



QUORCRAFT WARFORGED BARBARIAN CR 

4

(RAGING)

Male personality warforged barbarian 4 

CN Medium construct 

Init +1; Senses Listen +0, Spot +0 

Languages none 

AC 16, touch 9, fl at-footed 15; uncanny dodge (+1 Dex, +7 armor, –2 raging) 

hp 51 (4 HD) 

Immune construct immunities ( MM 307) Fort +4, Ref +2, Will +3 

Speed 40 ft. (8 squares)

Melee 2 slams +9 each (1d8+5)

Space 5 ft.; Reach 5 ft. 

Base Atk +4; Grp +9 

Atk Options rage 2/day (3 rounds)

Abilities Str 20, Dex 13, Con —, Int —, Wis 11, Cha 1

SQ construct traits, fast movement, trap sense +1

Feats Mithral BodyB 

 Quorcraft 

Skills Jump +7, Listen +0, Spot +0 

 warforged 

Advancement by character class

 barbarian

When not raging, the quorcraft warforged barbarian has the following changed statistics:

FW

AC 18, touch 11, fl at-footed 17 

SV Will +1

Melee 2 slams +7 each (1d8+3)

Grp +7
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Abilities Str 16 

W

Skills Jump +5

arforged Scorpion

 Eight metal legs move with timed precision, supporting a segmented body The secrets behind the creation of the warforged go back made to look like a scorpion. Two long arms end in razor-sharp pincers, ENC

nearly forty thousand years to the war between the giants while a barbed tail waves overhead, dripping a caustic slime. 

and the quori. During that confl ict, the quori created WARFORGED SCORPION

O

prototypical warforged, crafting a host of constructs CR 

6

U

that bear a resemblance to modern warforged but are Usually NE Large construct 

N

distinctly different. 

Init +3; Senses darkvision 60 ft., low-light vision; Listen TER



Some of these quorcraft warforged still lurk today in 

+0, Spot +0 

the deepest recesses of the continent. Left to guard some Languages Common, Drow, Giant (can’t speak) S

forgotten outpost or wandering without purpose, these AC 22, touch 12, fl at-footed 19 

constructs are a danger to those who encounter them. All (–1 size, +3 Dex, +10 natural) 

who are not quori are enemies to the quorcraft, and they hp 85 (10 HD); DR 5/adamantine 

attack without mercy or compassion. 

Immune construct immunities ( MM 307) This example uses a 4th-level warforged barbarian Resist acid 10, cold 10, electricity 10, fi re 10, sonic 10 

as the base creature. 

Fort +3, Ref +6, Will +5 

Speed 40 ft. (8 squares)

CREATING A 

Melee 2 claws +12 each (1d8+6) and 

QUORCRAFT WARFORGED



sting  +7 (1d6+3 plus 1d6 acid)

“Quorcraft” is an inherited template that can be added Space 10 ft.; Reach 5 ft. 

to any warforged (referred to hereafter as the base Base Atk +7; Grp +17 

creature). The quorcraft template can be applied only Atk Options Improved Bull Rush, Improved Overrun, during creation. 

Improved Sunder, Power Attack 



A quorcraft warforged uses all the base creature’s Special Actions acid spray 

statistics and special abilities except as noted here. 

Abilities Str 22, Dex 17, Con —, Int 4, Wis 14, Cha 1 

Alignment: As the base creature, but any good or SQ construct traits 

evil component changes to neutral. 

Feats Improved Bull Rush, Improved Overrun, Improved Size and Type: The base creature’s size does not change. 

Sunder, Power Attack 

It gains the construct type. The traits of the construct type Skills Climb +10, Hide +4, Listen +0, Move Silently +7, override the base creature’s living construct traits. 

Spot +0 

Armor Class: The armor bonus granted by the base Advancement 11–18 HD (Large); 19–30 HD (Huge) creature’s composite plating (or by a feat or ability that Acid Spray (Su) 30-foot cone from the tip of the warforged improves or replaces its composite plating) improves scorpion’s stinger, 1/day, damage 8d6 acid, Reflex DC 

by 2. 

15 half. 

