8es 
oj Ihe breaks Jester with red crystals. apparently keepill8 
the ice from advancina. Faillt wisps oj steam rise from the 
water's surface, indicatin8 that the liquid is warmer than the 
winlryair. 

This tepid pool of water is where the foresters of 
Inverness contracted dle Abyssal plague. A character 
who makes a DC 13 Perception check can identifY 
the remains of the loggers' camp. Among the debri s is 
a tin cup. tile 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 



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 sians of infection. 
They have developed the same erystallesions, 
each of which is filled with aold flecks. Some trees 
are more affected than others. The worst of them 
look as thouah their arowth has been shaped 
in stranae, chaotic ways. Branches reach out in 
myriad directions, castina anarled 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 concerni ng 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 morc 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, then surround a small clear ina. A 
arisly siaht areets you in the middle of the open area. The 
corpse of a larae, monstrous creature lies rottina in the clear­
ina, its body nearly overarown with red erystals. The creature 
is aeneratina an intense, supernatural heat-it has melted the 
surface of the stream and is causina a rivulet of water to flow 
beneath the ice downstream toward the pond_ 

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 
sickness must be some kind of Abyssal plaaue-a malianancy 
brouaht here from beyond our plane. Perhaps I can deanse it 
with a ritual." 

Brother Splintershield begins to perform a cleam-
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. 
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THE DEATH OF 
ALDUS SPLINTERSHIELD 
Encounter Level 2 (678 XP) 

Setup 
3 phantom brigade armigers (A) 
6 phantom brigade squi res (5) 
Bmthcr SpHnter shield (B) 

Unfortunately fo r Brother Splintershield, the outbreak 
of the plague is part of a trap set by the scorned ghost. 
Salazar Vladistone. The spi rit wants to kill the cleric to 
break the clea nsing ritual that bars h im from Inverness. 
Soldiers from the Phantom Brigade. a ghostly ar my 
composed or the spirits of Nerath sold iers. have been 
suborned by Vladistone. They lay in wait for Spl inter­
shield, prepared to kill h im. 

The moment the cler ic completes the ritua l, he t rig­
gers Vladistone's trap. 

When the ritual is about to be finished , read : 

Brother Splintersllie!d's chan/ins reaches a crescendo as 
divine power fi lls the air. At the instant of the ritual's comple­
tion, a familia r burst of cleansin8 cnerBY spreads over the 
area just as it did durin8 the joulldin8 ojlnverness. 

An installl ialer, a second pulse of enerBY. IIlis one vile 
and oily, stawers you. Recoveril1,9 your wits,YOli see a 8110stly 
spear juttil18 up from thearound, pierci n,9 Brother Splin­
tershield's chest. Slowly, a phantom soldier risesjronl the 
snow-covered sOil.aarbed ill ancient vestments_ Grippina its 
weapon purposejully as it ascends, the ahos! fo rces the spear 
throlt81l the cleric with a sicketlitl8 noise. 

Brother SplifllershieJd's mouth /ta tlBs open in shock. Sev­
eral more spectral soldiers rise from tile around nearby. 

WHAT IF BROTHER 
SPLINTERSHIELD LIVES? 

If by good tactics and good fortune, the adventurers 
prevent the members of the Phantom Brigade from 
slaying Brothe r Splinte rshie ld, don't rail road the 
dwarf's demise. Instead, much to the cleric's surprise, 
being nearly killed Is e nough to break his connection 
to the protection ritual. In this case, allow Brothe r 
Splintershield to assist the heroes in the next session's 
events- though with no healing surges remaining it 
seems like ly that the dwarf will eventually come to 
a painful end. 

3 Phantom Brigade Armigers (A) Level 3 Brute 
M"d,um ,lhlUUW hu", .. ,,,,,J luml., .. Jl hUllldn XP 1 '>0 .. ,,<10 

HP 40; Bloodie d 20 
AC 15, Fortitude 16, Reflex 14, Will 13 
Speed 6; phas ing 
Immune disease, polson 
TRAITS 

Insubstantial 

Initiative +2 
Pe rception +4 

Oarkllision 

The armlger takes only half damage from any damage soun:e, 
except force damage. 

Unrele nting Brigade 
Whe neller an a lly who also has this trait drops to 0 hit p<)ints 
w ithin 5 squares of the armiger, the armlger gains a +2 power 
bonus to attack ro lls until the end of its next turn. 

STANDARD AniONS 

(!) Soulbound Bardlche (psychic~ weapon) . At-Will 
Attack: Me lee 2 (one creature); +8 liS. AC 
H/l: 1dl 0 + 8 psychic damage. 

+ Charging Re buke (psychic, weap<)Il) . At-WIll 
Effect: The armlger charges and makes the fo llowing attack in 

place of a melee basic attack. 
At tack: Melee 2 (one creature); +8 liS. AC 
Hil: ldl 0 + 4 psychic damage, and the armlger can push the 

target up to 1 square and knock It prone. 
(0 Furlou:!i S~P (psy~hlc, weapon) . At-WID 

Attock: Close blas t 2 (creatures In t he blast); +6 liS. Reflex 
Hit: ldlO + 4 psychic damage. 

Str 16 (+4) Oe x 12 (+2) 
Con 17 (+4) Int 13 (+2) 

Wls 16(+4) 
Cha 13 (+2) 

Alignment lawful gO<Kl languages Common 

6 Phantom Brigade Squires (5) Level 3 Minion Soldier 
Medlunl shadow humanOId lunde.ld) human XP 38 pa(h 

HP 1: a missed attack neller damages a minion. 
AC 19, Fortit ude 17. Re ne x 15, Will 14 
Speed 6; phasing 
Immune disease, polson 
TRAlTS 

Unrelenting Brigade 

Initiative +4 
Perception +2 

Dark ll ision 

Whenever an a lly who also has t his trait drops to 0 hll points 
within S squares of the squire, the squire gains a +2 power bonus 
[ 0 attack rolls unt il t he end of Its next turn. 

STANDARO ACTIONS 

(f) Soulbound Short Sword (psychlc, weapon) . At-Will 
Attock: Melee 1 (one creature); +8 liS. AC 
Hit: 4 psychic damage. 

@ SpeciraICrossbow (psychlc,weapon) . At-Will 
Attock: Ranged 10 (one creature); +8 vs. AC 
Hjl: 4 psychic damage. 

TR1(;(;EIIEl) ACTIONS 

Shie lding Martyr. At-Will 
Tri88er: An e nemy hits an ally adjacent to the squire with a melee 

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

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

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

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

Alig nment lawful good Languages Common 



Brother Splintershield (B) Level 2 Soldier 
Medium n<ltmal humanoid dwarf XP -

HP 40; Bloodied 20 
AC 18, Fortitude 14, Reflex 12, Will 15 
Speed 5 
TRAITS 

Stand t~ Gro" 

Initiative +4 
Perception +11 
Low-Jight vision 

Brother 5plintershield ~an move 1 square fewer than the effect 
specifies when su~jected t~ a ~u-", a push, ~r a slide. 

Stead~-F!!<>kIl 
Brother Splintershield can make a saving throw to avoid falling 
prone when an attack would knock him prone. 

STANDARD ACTIONS 

Q2 Mace (radi'!!!t weapol]). At-Will 
Attack: Melee 1 (one creature); +7 vs. AC 

Hit: 1 d8 + 3 radiant damage. 
f.Smite Fo~ (ra~iant~ weaponl.t.!ncounteI 

Attack: Melee 1 (one creature); +7 vs. AC 
Hit: 2d8 + 3 radiant damage, and the target falls prone. 

MINOR ACTIONS 

HeallnlLWord (healingL!.. EIlQ1'lll!~J 
Effect; Close burst 5 (Brother Splintershield or one ally in the 

burst). The target can spend a healing surge and regains an addi· 
tionalld6_hit points. 

Skliis Dip'';macy +10, Religion'+6 
Str 16 (+4) Dex,ll (+1) Wis 18 (+5) 
Con 13 (+2) lilt 14 (-+])' 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 from 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 efforts on any heroes 
who remain. 

Phantom Brigade Squire: The squires are tasked 
with running interference so the armigers 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 ofinterfer­
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, 
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SESSION 7: 
THE BURNING 
OF INVERNESS 
Inverness, the village built in the ruins of the ancient 
castle, is burning. Worse, ghosts swarm the place. 
When the session begins, read: 

It takes more than an hour to trud8e from the site of your can· 
frontation with the 8hostly spirits in the Harken Wood to a 
place where you can see the hill atop which sits the new settle· 
men!. You are horrified to find Inverness in flames. Fire rises 
from several buildin8s,flickerin8 above the walls of the ruined 
castle. A8ainst the yellow·red skyline, the outline of the Ghost 
Tower looms mali8nantly. 

Throu8h various breaks in the walls, you catch 8limpses 
of settlers fi8htin8fires and combatin8 spectral soldiers simi· 
lar to the ones that you fou8ht in the woods. The embattled 
citizens are in dire need of your abilities. Unfortunately, 
dozens of 8hostly 8uards patrol the area between the woods 
and the villa8e proper. They are alert and movin8 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 larBe, open fields that separate the Harken Woodfrom 
the road leadina into Inverness are crawlina with ahostly sol· 
diers. You must cross this area without drawina attention if 
you are BOin8 to 8et into the villaae and help your friends. 

II~ .. 
.. -. .... ~ ..................... '. 

30 ,a.,...~ 

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. 
Insiaht (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 +2 bonus 
to the next primary skill check in this challenge. 

Reliaion (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 +2 bonus to the 
next primary skj]] ,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. 

REFUGEES 
ON THE ROAD 
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 villaae of Inverness continues to burn on the top of the 
hill in front of you. Silhouetted aaainst the flames, you see a 
group of refu8ees from the villaae descendin8 the road toward 
you. At the head of the column, lookina wounded and haa-
8ard, strides the halforc captain of the watch, Mal8ram, The 
8rouP pushes past you scarcely in control of their panic, but 
Malgram stops and leans heavily on his spear_ 

"It is 800d that you live. Sadly, Inverness is lost." 



Assuming Brother Splimershicld has perished, 
Malgr:.lm continues: 

I-Ie pauscs, rakinn in the 8rouP as a whole. "Wherc is Brother 
Splintershielclr 

Malgram li stens to the heroes' answer with increas· 
ing grimness, then nods and offers his respectful 
condolences for the cleric's deatll. Despite his dis· 
agreements with the cleric: Malgram clea rly res pected 
what Brother SplintershieJd had done fo r the village 
of Inverness. 

In turn, Malgram fi lls the heroes in on what has hap· 
pened since they headed into the Harken Wood. The 
captai n provides the follOWing information. 

• Malgram·s group of searchers found no sign of the 
missing fo resters. After a time, they returned to 
Inverness to wail on the heroes' and other parties' 
return. 

• Suddenly, a shudder echoed throughOlIl the area. 
Faldyra alerted Malgrarn that the barrier protecting 
Inverness from harm had fallen. 

• Shortly thereafter, several ghostly warriors began 
marc hing up the path to the vlliage. More specters 
appeared within moments and began Rring 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 Vladi stolle. 

• Malgram and the surviving guardsmen eventually 
stopped fighting the ghost warriors and focused 
thei r efforts on getting the viUagers out. Despite 
their cHarts, many villagers remain inside Inve rness, 
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 morc 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. We will meet again-either in Har· 
kenwoJd or in the realm of the Raven Queen." 