Hit Dice: The base creature’s Hit Dice do not 

 Warforged 

change, but it loses any Constitution modifier to its hit 

 scorpion

points and gains bonus hit points dependent upon its size ( MM 307). 

Full Attack: As a full attack, a quorcraft warforged can make two slam attacks at the base creature’s full base attack bonus. 

Damage: Increase the damage dealt by the base creature’s slam attack as if the creature were two sizes larger ( MM 291). 

Abilities: A quorcraft warforged has Wisdom 11 

and Charisma 1. As a construct, a quorcraft warforged has no Intelligence or Constitution score. 

Feats: A quorcraft warforged loses all the base FW

creature’s feats, including weapon and armor pro-ficiencies. Any warforged racial feats possessed by the base creature become bonus feats. 

Skills: A quorcraft warforged loses all the base creature’s skills and gains no new skills. 

Organization: Solitary or team (2–5). 

Env ironment: Usua l ly same as 

base creature. 

Advancement: By character class. 

Level Adjustment: —

Challenge Rating: Same as base 

creature. 
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A warforged scorpion that uses its acid spray Today, a small group of drow maintains the secret of cannot deal acid damage with its sting until its acid spray creating these powerful constructs and have a number ability is usable again. 

of warforged scorpions in their service. However, the majority of warforged scorpions are now free-willed, S

Before the fall of the giants, clans of renegade drow learned wandering the jungles since the demise of their original the secrets of creating constructs in the ruined creation masters in ages past. These construct predators hunt the ERT

forges the quori left behind. In these forges they built the unwary, sometimes responding to the remnants of their N

first warforged scorpions in homage to their god Vulkoor. 

original instructions in unexpected ways. 

U



Warforged  scorpions understand Common, Drow, O

STRATEGIES AND TACTICS

and Giant but cannot speak. They communicate with their With programmed cunning, warforged scorpions always masters through crude gestures and tail motions. 

ENC

attempt to sneak up on their prey. Once combat begins, they Environment: Warforged scorpions can be found methodically attack any creatures within reach, trusting in in any part of Xen’drik. Their construct immunities their armor and damage reduction to carry them through allow them to travel through the most inhospitable and even the toughest encounters. They are intelligent enough to unlikely terrain. 

use their sting attack against lightly armored foes, and avoid 

 

Typical Physical Characteristics: A warforged scor-using their acid spray unless the situation grows desperate. 

pion is approximately 10 feet long, with a tail that curves Under most circumstances, they fi ght until destroyed. 

some 6 feet overhead. It stands 4 feet above the ground and weighs 4,000 pounds. From a distance or in shadow, a war-SAMPLE ENCOUNTERS

forged scorpion resembles a Large monstrous scorpion. 

More recently created warforged scorpions might be Alignment: Though a construct, a warforged scor-found in proximity to the drow masters they serve. How-pion has a rudimentary intelligence. Most warforged ever, their programmed role as lone hunters means that scorpions reflect the neutral evil ethos of their hunter-these constructs are almost always encountered alone. 

killer origin, but a few that have wandered Xen’drik for Guardian (EL 6): A warforged scorpion prowls the millennia have adopted a more lawful or chaotic bent. 

ancient frontier of a drow clanhold, a thousand years after the enclave of its creators was swallowed by the jungle. 

TYPICAL TREASURE

Warforged scorpions carry and collect no treasure, though ECOLOGY

they sometimes protect sites and relics of the ancient drow. 

As the civilization of the giants collapsed in the aftermath of the war against the quori, the drow deployed warforged Y

scorpions against their renegade elf kin and their giant uan-Ti Wretchling

masters alike. Sent into battle as fast as they could be This creature might have once been human, but leathery green scales now constructed, the warforged scorpions were instrumental mark its exposed skin. Its hair is falling out in clumps, and its eyes bear in allowing the drow to establish a foothold of control in slitted yellow irises. As it opens its mouth, the creature reveals an uneven Xen’drik as the empire of the giants fell. 

 row of misshapen yellow fangs. 