Reward; For talking to Malgram, lea rning 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. 
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FIGHTING PHANTOMS 
Encounter Level 2 (678 XP) 

Setup 
2 Phantom Brigade jllsticiars Q) 
1 Phantom Brigade armiger (A) 
6 Phantom Brigade squires (5) 

As Inverness burns around them and citizens flee for 
their lives. the heroes confront members of the Phan­
tom Brigade. At the center o(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 cha llenge to 
sneak into Inverness, they get lhc drop on the ghostly 
sold iers. In this case, the adventurers gain the benefll 
of a surprise round and a +2 bonus to attack rolls for 
the encounter. 

If, however. the heroes failed to sneak into the Village 
oflnverncss, the Phantom Brigade soldiers a re pre­
pared for their a rrival. The party gains no benefit. 

When the heroes reach th e center of the village. 
read: 

The villu8e is in }lames around you_ Despite the spectral 
nature of the )lamina arrows, the a110sdy soldiers have no 
dif.ficulty spreading the fire. A dozen phantom soldiers are 
moving through the town, entering homes and businesses 
wiillOut boillerillS to open the doors. Soon after, the ill/labit­
ants either come flIshing out, or screams are heard that cut 
off abruptly. 

The soldiers are dearly drivinfl the inhabitants from their 
homes with a purpose. Al1too soon, tlzeyonce again con­
verge in the middle oflne street, silently conferrinfl with one 
another before moving onto the flexthome. 

Tactics 
Although the scene that the heroes have entcred is 
horrific, the Phantom Brigade soldiers have not been 
spec ifically ordered to slaughter the in habitants of lhe 
village. Instead, they a rc supposed to drive the villagers 
out ofI nverness, attacking only those who resis!. The 
Phantom Brigade soldiers rollow their comma nds to the 
letter. with no room ror inlerprctiltion. 

Justiciars and Armigers: These soldiers have been 
ordered to deal with the villagers who reruse to leave. 
When the heroes inlervene. the justiciars immcdiately 
identiry the most capable wa rriors and engage them. 
They view the best a rmed and armored heroes as the 
true threat 011 the batt lefield Just as they would have 
in life. The spectral warriors leave any spellcaslers ror 
their sqUires. 

Squires; Thc squjres werc trained in lire to provide 
supporl for their superiors. They swarm any heroes that 
the Justlclars do not engage. 

2 Phantom Brigade Justiciars OJ Level 3 Skirmisher 
Medium shadow humanOid lundeild) humdn XP 150 (ach 

HP 33: Bloodied 16 
AC 15, Fortitude 13 Reflex 16. Will 13 
5~ed 6: phaSIng 
Immune disease, poison 
T RAI TS 

o BlindJuslice . Aura 1 

Initiative +4 
Perception +2 

Darkvislon 

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 .. Iso has this tr .. it drops to 0 hit points 
within 5 squares of the lusticiar. the justiciar gains a +2 power 
bonus to attack rolls unt il the end ofilS ne~t turn. 

STANDARD ACTIONS 

® Soulbound Hammer (psy<:hlc, weapon). At-Will 
Attock: Melee 1 (one creature): +8 \'5. AC 

Hit: 1d8 + 6 PSy<:hic dam .. ge. 
~ Hurled Hammer (psychic, weapon) . At-Will 

Attock: Ranged 5 (one creature); +8 vs. AC 
Hit: ld8 + 6 psychiC damage. 

4- EVilde ilnd 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. 
Attock: Melee 1 (one creature); +8 vs. AC 
Hit; 1d8 + 6 psychic damage. 

Skills Insight +9 
Sir 13 (+2) 
Con 14 (+3) 

Oex18 (+S) 
Int 15 (+3) 

Wls1 7(+4) 
Cha 16 (+4) 

Alignment lawful good languages Common 

6 Phantom Brigade Squires Level 3 Minion Soldier 
Medium shadow humanOid (undead), human XP 38 each 

HP 1; a missed attack never damages a minion. 
AC 19, fortitude 17, Refle~ 15, Will 14 
Speed 6; phaSing 
Immune disease, polson 
T RAITS 

Unrelenting Brigade 

Initiative +4 
Perception +2 

DarkvlsJon 

Whenever an ally who also has this trait drops to 0 hit points 
within 5 squares of the squire, the squire gains a +2 power bonus 
to attack rolls until the end offts n(!~t turn. 

SlANDARD A CTIONS 

CD Soulbound Short Sword (psychic, weapon) . At-Will 
Attock: Melee 1 (one creature); +8 vs. AC 
HIt: 4 psychic damage. 
~ Spectral Crossbow (psychic, weapon) . At·WiII 

Attock; Ranged 10 (one creature); +8 vs. AC 
Hit; 4 plychic damage. 

T RIGGEnED ACTIONS 

Shielding Martyr. AI-Will 

Tri88cr; An enemy hits an ally adjacent to the squire with a melee 
attack. 

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

Str 19 (+5) Oe~ 11 (+2) Wis 12 (+2) 
Can 16 (+4) Int 14 (+3) Cha 11 (+1) 
Alignment lawful good tanguages Common 



Phantom Brig;Jde Armiger (A) Level 3 Brute 
Medium ,hado", h'lmanold lundeJdJ hum"n XI' 150 
I1P 40; Bloodied 20 
AC 15, Fortitude 16, Reflex 14, Will 13 
Speed 6; phaSing 
Immune disease, polson 
T RAITS 

Insubstantial 

Initiative +2 
PerceptIon +4 

Darkvision 

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

Unrelenting Brlgadl! 
Whenl!vl!r an all)' who also has this trait drops to 0 hi t points 
wllhin 5 squares of the armlgl!r. the armiger gains a i l power 
bonus to attack rolls until thl! end of Its next turn. 

STANDARD A CTIONS 

<D Soulbound Bardk h e (psychiC, weapon) . At·WiII 
Attock: Melee 2 (one crl!a ture); +8 '1$. AC 
HIt: ldl0 + 8 psychic damage. 

+ Cha!81ng Rtbuke (psychic, weapon) . At-Will 
Effect: The armlger charges and makes the follOWing attlck in 

place of a melee basic attack. 
Attock: Mell!l! 2 (onl! creature): +8 vs. AC 
Hit: ldl0 + 4 psychic damage, and Ihe armiger can push the 
target up to 1 square and knock It prone. 

(- Furious Swup (P.!}'Chic.. wedpo!!) . At·WlU 
Attock: Close bla$t 2 (creatures In the blast): +6 \'S. Refl l!x 
HIt: 1dl0 + 4 ps)'Chkdamage. 

Str 16 (+4) Dex 12 (+2) Wis 16 (+4) 
Con 17 (+4) Int 13 (+1) Cha 13 (+2L. 
Alignment lawful good languages Common 

Features of 
the Area 

Illumination: Brighllighl. 
Although the encollnter lakes 
place in the evening, the fi res 
of the burning bUi lding provide 
excellent illumination. • 

Burning Buildings: The 
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build ings Ihat line the street are Z 
made a r wood, straw, and slone. " 
They arc burning hot and fast. Any ~ 
creature that ends its turn in one 
orthe squares adjacent to a build-
ing takes 5 fire damage from the 
roaring flames. 

Shrubs: The foliage is difficult 
te rrain. 

Treasure 
At the edge of the burning cuins. 
a character who has a passive Per­
ception o£19 or higher can spot an 
item that seems to be resisting the 
lick ohhe fl ames. Roll once on the 

Treasure Table to de termine what that character fi nds. 
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 viJ­
lagers hiding nearby have a dear 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 ofVladistonc's wife. In the next session, the 
h eroes must deal with Vladistone and rescu e Faldyra, 
thereby completing the evacuation of the town, 
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SESSION 8: ESCAPE 
TO HARKENWOLD 
Up to this point, the heroes have encountered only 
ghostly soldiers aS5<"l.uiling the village of I nverness. As 
the chapter draws to a close, however, they come facc­
to-visage with the being responsible for the devastation: 
Salazar Vladistone. the ghostly noble they encountered 
at the end of Chapter 1. 

From their entry into Inverness to the end oflhe 
skirmish with the Phantom Brigade soldiers. the heroes 
have seen no sign of Faldyra. In searchhlg t he village. 
they eventually come to the small graveyard where lie 
the remains of Old ivy a Vladislonc. the angry spirit 's 
wife. When the characters approach, TCild: 

The heatfrom the burnins villase makesyoll swea t, despite 
the winter chill dIal surrounds lnverness. Before you, the cas· 
tle's Yfaveya rd is no IOJJser devoieJ of activity as you remember 
it. At rite (eMler,You spy rlte8host ojSlllazar Vladisrone, 
the spectral warrior that vowed to kill Brother Splintershield 
when tIle town wasfounded. Slumped beside 'lim is an 
injured Faldyra. Several phantom soldiers Iinaer nearby. 

~ Wlly won't slle uppeur?" demands VlaaiSlOne, his blade 
poised at Faldyra's throal. "What vile spell keeps my wife 
from me? Ans\ver, wizard!~ 

Vladistone and his soldiers do not attack right away 
when the characters approach. The ghostly warriors 
stand gua rd to protect Vladistone rrom the advent urers. 
They hold their weapons at the ready. lfthe characters 
attack immediately, Vladistone meets the cha llenge. In 
that case, he talks to the characters only after the Oght. 

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

their encounter at the end or Chapter 1. The ghost'S 
motivations might be unclear to the heroes. This role­
playing incident allows you to explain his actions, 
setting tip the rest of the adventure. 

FaJdyra 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 Vladislone. 

Vlad istone's Wrath 
• Vladistone is angry that the sett lers blocked him 

from visiting the grave of his beloved wife, Oldivya. 
After Brother Spllntershicld 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 inhabitaJlts oflnverness has grown into a 
smoldering rage, because now that he is at the grave 
ofilis wife, he is unable to communicate with her. 
He believes that someone has defiled the grave or 
cast some unholy spell. 

• Following the characters' first encounter with the 
ghost. Vladistone ventured throughout the Ncntir 
Vale, looking for other spirits to help him punish the 
people oflnverness 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 Vladislone still has a sense 
of honor. He has nol tried to stop the villagers 
rrom fleeing. 



What He's Been Up To 
• After Vladistone marshaled his ghostly brigade. he 

set in motion a plan to slay Brother Splintcrshield, 
break the spell protecting Inverness. and d rive the 
people out orlhe village as it burned to the ground. 

• Vladistone was responsible for the spread oflhe 
plague in the Harken Forest nearby. By happen­
stance, he st.umbled 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 d isease 
to animals and settlers alike. When Brother Splin. 
tersh.leld left the protection of Im"erness to purge the 
plague. Vladistonc gave the command to spring the 
trap. Once the barrier had fallen, he led the assault 
on I nvcrncss. 

Ultimatum 
Eventually. Vlad istonc threatens to make an example 
of FaJdyra unless his wife is restorcd to him immecli­
ately. lf the 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). 

EYcn If the heroes waste litt le time in launching their 
attack. Vladistone is a powerful ghost and cannot be 
destroyed . As a result, you can have the ghostly noble 
conyey his purpose, motivations, and demands during 
combat or eyen after he is defeated. 

For example, carly in the encounter lhe ghostly noble 
is overconfident and seeks 10 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 fe ll into ruin 
roughly a century ago. 

D( 21: The Phantom Brigade consists of the spirits 
of ancient Kn'ights of the Empire, who were swom to 
protect the secrets of Nerath and its emperor. So com· 
mltted 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 tJle soldiers of ancient Nerath to 
my wiJ !. Clearly, you a re 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 Nenti r Vale like fire through a dry forest ." At 
that point . the adventurers can make History checks 
to lea rn more about the Phantom Brigade, Nerath . and 
so fo rth. As the fight continues, Vladistonc 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 a nd saving Faldyra, the 
party gains an add itional 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 ove rcast. and the day promises to be gloomy a nd 
dismal Faldyra is grateful for the heroes' help, though 
she mourns the loss of llrother 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 rema in. The refugees have a long journey ahead 
through the winter wilderness in order to reach safety. 

As the heroes withd raw through the gates of 
I nverness, they catch movement out of tJle corners of 
their eyes. When they turn to look, they obserye tIle 
Ghost Tower shimmering om inously. 

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

Faldyra (F) leve l 1 Controller 
M~dtlJnl h, humanotd ,If XI' 

HP 26; Bloodied 13 
AC 15, Fortitude 12, Renex 14, Will 13 
Speed 7 
TI(AI TS 

WUdStep. .... _~,....,. 
Faldyra ignores difflculttcrraln when she shifts. 

STANDARD AniONS 

Initiative +1 
Perception +6 

l ow·Jight vIsion 

® M!K!!; Missile fone ~IJ.~t!!!"-____ ...i 
.-!fJ.ect; Ranged 10 (one creature). The target takes 6 force damage. 
':tPhantom Bolt (~rnpf~p~ t-:WIU 

Attadc; Ranged 10 (one creature); +4 \IS. Will 
Hit: ldS + 5 psychic damage, and Faldyra can slide the target 1 

square. 
SldHs Arcana +11 , History +11 , InSight +6, Religion +8 
Str S (.1) Dex 11 (+1) Wls 13 (+1) 
Con 10 (+0) lilt 16 ~ Chil. 12 -+1 
Alignment good Languages Common, Elven 
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THE GRAVE 
OF OLDIVYA 
Encounter Level 3 (750 XP) 

Setup 
3 Phantom Brigade tcmplars (T) 
Salazar Vlad istonc (V) 

Eventually. the meeti ng between the characters and 
Vlad istonc concludes and conflict breaks out, whether 
the fight is started by the heroes wish ing to save 
Faldyra, or by Saiu;r..ar Vlad istone to tcst their mettle. 

When the talking is almost over, read: 

The ahostly warriors slandin8 near Sala zar V ladistotll' drift 

forward, weapons at the ready. 
"What chance do the !ivina have 080in51 an army of the 

dead?" Vladistone says, his raspy voice edwina with convic­
[ion. ~YOllr srru88les will accomplish but one rhina:yollf 
deaths. Comfort yourselves in Imowil18 rhat your demise will 
serve LIS a warninB to others of the futiliry of standin8 Q8ainSf 

Salazar V ladiSlone." 

3 Phantom Brigade Templars (T ) Level 3 Controller 
MedIUm ,h,,,Jow humanoId {undt",ld l hunl"n XP 1 ~O e<l£h 

HP 32; Bloodied 16 
AC 17, Fortitude 15. Reflell 14, Will 16 
Speed 6; phasing 
Immune disease, polson 
T RAITS 

insubstantial 

Initiative +2 
Perception +12 

Darkvislon 

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

Unre&entmIBrll!!"de ... _ _ 
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. 

STANOARO A( THINS rffi=MomIngs~~JW:! + At·WJII 
Auock: Melee 1 (one creature): +8 vs. AC 
Hit: ld8 + 6 psyt:hlc damage, and the templar slides the target up 

to 2 sq.~~'~"~.~ii!M:n;jj;jiii:!1~~[!=:" ~~ StrIke~rad~."t.WJtI ...,.. __ 
At.toc/(: Ranged 5 (one or two creatures); +6 vs. Fortitude 
Hit: 1d6 + 3 cold and radiant damage, and the target is slowoo 

Qveends 
F~I MaJ!!!Y' rear ~ when flrst bloodied 
Attack: Close burst 1 (enemies in the burst); +6 vs. Will 
Hit: The target is da:(ed untU the end of the templar's nellt turn. 
Effect: The tem~n ush each t!!Set 1 square. 

Slclth RetlgJon +7 
Su15(B) Dell 12 (+2) Wls19 (+S) 
~ 1 {+3 Int 13 +2 Cha )5 {+31-. ___ " 

Alignment lawful good Languages Common 

Salazar Vladistone (V) Level 3 Elite Soldier 
Mcd,Un, .hadnw hum .. "ood (U"d~dd I hunMn XI' 100 

HP 67; Bloodied 33 
AC 19, Fortitude 16, ReflellB, Will 14 
Speed 6, phasing 
Immune disease, poison 
Saving Throws +2; Action Points 1 
TR AIT\ 

Initiative +4 
Perception +1 

Oarkvislon 

o Drag Into Deilth . Aura 1_ -;: __ ""."::-:-::-~_-:--.-_":", 
Any enemy that starts Its turn adjacent to Vladistone is $lowed 
until the start of Its next turn. 

In~5tant"'l 
Vladistonc takes only half damage from any damage source, 

exce t force dam:"g~.:.::.:===.===.==:::=:::._ 
UnrelentfrnI BrI~ 

Whenever an ally who also has this trait drops to 0 hit points 
within 5 squares of VIa dis tone, Vladistone gains a +2 power 
bonus 10 allack rolls un til the end of his nellt turn. 

STANDARD AClION\ 

[l~triIlL~(we.a~) . At·WIII 

Attock: Melee 1 (one creature): +8 vs. AC 
Hit: ld8 + 6 damage. 
Effect: Until the end of Via dis tone's next turn, If the target makes 

an attack that does not Include him as a target, that attack pro­
vokes an oppor~ attack from Vladlstone. 

®S~ctral C~w~. ,At.WiD 
Attock: Ranged 10 (one creature~ +8 vs. AC 
Hil: ld6 + 5 damage. + Spectral FI~ . At·WO,,,,,!.., __ _ 
Effect: Vladirtone uses spectrall0"8sword twice but must target a 
different creature with each attack. 

+ Ven~·Drh<en F!!!)' (wea~~ft :.: JDJI,-;;...;;; .... 
Altock: Close burst 1 (enemies In the burst); +8 vs. AC 
Hit: ld8 + 6 damage. 
Miss: Half damage. 
Effect: The target falls p",CO"~'C;.",, ______ _ 

Skills History +8, Intimidate +11 
Str 19 (+S) Dell 13 (0+2) 
Con 16 +4 Int 10 1 

\VIs 11 (+1) 
16 +4) 

Alignment evil Languages Common 

Tactics 
Salazar Vladistone received satisfaction from the 
death of Brother Splintershle1d and the destruction 
oflnverness, but he is enraged that he continues to be 
barred from speaking to his wife. (If. for some reason, 
the clerk survives and is present in the encounter, 
Vladistone and his guards ensure his death at thh 
point.) The ghostly noble has no Significant interest in 
the death of Faldyra 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 arc motivated more by a desire to 
get their point across than by a committed plan to kill 
the adventurers. 



Start Area 
• 

Te mplars: Vlad istollc 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 h is t ranslucent sword al the throat of the 
elf wiza rd J'aldyra. If the heroes attack, he attacks her. 
renderi n~ the elf unconscious. He has sOllle notion of 
honor, so if a character challenges him or taunts him, 
he makes a reasonable effort to d ispatch that foe. 

Faldyra: The elf wizard is heartbroken at the 
destruction of the Village, sorely wounded by her cap· 
ture. and held fast by Vlad istone's steely grip. She 
does not take actions during the nghlunless Vlad is­
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 nght. she reluctantly agrees. but she kceps 
her d istance. 

Development 
A few moments a ft er the char· 
acters dispatch the last of the 
enemies, Salazar Vladistone 
briefly reappea rs. Read aloud: 

c 
-' c :: 
z 
w 

" " <: 
With Salaza r defeated, the Phantom :r 
Bri8ade bC8ins to retreat, disappear- 0 
illy in the ea rly li8"1 oj dawn. AI! I-
Ihal remains oflnverl1eS5 are burn- ~ 
i1l8' "umb/iIlB buildit18s. The cold < 
wind swirls the ashe and cinders that ~ 
fill rheair. W 

As you sun'cy tile area, a dim 
form takes shape. II 's Salazar Via­
distone. Hisform even morcBhostly 
and indistinct than before. He casts 
a Baze at his wife's wa~'eslone and 
then back at you. POintil18 his spec­
tral sword at your 8rouP, he speaks 
in a voice thar's scarcely a whisper. 

~you shall reSrer this day. 
1 shall be reunited with my wife. 
Yo u and the res t oflhe livin8 will 
suffer my pai".~ And wilh tilar, he 

fa des away al01l8 with the rest afhis troops. 

After Sala7,.ar speaks. go to '"Aftermath ." page 35. If the 
characters try to aHack him before he d isappears, they 
fi nd that he ca nnot be harmed. even by force attacks or 
attacks that target undead. 

Features of the Area 
Illumination: Dim light. Although the bUildings of 

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

Gravestones: The gravestones are d imcult terrain. 
W hile standing in one of these squares, a living crea· 
tu re has vulnerable 2 psychic. 

Shrubs: The foliage is d iffi cu lt 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. 
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CHAPTER 3 
This marks the beginning of the Jhlrd chapter of March 
of rhe Phantom Briaade. Each character has had an 
extended rest and should have full h it points and heal­
ing surges, as well as 1 action point and access to his or 
her daiJy powers. 

SESSION 9: 
ON THE WALLS 
The final chapter of the season opens back where every­
thing began : the dwarvcll town of Hammer fast. Two 
months have passed since the ghost com mander Sala­
zar Vladistonc ordered the Village oflnverncss burned 
to Ihe ground. 

For the first month after Vladistone's defeat. the char­
acters heard nothing from him. In recent weeks, tllOugh , 
the ghost has resurfaced, marching steadily toward the 
lown ofHammerfasl. where the heroes now find them ­
selves. To start the session. read the fo llowing text aloud. 

The dawn sun rises over your current Suard post-the walls of 
Hammerfas!. As the mornina sun iIIuminafes thefields out" 
side Hammerfast, you saze across a vast approachins army 
Of8110sls. 

Much has transpired since the burnin8 of Inverness. Sala· 
zar Vladistolte seems to have traveled throuSh the Nenfir 
Vale, satheril18 s hosts to his side. Many residents of the vale 
have fled at tlte approach of the army, bUI you stayed, deter­
mined to see throuSh what besan so many months aso. 

Now. you fis ht alonsside the inhabitants of the town. 
stfllss lins asainsl a foe thai miShl well be unkillable. 

Allow the players a moment to describe what their 
heroes have been doing in the intervening months. If 
any players are stllmJX:d 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 rebui ld a life in Hammerfast. 

• Searching the Nentir Vale for signs of VIa d is tone, fol ­
lOWing rumors of his presence. 

Vladistone Reappears 
The session begins with the heroes and other brave 
soldiers on the walls of Hammer fast. Once the heroes 
have described their characters' last few months. a 
murmur passes among the troops, drawing all eyes out 
into the fields. Sa lazar Vladistone str ides among the sol­
die rs of his spectral legion, approaching the town. Read: 

A flurry of words passes amons the soldiers manning the 
walls with you. Several defenders point out inlO the fields 
beyond the town walls. There, a sinsle specter emerses 
from the ranks of ashostly army. II is none other than 
Salazar Vladistone. 