YUAN-TI WRETCHLING CR 

1

Usually CE Medium aberration 

WARFORGED SCORPION LORE

Init +3; Senses darkvision 60 ft., scent; Listen +3, Spot +3

Languages Draconic 

Characters with ranks in Knowledge (arcana) can learn more about warforged scorpions. W hen a charAC 14, touch 13, fl at-footed 11 

acter makes a skill check, the following lore is revealed, (+3 Dex, +1 natural) 

including information from lower DCs. 

hp 5 (1 HD) 

Fort +1, Ref +3, Will +2; +4 against poison Knowledge (Arcana)

Speed 30 ft. (6 squares)

DC Result 

Melee bite +3 (1d6+3 plus poison)

16 

Warforged scorpions are predatory constructs that wander Space 5 ft.; Reach 5 ft. 

Xen’drik. This result reveals all construct traits. 

Base Atk +0; Grp +2 

21 

Warforged scorpions are millennia-old survivors of Atk Options poison 1/day (DC 11, 1d4 Con/1d4 Con) Xen’drik’s ancient wars. Their original instructions Abilities Str 14, Dex 17, Con 12, Int 4, Wis 11, Cha 10 

forgotten, they now hunt and destroy any creatures SQ poison resistance 

they meet. 

Feats Alertness, Weapon FinesseB 

26 

Though most warforged scorpions date from the quori–

Skills Listen +3, Spot +3 

giant confl ict, these constructs were created by the drow Advancement 2–4 HD (Medium); 5–6 HD (Large) as a weapon against the giants and the elves. The drow of Poison (Ex) A yuan-ti wretchling can deliver a poisonour Xen’drik create new warforged scorpions even today. 

bite once per day. 

31 

The warforged scorpions that have wandered Xen’drik Poison Resistance (Ex) Constant exposure to its poisonous since ancient times actually have a degree of free will. 

saliva grants a yuan-ti wretchling a +4 racial bonus on saving throws against poison. 

86
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In their desire to transform the creatures around them into snakelike servitors, the yuan-ti of Xen’drik have long captured explorers and drow to experiment on. Most experiments to date have resulted either in death or in the creation of a yuan-ti wretchling. 

STRATEGIES AND TACTICS

Wretchlings are the expendable shock troops of the yuan-ti. They are not smart enough to use tactics, following their masters’ orders until dead. Left to its own devices, a wretchling simply attacks the creature closest to it, using its poison bite at the fi rst opportunity. 

SAMPLE ENCOUNTERS

Because of their relative weakness in combat, yuan-ti wretchlings are almost always deployed in groups of two or more. 

 Clutch 

(EL 

2–5): A small squad of two to fi ve 

wretchlings is often sent against a single target, typically an enemy party’s combat leader or spellcaster. 

Even if they are overpowered, the wretchlings’ 

assault disrupts the foe’s actions for a few rounds, allowing the yuan-ti who ordered the attack to prepare a strategy or escape. 

Mass (EL 6–15): This larger unit might contain six to twenty wretchlings. It typically defends a strategic position or gauges an enemy’s defensive strength by making a direct frontal assault. 

ECOLOGY

Wretchlings have a long and terrible history. The evil yuan-ti of Xen’drik have sought for ages to perfect their 

 Yuan-ti wretchling 

techniques of transformation. Once they accomplish this goal, they intend to conquer all Eberron. For now, the growing legions of wretchlings stand as sorrowful testa-ment to the madness of their masters. 



For the most part, the lives of wretchlings are merci-fully short. Their deaths simply provide incentive for con-YUAN-TI WRETCHLING LORE

tinued experimentation. Wretchlings possess only limited intelligence and are completely devoted to their yuan-ti Characters with ranks in Knowledge (dungeoneering) can learn more about yuan-ti wretchlings. When a char-masters. They speak a guttural pidgin version of Draconic acter makes a skill check, the following lore is revealed, that few creatures other than yuan-ti can understand. 

including information from lower DCs. 