The commander makes his way 10 the fro nt of his lesion 
and takes up a position mudl closer to the wall than the rest 
of his army. When he speaks, his words ring out unnaturally, 
like a d ap of thunder. 

MHammeifasl. YOllr walls spawned the corruption that 
fouled the grave of my love. Send out your Lady of Gold. Let 
the High Master pay the pria for this transgression. M 

A murmur of concern- tinged with anger- nics through 
the soldiers stationed on the walls. No one offers an 
immed iate reply. (Of course, the heroes are free to do 
so.) Just as the u ncomfortab le silence stretches to the 
breaking poi nt . a young dwal'f messenger approaches 
the heroes. He has come to fetch them to the Grand 
Library, where Faldyra has made a discovery regarding 
Salazal' Vladistone. 

The adventurers leave their posts and arc replaced 
by several d\varf warriors that had been accompany· 
ing the messenger. As they do so, a shout echoes from 
the \-\Test Gate. A dwarfwoman. whom the heroes rec­
ognize as sergeant of the guards, Thora Longhammer, 
calls out a defiant warning. If any of the heroes speak 
Dwarven, they u nderstand 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 
n outing his demands. Read: 

The visaSe afSalazar Vladistone'sghost twists into a mask 
of pure an8er. With effort, he controls his rase. When he 
responds, it is with unHCrvin8 calm. 

", have warned you not to defy me." Vladistone's voice 
srinds like tile movement afheavy stonework. '" have Siven 
you a chance to save yourselves by accedinslo a simple and 
justified demand. Still,you refuse me foolishly and with 
unseemly coarseness. Now, you will all pay tfK price. I com­
mand tlte s hosts of the Nentir Va!e . .. all of them.,. 

A hush fall s over Hammerfast as the defenders contem­
plate the full import of VIa d is tone's contention_ After 
all, Hammerfasl is a comm unity filled with the dead . 

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

AI this point, the messenger prods the heroes. W hat· 
ever Faldyra has d iscovered could be crucial to avoidi ng 
the fate qu ickly descending on the dwarven town. 



"' J: 
>­
Z 
o 

"' z 
o 
Vi 
'" "' '" 



THE STREETS 
OF H AMMERFAST 
Encounter Level 3 (750 XP) 

Setup 
3 dwa rf spirits (D) 
2 ore sp irits (S) 

As the heroes make their way to the Gra nd Library and 
Faldyra. they d iscover the source of the commotion 
in the streets of Hammerfast. Salazar Vlaclistonc has 
exerted control over the ghosts that inhabit the town. 
d istu rbing the normal order of things. The spectral 
general has commanded the ghosts of dwarves and orcs 
to tu rn on the living inhabitants oflhe [Own- to either 
drive them out or kill them. 

3 Dwarf Spirits (0 ) Level 3 Skirmisher 
Mf'd,um ~h .lllow humanOId XP l~O "".h 
HP 48; Bloodied 14 
AC 17 Fortitude 14 Reflex 16 Will 17 
Speed 6: phasing 
Immune polson, disease 

T RAITS 

In5ubstan~ 

InitiatlVi!+4 

Pe rception +5 
Darkvlsion 

The spirit takes half damage from all attacks, except those that 
deal forc::e or radian t damage. When the spirit takes force or ."di­
ant damage, it loses this trait untll the start of its next turn. 

Siand lhe Ground 
The spirit can move 1 square fewer than the effect speciOes when 

.... .!?jected to al?ull. a push. or a S~Ud~'~" =::;::=.;:==:-:::: 
Steady-Footed ' .. 

The spIrit can make a saving Ihrow to avoid fa lling prone when an 
attack would knock it prone. 

STANDARD A( nONS 

U) Phantom Mace (force. weapon) . At-Will 
Attock: Melee 1 (one creature); +8 vs. AC 
Hit: 2d6 + 4 force damage, ilnd the spiri t pushes the target 1 
square. 

l h nl5hlng O .ilf&! (force~P-Qn) • Recharge....JY~c:n first bloodied 
Effect: Before the attack. the spi rit shifts up to Its speed. 
Attod: Melee 1 (one t: rea ture); +8 vs. AC 
Hit: 3d6 + 4 force damage. and the spi rit pushes the target 1 
square. 

MIss: Half damage. 
MOVE An iONs 

Oefender'5 Chargt; • AI-Will 
Effect: The spirit shifts up to half Its speed, Ignoring difficult 
terrain. 

5tr14 (+3) .• Oex1 2(+1) Wts 18(+S) 
Con 16(+4) Int 10tH) Ch J1 (+1) 
Alignment unaligned languages Common, Dwarven 

lOre Spirits (5) Level 3 Brute 
M",hum dld.JOW hUnl.lnol<t Xp l~O ~<lCh 

HP 56; Bloodied 28 
AC 15, Fortitude 17, Refl ex 14, Will 14 
Speed 6; phasing 
Immune disease, poison 
T RAITS 

Initiative +1 
Perception +2 

Darkvision 

",,,!,.,, .. ~ .... ,,,,,~,,,:,~" 
The spirit takes half damage from all attat:ks, except those that 
deal forc::c or radiant damage. When the spirit takes force or radio 

I I 

HIt: 2dlO + 3 force damage. "'j[@i;;;;!i!ir:==-::== 
fi!Qous Blow (force, weaR2!Y ~ 

Attock: Melee 1 (one creature); +8 vs. AC 
Hit: 2dlO + 3 force damage, and ongoing 5 damage (save ends). 
Mis$! Half damage. 

TRIGGERED ACTIONS 

t Ghoslly~. Encounter 
Tri8ger: An enemy adjacent to t he spirit bloodies it with an attack. 
Effect (Immediate Reoction): The spirit uses spectml baUfOOKC 

agaimt the triggering en~. 
Str 18 (+5) . [)ex 11 (+1) Wls 12 (+2) 
Con 16 (+4) ImlO <t!l ChOl l 0 +l 
Alignment unaligned Languages Common, Giant 



When you're ready to start the 
e ncounter, read: 

As you wind YOllr way throllyh ,he Sfreets of 
Hammerfasl, ,he cacophony oJbatde Brows 
10llder with each step. YOII pass by Idara s 
Tower arId dose on th e Gra nd Library. Sud­
denly, a 8'0up oj lJhosts passes riyJu tllrouyh the 
walls of a nearby blli/diny afld spills Ouf infO the 
streef. Seuin8 rheir eyes upon you, they advance 
menacin8iy. 

Any hero who succeeds on a DC 15 Heli­
gion check is able to d iscern that these 
ghosts are not acting of their own free 
will. II's likely that they are simply obeying 
comma nds forced upon them by Vladis­
tone. The character understands that any 
adventurer who reduces one of the spirits 
to 0 h it points, but does not destroy it. can 
brcak Vlad.istonc's control over it. Such 
a ghost is out oCthe fight-even spirits 
need time to recuperate after receivi ng 
a beating al the ha nds of the liVing- but 
it remai ns in Hammerfast and free of 
Vlad islo!l(, 's influence. 

Tactics 
Bent to VladiSlOne's will. the Hammerfast 
ghosts have little conlrol over their actions. 
No rea l zeal invests their efforts. That 
said, these spirits wcre once attackers- or 
defenders-in the town a nd have Significant combat 
experience. They use smart tactics when possible, but 
don't strike heroes while they are down. A ghost raisi ng 
a weapon against a downed adventurer. then pausing 
and turn ing aside. could provide a clue that Vladis­
tone's control over these spirits is not absolute. 

Dwarf Spirits: The dwa rf spirits are the remnants 
ofloya l defenders that once protected the necropolis 
and each other from ore depredations. They are quick 
for dwarves, swarming to cover weak spots in their 
defenses. If the heroes manage to fell one of the dwarf 
spir its. the other two focus on the adventurer who made 
the incapacitati ng attack. 

Orc Spirits: The are spirits are less sophi sticated in 
their tactics. When they see wea kness. they consider 
li ttle aside from str iktng and str iking hard . Any time 
a hero is bloodied. they concent rate on that character. 
If no adventurers are blood ied. the ore spirits pick a 
single target and focus on that target 10 the exclusion of 
the others. 

Start Area 

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

outdoors during the daytime. 
Harries and Crates: These conta iners are empty. 

but their squares are d ifficult terrain. 
Benches: These squares are difficult terrain. 
Fountain: The fountain is diflk ult terrain. A erea­

lure that is forced to move into the fo unta In must 
succeed 0 11 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 partiaJ cover. 

Development 
Although the heroes have dealt with a small group of 
suborned spi ri ts in Hammerfast , 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 Nenlir Va le. they must 
reach Faldyra and lea rn what she has uncovered at the 
Grand Library. 
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SESSION 10: 
THE GREAT 
LIBRARY 
The heroes finally make their way to the Grand Library 
of Hammer fast. There lies hope, i ll the form afknowl· 
edge that Faldyra has uncovered . 

At the library, the heroes are met by Head Librarian 
AlzaT Scrollkccper, a choleric old dwarf with a ruddy 
complexion. Displaying little patience for questions. he 
escorts the m past rows upon rows of bookshelves, each 
one stocked with a wide a rray of mismatched books 
and scrolls. In time, they arrive at a chamber deep 
within the structure. The adventurers find Paldyra 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, ill a chamber piled with bOORS 
ana scrolls, Faldyra leans heavily 0 11 a table, studyina a mas­
sive and extremely ancient tome_ Scattered across the table 
are several smaller books, each open to a raSe in the middle. 

The elf wizard brushes her hair out of her f ace and lets 
out u heavy breath tlla! raises a small cloud of dustf rom the 
books in fro nt of her. 

'" have f Q1md somethin8. It seems that Salazar Vladi slone 
is asrear hero.'" 

Although Faldyra's choice orwords is somewhat shock­
ing, she is essentially correct. Through roleplay ing or 
recital. Faldyra has the following information to sha re. 

Vladistone 's Past 
• Salazar Vladistone was once an adventurer in the 

Nentir Vale. He and hi s companions. known as the 
Silver Company. were fa mous explorers and war­
riors who operated ncar Hammerfast roughly sixty 
years ago. 

• Vladistone's wife, Oldivya, was a member of the 
adventuri ng company. She was a devoted cleric or 
the Raven Queen. cont ributing healing a nd divine 
counsel to the Sil ver Company. 

The Silver Company 
• The Silver Company was ramous for ex ploring the 

Ghost Tower oflnverness around the time if first 
appea red in the Nentir Vale. In fact , some of the 
early documents that Faldyra studied about Castle 
rnverness we re written by the schola r who recounted 
this exploration. 

• The chronicles provide some deta il about what hap­
pened inside the Ghost To wer. According to the text. 
Oldivya died on the mission. The company buried 
her at Castle I nverness so her spirit could continue 
to guard the location or pass on to be with the Raven 
Queen, as the god wilJed it. 

• The Silver Company continued to adventure 
throughout the va le for several years thereafter. 
Salaza r bega n to take more and more r isks. Wh en 
challenged , he shrugged and claimed that his risks 
produced results. No matter; in the end, he would 
join Oldivya forever in the aft erlife. 