 Environment: 

Like their yuan-ti masters, wretch-

lings haunt Xen’drik’s warm forests. They are often Knowledge (Dungeoneering)

found in or around areas where dream serpents are DC Result 

plentiful, under orders to turn any would-be hunters 11 

This pathetic creature is a wretchling, an aberration into the hunted. 

native to Xen’drik’s warm forests. This result reveals 

 

Typical Physical Characteristics: Though humanoid all aberration traits. 

in general appearance, a wretchling’s aberrant nature is 16 

The wretchlings are the servants and expendable shock apparent even at a distance. The creatures’ pathetic troops of the yuan-ti, but they are not born of that appearance inspires as much pity as disgust, and explor-loathsome race. Rather, they are the result of hideous ers who understand the true nature of their origins have experiments by which the yuan-ti seek to turn humanoid little compunction against ending their lives. 

creatures into snakelike servants. This result reveals Alignment: The uncontrolled urge to kill marks basic information about the yuan-ti. 

most wretchlings as chaotic evil. However, the process of 21 

Yuan-ti wretchlings obey the orders of their masters transformation is far from perfect, and individual wretch-without question. When ordered to attack, they fi ght lings might lack the bloodlust of their kin. 

to the death. A wretchling has a poison bite that TYPICAL TREASURE

weakens its victim, but it can use its poison only once per day. 

Wretchlings do not carry or store treasure of any kind. 

Their yuan-ti masters know that they are too ineffective to guard anything of value. 

87
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Some traps are automatically reset, while others must be ENCOUNTER TRAPS reset manually. 

Destruction: This provides statistics for physical The ancient traps of Xen’drik are far more diabolical than attacks against an area of the trap. Each area has an Armor S

those presented in the  Dungeon Master’s Guide. Such traps behave Class, hit points, and in some cases a hardness. If one attack more like encounters with monsters, acting in initiative area is destroyed, that area becomes safe from attack, but ERT

order as they attempt to incapacitate or destroy the intruders the remainder of the trap continues to function normally. 

N

who trigger them. Some contain large moving parts (such as An individual attack area can be targeted from within the U

crushing blocks, rolling boulders, or spinning blades), while area or from an adjacent square. Some traps have a central O

others rely on spells or hazardous substances (including location that disables the entire trap if destroyed. 

burning jets of oil, bolts of lightning, or acidic gases). 

Disarm: This section of the trap’s description pro-ENC

vides a DC or DCs for disabling part of the trap. Each USING ENCOUNTER TRAPS

Disable Device check disables only a single attack area, Like normal traps, encounter traps have a trigger that allowing the others to continue to function normally causes the trap to activate. Once set in motion, these (although some traps have a central location that disarms traps run for a set time (usually a few minutes) or until the entire trap on a successful check). Unlike standard defeated. The trap activates on its initiative count, allow-Disable Device checks, which take 2d4 rounds to complete, ing the PCs to act while it resets. 

using Disable Device on an individual attack area takes For more information about the elements of a trap, only a single round per attempt. A Disable Device check see  DMG 68–70. 

against a central disarm location takes 1d4 rounds. 



Each encounter trap entry contains a number of Dispel: Magic traps can be dispelled through use of components. 

 dispel magic or similar effects. This part of the trap’s descrip-Description: This describes how the trap functions, tion gives the DC for any caster level checks (typically 11 + 

including what area it effects and how it deals damage. 

the caster level of the spellcaster who placed the spell). Typi-This section also describes the specific trigger and gen-cally a single casting of  dispel magic affects only a single attack eral layout of the room containing the trap. These room area, but some traps have a central location that shuts down and trigger descriptions can be easily changed to suit a the entire trap if successfully dispelled. An area  dispel magic specific encounter. 

affects only one attack area, but its caster can make caster Search: This gives the Search DC to locate the level checks against each area until the spell succeeds. 

trap. Such a check can locate the trigger and (if the DC 

is exceeded by 10 or more) the specifi c area from which SAMPLE ENCOUNTER TRAPS

one of the attacks might originate, allowing the trap to The following encounter traps are typical of those still be disarmed before it is sprung. 

operating in the ruins of Xen’drik. 

Type: A mechanical trap uses objects or hazardous substances to attack those who enter its area. A magic trap SPEAR GAUNTLET TRAP CR 

2

creates its effects using a spell or magic item. 

Description A 40-foot-by-40-foot room with two entrances. 