• The final report orVladistone's adventuriIlg career 
sta rts with the Silver Company's investigation of 
a dwarven m onastery that had been infiltrated by 
duergar. As usual, the Silver Company successfully 
cleared tJle a rea or evil. Salazar Vladistone, however. 
did not share in their vlClory. He sacrifi ced himself 
to save the other members ort.he group. Vladistone's 
remai ns were cremated. 

The Arrow of Time 
Faldyra tells the compan ions Ihat she believes the key 
to stopping Vladistone rests with an item that tlle Silver 
Company removed from the Ghost Tower oflnverness. 
When Faldyra fini shes telling the party about the Silver 
Company. read: 

Faldyra clears a space on the cluttered table, Ihen walks over 
to thefar wall and retr ieves an ancielll tex!. As shej1ips 
IhrouBh the f'!l8es,yoll see mriOlls relics and artifacts docu­
mented in detail. She eventually stops on a pa8e Ihat depicts 
an arrow. 

'The dwarves call this item the arrow of lime. It was 
recovered f rolJl the Ghost l o wer of Inverness by the Sil ~'er 

Company durinS their expeditioll . Shortly after fhat , Ihe 
object scents to have disappeared. ~ 

Faldyra tel ls the characters that the chronicles speak 
only in tJle vaguest terms about Vladlstone's death. 
Given highly detailed recitations of other adventures, 
of earlier aspects of the monastery mission , and of the 
deaths of other company members both before and 
a fter Vladistone's sacrifice, such a lack or spedfics is 
odd . She believes that the Silver Company might have 
len the arrow with Vladistonc's remains, intending to 
someday return and claim it. 

W hen the cha racters ask for more information about 
the arrow, she says: 

-As far as I can teU, thc arrow's properties aTe colJlpletely 
untested. What we do know is [ha l [he a rrow aftime does 
notj lls[ slay all enemy. When the arrow is about to strike 
its tarset. poweiful chrollomalltic ellchantments embedded 
ill the suiface of the arrow sClld it back ill lime to a crucial 



moment in the tafBet's life. At that point in time, the arrow 
pit:"fces the Wfaets essence, destroyi rla it. The vicious weapon 
not only destroys the creature. but it erases it from time, undo­
ill8 much of what was done. ~ 

The arrow oft1me is clearly a dangerous weapon. Faldyra 
tries to impress upon the heroes the gravity oflhe 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 creat.ure with fewer tha n 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 . raldyra 
nods and says: 

"As 1 see it. you have two oplions ahead of you. You can use 
Ihe arrow to kill whatever slew Vladistolle, dcs{royinB that 
creature inlhe past before it killed Vladistone and allow-
il18 him to die in his natural course. Or,aive the arrow to 
VJadiSlOne in the hope that retuminB the object 10 the Ghost 

'lower will remove the lower from Inverness and allow 
him 10 commune with his wife a8ain. Neither option offers 
any 8uaranlees.~ 

Faldyra can tell the heroes a little about U1C nnal 
resting place of Salazar Vladistone. She has found 
records concerning a duergar infestation and a series 
of unnatural earthquakes. These records indicate that 
the ducrgar problem was never solved . but mther, 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 
ofT 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 Vlad istone's spirit 
and his army of ghosts. 

Reward 
For speaking wil h Faldyra and learning about thc arrow 
of lime, the party gajns an additional 600 to 800 XP at 
the end of the session. 

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

A Warning from Vladistone 
After Faldyra has spoken with thc heroes. she provides 
them with directions to the monastery. the password 
thcy must speak at t1le 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 Hammer fast'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- jllst ba.rely. 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 rou8h path you have beel1 followi nB ends in a set of 
marble stairs and an elaborately carved doorway, Two stone 
doors block the entrance of the monastery. 

This area has dearly been abandoned for a 10118 time. The 
stonework, once beautiful. has eroded. Rock slides have filled ' 
in part of the path. 

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

The peace on the mountaillSide lasts only a moment before a 
disturbance draws YOllr attention to somer/lin8 behind you. 
TraversinB the pad! in your wake are three 8hostly soldiers 
mounted 011 spectral horses. The center rider is none olher 
rhan SalazaT V1Ullisrone, who brill8s his procession to a hair 
with a raised hand. 

"Were 1 you, f would proceed nofarther." the 8host's voice 
grates. ~ l l1S ideyou willfind more Iltanyou barBainedfor. 
Trust me, I know." 

Vladlstone Is not here to taunt the adventurers. He is 
genuinely curious about what they arc dOing. Still. he 
will not draw closer to the monastery. No maller how 
much the heroes might goad him, he docs not budge 
from his spot. He waits outside as they enter, trying only 
to warn them again ofthe danger lying inside. What 
should frighten the characters most is that the ghost 
seems genUinely concerned for their safety . .. and his 
warn ings ring true. 
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GUARDIANS 
OF THE MOUNTAIN 
Encounter Level 3 (800 XP) 

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

After the heroes spea k the passw ord at the entrance to 
the monastery. the stone doors part with a scrapping 
sound. The first chamber beckolls. 

W he n you're ready to start, read: 

J'he li8 ht from oUfside partially illuminates rhe chamber 
beyond the entrance of the monastery. Thick dust hanss in 

the air, arId everythin8 inside is covered with a fine layer 
of Brit. The )loor is tiled mosaic, clamased but still d early 
depictiu8 a struBEle berween a dwarf avatar of Morad in and 
the fo rces of Gruumsh. The room is nearly empty of accoutre· 
ments, as one would expectfrom an austere monastery. 

2 Flesh Crazed Zombies (2) level 4 Skirmisher 
M.-d'U!l1 ""11,,,.11 dnlm"',, (Undf'"dl XP 17<, f'd("h 

HP 55; Bloodied 27 
AC 18, Fortitude 17, Reflex 16, Will 14 
5j)e('d 6 (8 when charging) 
Immune disease, polson 
TRAITS 

Flesh-Cfaud ~ 

Initiative +6 
Perception +3 

Darkvlslon 

While the zombie Is charging, Its movement does not provoke 
opportunityattac.ks. 

Zombie Weak s.s 
A critical hit automatically reduces the zombie to 0 hit points. 

STANDAIID AUIONS 

Q2 Oub • At-Will 
Attad:; Melee 1 (one creature); +9 vs. AC 
Hit: ld8 + 6 damage or 2d8 + 6 If the zombie charged the target. 

+ BIte • At-Will 
Attock: Melee 1 (one creature); +9 vs. AC 
Hil; 2d6 + 5 damage, and the target Is dared unti l the end of the 

zombie's next tum. 
TRI('('llIfD A{ liONS 

H • • 
TriMer. 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, t he zombie Is 

Instead reduced to 1 hit ~int. 

Str 18 (+6) Dex l S (+4) Wls 13 (+3) 
Con..J2J+4 1m 1 -3 eha 3 (;2} 
Alignment unaligned lan:g:":.:g.:.~·--~· 
Equipment club 

Unless the heroes all have low-light vision, they likely 
light up torches. engage su nrods, or cast spclJs to pro­
vide illumination as they enter. When the adve nturers 
bring light into the room , or when aU the cha racters are 
fully Inside the m onastery, they realize that they are 
not alone. 

When either of those events occ urs, read: 

Shamblifl8 out of the darkness are the rotlins bodies of 
dueraar,flesh srill hanaina on their bones. As 'hey sllUfJ1e 
fo rward. you are mesmerized momentarily by ,lte alcam of 
Itunscr i ll their eyes. Suddenly. blue fla mes sprina lip belt ind 
,Item, rewalinn several other blazin8 duersar skeletons. 

Blazing Skeleton (5) Levell Artillery 
~hd'um nA1IJ' ,I ",,,,,,,If' I"n,t.· ,til XP 150 

HP41 : BloodIed 20 
AC 17, Fortitude 13, Reflex 16, Will 14 
Speed 6 
Immune disease..polson: Resist 10 fire, 10 necrotic; 
Vulnerable 5 radiant 

T RAHS 

o Fiery: Aura (fue) • Aura 1 

Initiative +5 
Perception +3 

Darkvlsion 

Any creature t hat ends Its turn In the aura takes 3 fire damage. 
STANf)AIID ArTlONS 

(J) Blarl~ Claw (flr~ . At-WlJI 
Attock: Melee 1 (one creature); +8 vs. AC 
Hil; 1d6 + 3 damage. and ongoing 3 flre damage (save ends). 

® F1am~ {fire • At-Will . 
Au ock: Ranged 10 (one creature); +8 vs. Refl ex 
Hit 2d4 + 4 damage. and ongoing 3 fire damage (save end~ 

Str 13 (+1) [)ex 18 (+5) WI!; 15{+3) 
Con 17 (+4) 1m 4 {-2}. (hOi 6,.,(.;J-' b) ___ _ 

Alignment unaligned Languages 

1 Ghouls (G) level 3 Soldier 
Medium n"turdl humanOid iundNdl XP 15U each 

HP 47: Bloodied 23 
AC 19, Fortitude 15, Reflex 17, Will 14 
Speed 8. climb 4 
Immune disease, poison: Resist 10 necrotJc 
TIIAITS 

Weakened Paral~s 

Initiative +7 
Perception +1 

Darkvislon 

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. 

STANDARD ACTIONS 

CD Oaws • At-Will 
Attock: Melee 1 (one creature); +8 vs. AC 

Hit: 2d6 + 4 damage. a::"~d:':h:.:":,~g:"~I~. :lm:m=o:bl:"",,,=;(:g;~:;.~ndS). + Ghwll5h Bite. At-Wl)1 
Attock: Melee 1 (one immobilized. restrained, stunned, or uncon­

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

Skills 5tealth +9 
Sir 14 (+3) Dex 19 (+5) WIs 11 f+1) 
Con ~+3) Int 10 (+1) C~ha~'~2£'~2 ... ~ _ _ ... 
Alignment chaotic evil languages Common 



Tactics 
The monsters arc the undead remnants ohhe ducrgar 
that invaded sixty years ago-the sam e ducTga,: that 
the Silve r 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 
aga inst th e heroes, preferring to stay back and make 
attacks from a d ista nce, If any heroes gel too close, 
it tries to retreal. If push comes to shove. it hates the 
livi ng enough to engage in melee, even at the expense 
of its own healt h. 

Ghouls: The ghou ls' hunger for the fl esh oC the 
living is a ll-consuming. They retain enough ofthciT 
memories of lire as dueegar 10 know that they need to 
coopera te with the blazing skeleton, however, They try 
to make themselves the fron tline of the baltle 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 
Illuminatio n: Di m light. The interior of the mon­

astery has no lighting ofits own, but the daylight 
coming in through the doors provides s9me illumi na­
tion. The blazing skeleton's aura creates bright light in 
squares adjacent to It. 

Slop es: These squares arc difficu lt terra in. Any 
creature that enters one of these squares must succeed 
on a DC 13 Acrobatics check or fall prone. 

Statue: The sta tue can provide partia l cover to 
creat ures. 

Rubble: The smashed statue and rocky earth are 
. d ifficult terrai n. Development 

Once the undead remnants 
of the duergar arc destroyed, 
the heroes ca n move deeper 
into the complex. Fortunately 
fo r them, magic issuing from 
deeper within the monastery 
keeps other enemies at bay. 
The heroes should be able to 
takc a shor t rest with no dif. 
fk ulties before advancing 
fa rther into th e dungeon. 
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SESSION 11: 
IN THE MONASTERY 
The heroes have entered the main building of the aba n· 
cloned dwarven monastery with the goal of exploring 
the ruins a nd finding someuling to gUide them in their 
struggle against Salazar Vlaclistonc. 

As th ey explore the variolls a reas throughout the 
monastery, they also lea rn more ahotU tllC Silver Com­
pany and the ducrgar. as wel l as the reason why Salazar 
Vladistone was k illed. Each section of the ruin is 
described below with an accompanying ghostly vision 
of the past-a resull of the arrow of rime's presence. The 
visions arc presented in chronological order here. but 
the heroes might explore the rooms in any order. The 
players m ight need some help piecing together the story 
to beuer understand what they have witnessed and 
what is reqUired ofthem. 

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

This Ions stone corridor cuts throus" the center of the mon° 
aSlery. Sewral doorless alcoves on either side lead 10 otlter 
rooms. As you step inlo the corridor, it pulses with arcane 
enerBY and a wave of lIIa8 ic washes over the hallway, 

' Vhen the pulse passes, the hallway has chall8ed. Once 
dinBY and dark. the corridor is now well maintained and 
illuminated by torches in sconces. Seconds later, an illusory 
Sroup of adventurers, amons them Salazar Vladistol1e. stum· 
ble d Oloi' ll the Jlal!way toward you. Their faces alld ba clnvard 
81a nces indicate thaI some terrible threal pursues them. 

Olle of dtem. an eladrin warrior in resplendent armor, 
shakes his head as the adventurers calell their breath. ~We 

should not have been surprised tltat the duer8ar brousltt 
dal18erous help. LeI us recover ourselves. then proceed 
with caution." 

An instant later. the v1sionfades. Only rhe empty. dark 
corridor remains. 

What the heroes have just seen is t.he first of many 
visions that await them during their exploration of the 
monastery. They arc likely to surmise that the vision 
involves the members of the Silver Company, including 
Salaza r Vlad istone. A character who makes a DC 22 
History clleck can confirm that they have just seen VIa· 
distone. Alorel Sirothien (the e1adrin knight). Milligan 
Three·Toes (a gnome illusionist), and Tomas Alderson (a 
human w izard). 

Otherwise, the corridor holds no secre ts. It provides 
access to the sleeping qua rters. the stai rs, and the medi· 
tation room. \Vhell t he characters inspect the door to 
the meditation room a nd the sta irs, they find it is sealed 

with a n 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 of ritua l that created a tem ­
poral stasis. That character ca n discern that if they arc 
to pass the magical barriers. t hey need to explore the 
area and disrupt the stasis by making the events of the 
past to pl ay out. 

The Sleeping Quarters 
Dwarfmonks once rested peacefully between medita· 
tion periods in thi s chamber. The remnants of several 
wooden bunks stand. remarkably sturdy fo r having not 
been maintained in the last Sixty years. As soon as the 
characters enter the room , read: 

A familiar maaical pulse washes over you and your surround· 
in8s. and the room is !Tans formed once a8ain. An imase of 
the sleepit18 quarters as they must have been some sixty years 
aao appears. Galhered in the chamber are the four a(ivelltur' 
ers you saw in your vision in the Iia llway. recuperatins and 
bindin8 ,heir wounds. 

The anome illusionist finishes banda8il18lter wounded 
hand, then hops to her feet. She speaks in unusually serious 
and arim tones for a al1ome. 

"Acrherimos is not too danaerous on his own. This deep 
into the mountains. however, his dealh throes could collapse 
every passaae from here to the town. We Call11ot win this 
battle. nor witllOut dy il1a ourselves and ki!lin8 who knows how 
many others in Hammerfast." 

After the vision fades. a character can make a DC 15 
History check to recall that Act herimos was the name 
of a catastrophic d ragon (specifically. an earthquake 
dragon) that plagued the Nenlir VaJe for over a cen· 
tu ry 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 ma ke a DC 15 Arcana 
ch eck to know that earthquake dragons such as 
Actherimos a re extremely dangerous in unstable or 
mountainous regions. The presence of a n earthquake 
dragon in the Dawnforge Mountains presents a dire 
threat to any person or any structure in a mHes·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 arc disturbed. Go 
to The Sleeping Quarters. page 4 8. 

Reward 
for exploring the area, the pa rty gains an additional 
600 to 800 XP at the end of the session. 
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THE SLEEPING 
QUARTERS 
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 ajr seelJls to be chaTBed with electricily for a momel1l 
as your vision fa des. Mores of dust that once hunB sus­
pended in the air by some stranae stasis field now drift 
aimlessly, the spell seemin81y broken. Four beds !ine the for 
wall of this room, and each one is occupied by a desiccated 
duer8ar corpse. 

In the past, some of the resident ducrgar rested here [ 0 

recover rrom wounds caused by the Silver Company. 
Before they cou ld heal, the magic of the Time Trap 
ritual (explained in Session 12) took hold. However, 
the m agic orl he stasis Oeld 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 wh ile remaining lrapped in the cham­
ber. causi ng them to become ghouls. A carrion crawler 
has also burrowed into the room. through a narrow 
tunnel beneat.h the bed. At the prospect of consu m-
ing living flesh , its long sinewy form squeezes out of 
the burrow. joining the ghouls in trying to bri ng down 
the adventurers. 

1 Ravenous Ghouls (R) Level 3 Brute 
MedIum nalUr,,1 humanOId (unJedJ) XI' 1 ',0 eMh 

HP 56; Bloodied 28 
AC 15, Fortitude 16, Reflex 15, Will 13 
Speed 8. climb 4 

Initiative +3 
Pe rception +0 

Oarkvlslon 
Immune di~ease, poison: Rrslst 10 necrotiC; Vulnerable 5 radiant 
STANDARD A(TlDNS 

<±LCl,aws. At·WIII 
Attock: Melee 1 (one creature): +8 vs. AC 
Hit: 2d8 + 6 damage. 

.. Ravenous Bite. Recharge ~fffi 
Attack; Melee 1 (one creature); +8 vs. AC 
Hit; 3d8 + 4 damage. and ongOing 5 damage ~ave ends1 

Skills Stealth +8 
Str 18 (+5) Du 14 (+3) Wls 8 (+0) 
Con 16 (+4) Int 8 (+0) Cha 13 +2) 
Alignment chaotic ellil unguages Common 

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

The duersar besin to stir, and ollly thell do you see that they 
seem to be pale, shaul ish faCS imiles of their former selves. 
They rise and beain to mo~'e toward you with /tuII8er. Dis­
turbed by the movement. a centipedelikeform stirs lIear one 
of the beds. 

1 Ghouls (G) level 3 Soldier 
MedlUIll ""IUI.!I humJnOld (undead) XP 150 (<I(h 

HP 47; Bloodied 13 
AC 19, Fortitude 15, Reflex 17, Will 14 
Speed 8, cHmb 4 

Initiative +7 
Perception +1 

Oarkvlsion 

Immune dl~a~, polson; Resist 10 necrotic 
TII.AnS 
Weak!!Jed Paraly$is 

Whenever the ghoul takes radiant damage, one creature immo· 
billzed or stunned by the ghoul t:an make a ~avlng throw agaInst 
one of those effects. 

STANDARD AnIONS 

CD C1aws • At-Will 
Attock: Melee 1 (one creature); +8 vs. AC 
Hit: 2d6 + 4 damage, and the target is immobilized ~ave ends). 

+ Ghoulish Bite. At-W111 
Anock: Melee 1 (one Immobilized, restrained. stunned, or uncon' 

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

Skills Stealth +9 
5tr14 (+3) De. 19(+5) 
(on 15 (+31-) _._"",,,,10 (+1) 

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

Alignme nt chaotic evil Languages Common 

Carrion Crawler Scuttler (C) levell Skirmisher 
L.ug., ab"rrJnt b.d\! XP 1')0 

HP 51; Bloodied 25 
AC 17, Fortitude 16, Refle.H, Will 1S 
Speed 8, climb 8 (spider climb) 
STANDARD ACTIONS 

<D Bite. At·WIII 

Initiative +5 
Perception +3 

Oarkvision 

Attodr: Melee 1 (one creature); +8 lIS. AC 
Hit: ld8 + 6 damage, or 2d8 + 6 against a dazed t .. rgeL 

Tentacles. At-Will 
Attock: Melee 2 (one creature): +6 lIS. Fortitude, or +8 liS. Forti­

tude against a prone ta rget 
HIt: The target is dazed (!WIve ends). The carrion crawler shifts up 
to Its speed, pulling the target with It. 

'¢m",.!4111! •• • 
+ Unseliling 5<.uttk t ·WIII 

£!feer: The carrion crawler shifts up to Its speed. It can move 
Ihrough enemy spaCeli and climb during the shift.. Each time 
the carrion crawler enters an enemy space for the first time 
during this movement, It makes the follOWing attack against that 
enemy . 
Attock: Melee 0; +6 lIS. Reflex 
Hit: The target falls prone. 

Str 18 (+6) De. 13 (+3) 
Con 15 +4 Int 2.~-~1,-__ 
Alignment unaligned La nguages -

Wls 12(+3) 
Cha 14(+4) 



Tactics 
The ghouls that have been trapped in this chamber for 
so long were once ducrgar. but decades of slowly dying 
of hunger and thirst have left them with nothing but 
a supernatural need to eat. These ghouls arc driven 
by pure hunger, and arc almost zombielikc in their 
unthinking desi re 10 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 swa rm the heroes first so they can 
step in and attac k whUe 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 ravenous ghoul!i are not "0 

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. 

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

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

The cllaracter!i' !ight sources, if Hlly. 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 , a llowing it to provide 
pa rtia l cover. 

Treasure 
A character who !iucceed" on a DC 13 Perception check 
to search the area finds a chest under one of the beds. 
The chest is locked and can be opened with a DC 13 
Thievery check or wid1 a DC 19 Strength check. 

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

Development 
Whcn 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 l)C 13 Arcana 
check to determine that the ghouls were created by the 
decaying stasis field resulting rrom the Time Trap. l.rthe 
Arcana check is 19 or higher. a character can discern 
that the party's appearance must be causing the stasis 
field ofthe Time Trap ritual to more quickly corrode. 

W hen the heroes leave this chamber, they find that 
the stasis created by the ritual has raded 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 fo r the heroes to surmise that 
their continued exploration or the monastery will fu r· 
ther weaken the spell placed upon the building. 
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SESSION 12: 
MEDITATION 
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 meditaUon chamber is now open. The heroes have a 
chance to explore that chamber, as well as the stairwelJ 
beyond, and uncover a way to proceed further in their 
search for the arrow oft-Ime. 

The Meditation Room 
This room was once a place orpeacc and tranquil· 
ity where the dwarves could spend their days seeking 
enlightenment.Judging from its current state. however. 
it was the site of a dead ly batt le. Read: 

As you enter this meditation chamber. you aTC startled to see 
several duersar near the back of the room. You quickly real­
ize that they are nor aboul 10 join battle. however, because the 
monsters arefrozen intil1le, unaffected by the ravaSes oflhe 
IUSI sixty years. 

There is another pulse of masicai enersy, and the scene 
before you tral15forms. The IlUman wizard from the prel'ious 
visionstill1ds before his companions as thouSI! lecturln,9. 