Trigger: The means by which the trap is activated is usu-Just inside one entrance is a pressure plate that activates ally a location or touch trigger (a pressure plate to be stepped the trap. Once the trap is activated, a spear shoots up from on, a specifi c object to be touched, and so on). Magic traps each 5-foot square of the fl oor every round. (Each spear often have detection triggers, activating when an intruder is emerges from a slightly different spot each round, so that detected through such spells as  alarm or  true seeing. Some traps creatures cannot simply stand between the spears.) trigger only after a preset time has expired, such as a trap that Search DC 17; Type mechanical 

activates 1 minute after the door to the room is opened. 

Trigger location;  Init +1 

Initiative: This modifi er functions as a character’s Effect Melee +4 spear (1d8+1/×3) (each square each round) initiative modifi er does. When a trap is sprung, the PCs, (includes +2 Atk upgrade)

the trap, and any creatures that happen to be in the area Duration 5 rounds 

all roll for initiative, with the trap’s effects acting in Destruction AC 12, hardness 5, 10 hp (each square) order in the combat round. Traps that trigger especially Disarm Disable Device DC 17 (each square); Disable Device quickly can get a surprise round. PCs can detect the trig-DC 19 (disadvantage: central disarm, located on the wall gering of such traps with a Spot or Listen check. 

opposite the pressure plate)

Effect: This section describes the specifics of the trap’s attack, including bonus on attack rolls, damage, IDIOCY TRAP CR 

4

save DC and type, and the area affected by each indi-Description A 20-foot-radius round room with an entrance vidual attack. Encounter traps make a number of attacks on one side and a secret door on the other (Search DC 

each round, usually one per 5-foot square. Each attack 20). In the center of the room is a smooth black pillar should be rolled separately unless the area affected by an on which rests a glass brain. When anyone approaches individual attack affects multiple targets. Traps that use within 10 feet of the pillar or the secret door, black ten-spells function in much the same way, with each square drils rise from each 5-foot square of the floor and grope affected by the spell each round. 

blindly at creatures in the room. Anyone touched by a Duration: This portion of the description notes how tendril is affected by a  touch of idiocy spell. 

long the trap functions before it must be triggered again. 

Search DC 19; Type magic

88
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Trigger proximity ( alarm); Init +2 

PETRIFICATION TRAP CR 

12

Effect  Touch of idiocy ( PH 294) against each target in the room Description A 40-foot-by-40-foot room with one entrance on each round (+6 melee touch; includes +2 Atk upgrade). 

each side. The fl oor of this room is a checkerboard of 5-foot While the effects of subsequent attacks do not stack, white and black squares containing a number of lifelike higher penalties replace existing penalties. The penal-statues (all drow). Stepping into this room activates the trap, ENC

ties last for 30 minutes. Duration 7 rounds causing a spellcasting glyph in each square without a statue to cast  flesh to stone against a single target in that square. 

O

Destruction each tendril AC 14, 10 hp; glass brain AC 16, 18 

Search DC 27; Type magic 

U

hp (disadvantage: destroying this disarms the entire trap) N

Disarm Disable Device DC 27 (per tendril) Trigger spell ( alarm); Init +6 

TER

Dispel DC 14 (per tendril)

Effect  flesh to stone (DC 19;  PH 232), one target per square Duration 15 rounds 

S

FLAME JET TRAP CR 

8

Destruction AC 22, 30 hp (per glyph)

Description A 30-foot-wide, 60-foot-long room with one Disarm Disable Device DC 31 (per glyph) entrance in a short side. Touching a golden idol on the Dispel DC 22 (per glyph)

wall opposite the door causes the door to slam and lock (Open Lock DC 25). Two jets of fl ame issue from the side DESIGNING ENCOUNTER TRAPS

walls 1 round later, repeating each round on the trap’s Designing an encounter trap is much like creating a mon-initiative. Each jet is 5 feet wide and 30 feet long. Each ster. This section provides general guidelines, but the side wall has twelve nozzles, one per 5-foot section. One designer must carefully judge the effect of an encounter nozzle on each side activates each round (roll 1d12 for trap and compare it to others to ensure that it is appropri-each wall, rerolling duplicate results). 

ate for the assigned Challenge Rating. 