~lhave prepared a ritual that will allow us [0 5ubdue 
Acrherimos and Ihe duersaT. When it IriBBers, it will lay an 
enchantment over much-thoush not all- of the monastery 
and the caves below. It willJreeze in time everythin,9 caushl 
in it. Our enemies will not ase or die, but neither will they be 
able fa affect the world around them." 

When the vision fade!';, the heroes discover that their 
presence has disrupted a portion of the ritua l that 
froze the duergar in place. They are now releascd­
and rt:ady to attack the herQC<s. Go to Opening in the 
Trap, page 51. 

The Stairs 
Once the heroes have released the sleeping quarters 
and meditation room from ihe hold ohhe Time Trap 
ri tual. they arc free to pass through the magical bar­
rier that previously ba rred entrance to the stairs. The 
stone steps descend down to rough-hewn areas morc 
like natural caves. Aga in, therc is a pulse of magic that 
prm'idcs the heroes with a vision. 

The din8Y stairs waver and are replaced by a well-lit stair· 
well, headins down into the caves. AI Ihe top of the stairs, an 
imase of a livins Salazar Vladistone claps 'lis cladrin com· 
panion on the shoulder. 

"Go.~ Vladistonc says. ~ l will stay behind and occupy 
the dra80n. ~ 

The eladrin knisht frowns and shakes his head. "That is 
Silicide, and YOIl know it." 

Vladistone shru,9s and unsheathes his sword. ~Perhaps. 
11 has beel! too Ions since f saw my Oldiryra. Take the others 
and,gel out before Tomas's time trap is sprllns. By the time 
Actherimos is done with me, it wi/! be 100 late Jar dIe monster 
to escape." 

"At least take the arrow oJtime wilh you, then," says the 
eladrill. "Perhaps with it, YOIl can find a way to survive." 

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

More important. knOWing how Vladistonc died gives 
the adventurers another chance to consider how they 
wa nt to use the arrow of time- to destroy Vladistonc, or 
to try to bargain with him. The heroes should now real­
ize that the arrow oJtime can be used to alter the course 
of history. If Ac therimos sti ll lies suspended by magic 
in the caves below the monastery, the a rrow could be 
used to slay the dragon in the past, sett ing off a chain 
of cvents that would result in Vladistone never having 
been killed by the dragon, and thus nevcr haVing 
become a bitter ghost of the Nentir Vale. The party 
must now descend into the cavcs under the monastery. 
rccover the arrow of time, and defeat Aclherimos. 



OPENING IN THE TRAP 
Encounter Level 2 (700 XP) 

Setup 
2 duergar guards (G) 
2 duergar scouts (5) 

In the med itation chamber of the monastery. the magi ­
cal pulse disturbs a section ofthe Time Trap set by 
Tomas Alderson sixty years ago. FOUT ducrgar. all of 
whom have no concept of how much time has passed. 
arc released. 

Whe n the heroes have secn the vision in the medi­
tation chamber, read: 

As the vision fades (lnd is replaced once more by fh e dingy. 
lon8-untouched monastery. somethil1g moves ahead of YOII. 
The duergar, which were frozen in time before rile vision 
played out, rtow move around and staBBer a bit. They look 
briej1y di soriented, but then quickly turn toward yOIl. weap­
ons allhe ready. 

Features of the Area 
I1luminaHon: 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 stalUe portion of the ahar is blocking terrain . The 
rest of the altar is difncult ter rain. A dwarf(othcr than 
a duergar) gai ns a +1 bonus to attack rolls and da mage 
roll s while on or adjacent to the altar. 

Rubble: Some of the cei ling of the cavern has col­
lapsed here. creating difficult terrain. 

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

Tactics 
The duerga r are brutal and savage. For them, no time 
has passed since the SiJver Company was in the monas­
tery. The heroes before them might look difTerent. but 
they are invaders nonetheless. 

Guards: The guards are aggressive warriors that 
move lip and engage the heroes face to face. Each gua rd 
t ries to lock down a different hero. 

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

Treasure 
A character who succeeds on a DC 19 Perception check 
to search the area finds a cache in the altar. For discov· 
ering the cache. the party gains an additional 250 XP at 
the end orthe session . Roll once on the Treasure Table 
10 determine what the heroes find. 

1 Duergar Guards (G) Level 4 Soldier 
M •• hum '><JlUra1 hw" .. nmd dWdrl XP 1/~ ~,l(h 

HP 58: Bloodied 29 
AC 20, Fortitude 17, Reflex 15, Will 15 
Speed 5 
Resist 5 flre, 5 polson 
STANDARD ACTIONS 

CD Wamammer (weapon) . At·Will 
Attock: Melee 1 (one creature); +9 vs. AC 
Hit: ld10 + 6 damage. 

Initiative +6 
Perce ption +4 

Darkvislon 

Effect; The ducrgar guard marks the larget until the end of the 

target's next turn. 
MINOR AniONS 

Infernal "~etifire) • Recha!:!!, !3HDl 
Effect: Until the stan of the guard 's next turn, Its melee attacks 

de;r.14 extra fire damage, and If an enemy adjacent to the guard 
moves, the guard can shift 1 square as an Immediate reaction. 

@ lnfem<lIQuills (poison) . En<ounter 
Attock: Ranged 3 (one creature); +9 vs. AC 
Hit: ld8 + 3 damage, and the larget takes a -2 penalty to attack 

rolb and ongoing 5 !!Olson damage (save ends both). 

Skills Dungeoneerlng -+:9 
SIr 14 (+4) Dex 15 (+4) Wis 15 (+4) 

Con 18 (+61 Int 10 (+2) Cha 8 <:ill 
Alignment evil languages Common, Deep Speech, Dwarven 
Equipment chalnmail , warhammer 

2 Duergar Scouts (5) Level 4 Lurker 
M .. d,um nalural hUllllnOld dW,ltf XP 17" "Jch 

HP 48: Bloodied 24 
AC 18, Fortitude 18, Reflex 16, Will 16 
Speed 5 
Resist S fi re. 5 polson 
TnAIl'> 
S .... dowAttaclt 

In1tlatlve +8 
Perception +9 

Darkvision 

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

STANOAlW ACTIONS 

(J) Warham'!!li!r(weapofJ) . At·WIII 
Attock: Melee 1 (one creature): +9 vs. AC 
Hit: 1d1 0 + 4 dama~. 

@ CrossOOw {weapon). At·WUI 
Auock: Ranged 20 (one creature); +9 vs. AC 
Hit: ld8 + 5 damage. 

Underdark Sneak. At-Will 
Effect: The scout becomes Invisible until the end oflu next turn or 

until it hits or misses with an attack. 
MINOR ACTIONS 

® tmem<ll Quills (polson) . Encounter 
Attock: Ranged 3 (one creature); +9 vs. AC 
Hit; l d8 + 4 damage, and the target takes a -2 penalty to attack 

rolls and ongoing 5 e£lson damage (save ends bo!!!h. 
Skllts Dungeoneering +9. Stealth +9 
Str 13 (+3) Oex1 5(+4) Wis14(+4) 
Con 18 (+6) Int1 0(+2) Cha8.f!] 
Alignment evil languages Common, Deep Speech, Dwarven 
Equipment chainman, warhammer, crossbow 

Development 
With the enemies in this chamber dispatched , the 
heroes can continue their exploration of the upstairs 
area. Only whell they have completed it should Ihey 
descend to the caves below the monaster),. 
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SESSION 13: 
THE ARROW 
OF TIME 
Descending into the caves beneat h the monastery, the 
heroes sec more s igns of time distortion that must be 
the result oCthe Time Trap ritual performed by the 
Silver Company. Read: 

The stairs lead down into the roush-hewn rock of a natural 
cave system. Deep in the mountain here, the chill of winter 
srips the caves. Ice dill8s to the walls and j1oor, makins parts 
ofrhe arcalrmclterous merely to walk 'hrou8h. 

Cave-In Level 3 Elite Hazard 
OhJel t XP 600 

Detect Perception DC 15 
HP -
AC -, Fortitude -, Reflex - . WUI -

Inltlatrve see multiple turns 

Immune damage. forced movement, all conditions 
TRA ITS 

Mu~~~T.~mo~ __ ~~ .. 
The cave-in hazard acts three times, on lnltlatlve 20, 15, and 10. 
The h;n;ard takes a hJrn on each of those Initiative count5. On an 
initiative count of 15, the cave-In uses chokinB dust. 

Unstable Tenaln 
Creatures can enter the space of the cave-in, but the squares are 
diffICul t 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 prone. 

STANDARD ACTIONS 

AtlOId!. • At-Will 
Effixt: 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 0 (all creatures In the corresponding space); +7 vs. 

Reflex 
Hit: ldl0 + 5 damage. and the target Is slowed (save ends). 

First Failed SavinB Throw: The target is restrained (save ends) 
MINOR ACTlON~ 

Choking Dust . At·WIII (l/roundi.see multiple turns) 
Attack: Close burst special (a ll creatures in the entire cave-In or 

within 2 squares of it); +7 vs. Fortitude 
Hit: ld6 + 3 damage, and ongOing 5 damage (save ends). If the 

target already has ongoing damage, that damage increases by 5. 
COUNTERMEASURES 

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

square. 
• Struggle: Endurance or AcrobatiCS DC 13. Success; The charac· 
ler 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 character adjacent to him or her can make a saving 
throw against ongoing damage. 
• Predict: Dungeoneerlng DC 13. Success; The character and his 
Of' her allies gain a +2 bonus to all defenses until the end of the 
next turn of the characte r 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, lhey 
see decades-old bloodstains, still slick a nd dripping. As 
the heroes pass by each of these places, a magical pulse 
releases the scene from its lime stasis. 

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

Movillfllhrou8'llhe under8round caverns beneath the mon­
astery, you come to tl massive open room. This dlamber 
seems empty atfirst, hut as you pass throu8" it,you notice 
rocks, pebbles, and vertical lines of dirt "an8in8 ill the air. The 
realization dawns on you that the debris remains suspended 
in (he air because some (remor must have knocked it loosejust 
before the Time Trap WtlS IriwcretJ. 

Al lhis point. the pul se of magiC triggered by the 
characters' presence undoes the Time Trap. This 
event places the heroes in the middle of a danger­
ous ha7Alrd-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 
Acthcrimos is imprisoned in the Tune Trap rinlal, tlle cave­
In ceases, and they have a few moments to recover. Read: 

The icy dlamber allead holds the nrea! earthquake drason, 
Actherimos, and several of his duertlar supplicanlS. all sus­
pended in time by the Time :rrap. The ma8ie lioldina them 
ill time seems (0 befadin8. It looks as thou8hyou have afew 
minutes to rest before the ritual wears off entirely. The s!iahtest 
disturbance to the room could speed up the dro8on's release. 



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 morc hastily. The creatures in the room camlOt 
be hurt until the ritual ends. 

The arrow of time is clutched in the hand oflhe 
corpse of Via di s tone. next to Actherimos. Remind the 
heroes. if necessary. that their objective is to obtain the 
arrow. They can then choose either 10 kill Actherimos 
with it (once the dragon has one·quarter or fewer ofils 
hit points remaining), or offer it to Sa lazar Vladistone. 

When the ritual ends. go to Slaying the Slayer, 
page 54. 

Treasure 
A character who succeeds on a DC 13 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 sUTl'h'ed the devastation. 

For discol'e ring the skeleton , the party gains an addi­
tiona I 250 XP at the end of the session. Roll once on the 
Trcasu re Table to determine what the heroes find. 

Concluding the Adventure 
I f the heroes usc the arrow of time, they return to Ham­
merfast to find that the inhabitants have no idea that 
anything strange has t ranspired . Thanks to the arrow of 
time, the citizens havc no knowledge of Via dis tone, the 
Phantom Brigade. or any of the events the heroes have 
experienced during the adventure. Fa ldyra retains her 
full memory of both the original timeline and what has 
t ranspired in this one-a result of her study of the arrow 
aftime and her skill with arcane magic. 

[fthe heroes give Salaza r Vladistone the arrow of 
time. he is !rlle to his word. He returns to Inverness 
with the relic. The tower allows h im to enter it a nd 
return the a rrow, at which paint , it d isappears and 
allows him to see h is wife aga in. 

Although the Nentir Vale has been sparcd the rav­
ages orthe Phantom Brigade. a worse threat looms 0 11 

the horizon, in the form of the Abyssal plague. You 
can read more about the Abyssal plague in a series 
of DUNGEONS & DRAGONS novels beginn ing with The 
'Iemple of Yellow Skulls by Don BassingthwaHe. 

The next scason of DUNGEONS & DRAGONS 
ENCOUNTERS starts next week, but you can always keep 
the adventu re alive. Check out other products that 
explore the Nenti r Vale, includ ing Hammerfast™, the 
DUflseofl Master's KiITM. and A'lollsler Vault™: Threats to 
lite Nelltir Valent (availabJe June 201 1). 
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SLAYING THE SLAYER 
En counter Level 2 or 3 (702 or 1,002 XP) 

Setup 
8 ducrga r thugs (T) 
Acthe rimos (A) 
Sa lazar Vladistone (see "Events in Battlc") 

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

1'011 witness the same pulse of masie you've seen before. and 
widl thai, the room bursts into aClivil)'. The elrason and tile 
duersar seem disoriented for a second. but rally quicldyand 
prepare for battle. 

As AClhcrimos wheels aboul, you can see the mallsled 
corpseofSalcu.ar Vladistonc beside it Clutched ill the corpse's 
halld is the arrow oj time. 

Tactics 
The dragon is confident and content to let the duergar 
do his dirty work. 

Ducrgar Thugs: The lhugs are selfless soldiers 
devoted to Actherimos. They hurl themselves recklessly 
toward the heroes, heedless of damage. 

Acthe rimos: Actherimos thinks it only appropri­
ate that his supplicants cha rge rorward and Interpose 
themselves between him and the heroes. The dragon 
hangs back while he builds up his aura. 

Salazar Vladistone: lrSalazar joins the nght (sec 
"' Events In Uattle"), he focuses on taking duwn lhe char· 
acter who has the arrow oJtimc. If that character ra lls 
unconscious, he takes the arrow and leaves lhe heroes 
to their fate. 

8 Oucrgar Thugs (T) level 4 Minion Brute 
M •• loumn,lTur"lhumdn",d XI' 11\~(h 

HP 1; a missed a ttack never damages a minion. 
AC 16, Fortitude 17, RenH.1 S, Will 14 

' ..... ' 
Resist S fire,S poison 
S'IINDAlW Ac flDN~ 
(j) w __ ... -wm 

Attack: Melee 1 (one creature); +9 vs. AC 

Hit: 8 damaxe. 

® Infernal Quills (p.oison) • Enc:ounter 
Attock: Ranged 3 (one creature); +9 vs. AC 

Initiative +4 
Perception +-4 

Darkvlslon 

HI t: 6 damage, and ongOing 2 poison damage (save ends). 
Str 14 (+4) 0e.1S (+4) Wis 15 (+4) 
Con 18(+6) Int 0 + CIY8.{+]l 
Alignment evil langu~ges Common, Deep Speech, Dwarven 
Equipment chalnmail , warhammer 

ActhE'rimos (A) Level 4 Elite Soldier 
I .• rg' ,I, m('n,,,1 mdg.t,,1 h, "" ,.u,h d. ,,!:,,t1J XP l',() 

HP 118: BIQOdied 59 
AC 20, Fortitude 17, Reflex 16, Will 14 
Speed 8 (earth walk), burrow 4, fly 4 

Savinr Throws +2; Acrlon Points 1 

o Quilking Earth. Aur. 1 

InIHad~ +7 

Perception +5 
Darkvlsion, 

tremorsense 10 

When any enemy In the aura uses an auack power that does n-ot 
Include the dragon as a targe t, that enemy falls prone and takes 

S damage. 
STIINOAIW AUIO NS 

CD Bhe . At-Will 
Attack: Melee 2 (one creature); +9 lIS. AC 

Hit: 2d8 + 3 damage. 
G) Claw . At-Will 

Attack: Melee 2 (one creature): +9 vs. AC 

HIt; 1d6 + 4 damage. 
+ Double At tack. At-Will 

Effect: The dragon uses bite and claw or uses dow twice. 

+ Earthen ~ • Redurge [!} 
Attoclr: Melee 2 (one creature); +7 vs. RefielC 
Hit: 1d1 0 + 6 damage, and tke target Is restrained (save ends), 
FrFl"t Foiled Soiling Throw: The target ls Instead petrified (save 

ends). 
M I~OR A( TlONS 

< .. Rlstng Tremors. Recharge at tIM! start Qf any turn when quolrins 
wrth is aura 1 
Effect: Quaking earth upands to aura 3. AI the start of the drag. 
on's nut turn, quolring oorth expands to aura 5. At the start of Its 
following tu rn, the dragon makes the follOWing attack. 

Attoclr (No Action): Close burst 5 (enemies In burst); +8 liS. Reflex 
Hit: 2d8 + 4 damage, and the target ralls prone and cannot stand 

up (save ends). 
Effect: Quaking earth aura reverts to Its original s tate and size 
(aura 1). 

TR I ({'!KluA(TI[)N~ 

Sudden Quake. At-WII 
Trl894!r. The dragon Is pulled, pushed, slid, or knocked prone. 
Effect (free Action): Each e~ In the dragon's aura falls prone. 

SlF 17(+5) Du:16 (+S) Wis1 6(+5j 
ConI9 {!§) Int 15~ CJu 13 (+3) 
Alignment unaligned Languaces Common, Draconic, 

Primordial 

Events in Battle 
Severa l key events happen during the battle that help to 
determine the outcome of the adventure. 

When a hero takes the arrow oj time- from the corpse's 
hand, or when Actherimos becomes bloodied read: 

Salazar Vladistone appears at the entrance to the cave_ His 
eyes have a haunted look. His saze fixes on the arrow before 
he turns to aU of you. 

~ I remcmber now," he says. ~How much I wanted to see 
my Oldivya. I kllow what you illtend to do with the arrow, 
and 1 ask you-please do nOI send me back. I could not bear to 
return to thai time and be without her 0aain: 

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 



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. 

If the characters promise to give Vlad istone the 
arrow. he joins in the flght against Actherimos. lfthe 
characters renege on their offer or flatly refuse to give 
him the arrow. he joins the fight against them. 

When Actherimos is reduced to 29 hit points or 
fewer, read: 

The draBon's movemellts Brow slower as your attacks add up. 
The wounds all the creature's body seem 10 have rendered it 
vulnerable to a sllOt with the arrow of time. 

The character who has the arrow can now choose to 
nrc it at the dragon as a free action. Even if the initial 
attack might have slain the dragon outright. the arrow 
strikes first, hilting automatically. 

If a hero fires the arrow at Actherimos, read: 

The arrow speeds toward the dra8on, slrikill8 il ill the chest. 
The whole chamber li8h1s up for a momellt, alld a second 
later. all that's left of Actherimos L~ (lusty bones tha t look 
decades old. 

Salazar Vladi slone's face is twisted, 110t in anBer but in 
sadness. As his spectral visa8e fades, you hear him whisper. 

"' j ust wanted to see my Oldivya.~ 

The arrow ends the dragon's lifc just before Actherimos 
would have slain Vladistone. As a result . Vlarlistone 
survived ill the past and was forced to rejoin his com­
panions and live out the rest of his life in misery. 

Features of the Area 
Illumination: As with the rest of the interior orthe 

monastery, th is area is dark. It is lit only by the heroes' 
ligh t sources. 

Frozen Pool: A creature that enters one ofthcse 
squares must make a DC 13 Acrobatics check. On a 
failure, it faUs prone. 

Icy Rock: These squares a re bloc king terrain, 
though a character can climb atop the rock with a 
DC 13 Athletics check. 

Icy StaJagmites: These squares can provide 
partial cover. 

Shattered Ice: These squa res are difficult terrain. 

Salazar Vladistone Level 3 Elite Soldier 
Medlllill ~h"d"w IlUlllJnold lundead) hum.ln XP 300 

HP 67; Bloodied 33 
AC 19. Fortitude 16, Reflex 13, Will 14 
Speed 6, pha~ing 
Immune disease. poison 
Saving Throws +2; Action Points 1 
TRAITS 

o Dr. Into Death + Aura 

Initiative +4 
Pen::eptlon +1 

DilrkvisJon 

Any e nemy that starts Its [urn adjilcent to Vladlstone Is slowed 
until the start of its next turn. 

~bstant~1 
Vladistone takes only half damage from any damage source, 
except force d'!.mage. 

STANDARD AniONS 

CD Spectnl L~d weaP:2~,"I~.~At"".W~'~. ______ '" 
Attock: Melee 1 (one creature): +8 vs. AC 
HIt: 1d8 + 6 damage. 
Effe,t: Until the end of VIa dis tone'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. 

@ Se!:SU'al Cr0S5bow..J_~n) . At·WIII 
Attock: Ranged 10 (one creature); +8 vs. AC 

Hit: ld6 + 5 da~~~g~.,!. ~t.:=,;:==;:::;;====::::1 + ~tr.d fl!ID_+ At·WlD 
Effect: Vladlstone uses speclror ionssword twice but must target a 
differenl creature with each attack. 

+ Ven~ance-Drfven Fu!:)' {~R!ID)~~ .... m:C:~·. ~Ill;::"'::=::J 
Atlor/c Close burst 1 (enemies In t~ burst); +8 vs. AC 
Hit: 1d8 + 6 damage. 
Miss: Half damage. 
Effect: The target falls p.~~':-"':7' __ 

SldUs Hl$tory +8, Intimidate +11 
SIr 19 (+5) Dex 13 (+2) Wb 11 (+1) 
Con -1§.0-~ Int 10 +1 Cha 16 +4 
Alignment evil languages Common 
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DUNOEGNS§,~.!. 

OLD SOLDIERS 

NEVER 
DIE 

What begins as a simple expedition 10 settle a new \illagc 
in the ruins of the mysterious Castle lnverness sets off a 
chain of events that could threaten e\'eI')T thing being from 
Winterhaven to HammerfasL ~ot e'\'1!l')"UJK" in the Nentir 

Vale is happy to see ci\ilizatioo brought to lnvcrness, 

particularly the ghost of Salazar \ ladistone. who commands 

the spccuallegion called the Phantom Brigade. 

j\Jarclt of the Phalllom Bnsade is an a<h--enturedesigned for the 

D UNGEONS & DRAGOXS EXCOLC\I£aST1iI official play program. 
It includes information the Dungeon ).1aster needs to run 

the adventure. 13 ready-to-play encounters (each intended 
for one session of play). and fu1I-coloc foldout banle maps 
depict ing the V-Mious encounter locations... 
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