Search DC 23; Type mechanical 



After visualizing the trap’s effect and drawing a Trigger touch; Init +4 

simple map of the area, the fi rst task is to decide the target Effect Alchemical fl ame (8d6 fi re), Refl ex DC 18 half (each Challenge Rating for the trap. The CR dictates many of affected section)

the values in the trap’s stat block, including Search and Duration 11 rounds 

Disable Device DCs, the trap’s initiative modifier, the Destruction AC 18, hardness 5, 10 hp (each nozzle) duration of the effect, and how the trap attacks. 

Disarm Disable Device DC 23 (each nozzle)

 A spear gauntlet trap in action
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ENCOUNTER TR APS

 

 

Base 

Upgrades (pick one)

Type 

S



Mechanical or magic

Detection 

ERT



Search DC 

15 + CR 

20 + CR

N

Trigger

U



Location, detection, proximity, touch, or timed O

Initiative modifier 





+ 1/2 CR 

+CR

ENC

Effect



Melee attacks 

Atk +CR, average damage CR

2×.5 

+2 Atk or +CR average damage



Elemental effects 

Average damage CR

3×.5, save DC 10 + CR 

+2 save DC or +CR average damage



Spell attack 

Average damage CR

3×.5, 

+2 save DC or +CR average damage





save DC 10 + (spell level ×1.5)



Spell effect 

Spell level = CR/2, 

+2 save DC or cumulative spell effect





save DC 10 + (spell level ×1.5)

Duration



Typical time 

3 rounds + 1 round per CR 

+4 rounds

Disarm



Destruction (location) 

AC 10 + CR; hp CR ×2.5 or item stats 

+2 AC, +CR avg hp, or +CR hardness



Destruction (whole trap) 

AC 10 + (CR ×1.5); hp CR ×4.5 —



Disarming (location) 

Mechanical DC 15 + CR; 

+2 DC





Magic DC 25 + spell level



Disarming (whole trap) 

Mechanical DC 15 + (CR ×2); 

—





Magic DC 25 + spell level



Dispelling 

Spell DC 11 + CL 

+2 DC

Disadvantages (pick one):

1. One central disarm location shuts down the trap 4. Each attack targets an area greater than 5 ft. by 5 ft. 

2.  One central destruction location shuts down the trap 5. Search and Disarm DCs are lower by 5; 

save DC is lower by 2

6. Trap does not attack every space in room each round 3. One central dispel attempt can shut down the trap 7. Trap does not reset

Advantages (pick one instead of an upgrade): 1. Trap springs quickly granting a surprise round attack; Spot or Listen check (DC 15 + CR) allows action 2. When dispelled, the trap shuts down for only 1d4 rounds (magic traps only) 3. Each Disable Device check takes twice as long as normal For traps that rely on a spell effect that does not disarm values. Magic traps also have a dispel value for deal damage (or where damage is a secondary effect), the each individual attack area. 

Challenge Rating is generally double the spell’s level. 



After determining all the base values for the trap, After deciding the basics of the trap, determine the decide whether to give it an upgrade (as listed on the table) type of attack it makes. For most traps, this is some sort or advantage. For each upgrade or advantage chosen, of melee attack. Traps that rely on hazardous substances the trap must have an equal number of disadvantages. 

(such as burning oil or freezing liquid) use the elemental Advantages and disadvantages are described in the table. 

effects entry on the following table. 

Upgrades and advantages make the trap more deadly or Determine the trap’s specific attack statistics using more diffi cult to detect, disable, or destroy. Disadvan-the formulas presented on the table. After fi nding the tages give the trap a central disarm, destruction, or dispel average damage for the trap, assign appropriate dice to location, or make it attack a larger area from a single the effect. To determine the average damage of any given source (allowing a larger area to be protected by an attack die, divide the die’s maximum roll by 2 and add 1/2. For or Disable Device check). 

example, a CR 2 melee attack trap deals average damage of 5 points (CR × 2.5), so it should use a d8 (average damage CLASSIC TRAP: 

4.5). These values apply to the individual attacks made THE ALPHABET TRAP (CR 5)

to every square in the trap’s attack area (which should The f loor of a 5-foot-wide corridor is divided into encompass the entire room). 

1-foot tiles, each marked with a letter of the alphabet. 



Each encounter trap also has destruction and disarm A string of tiles, usually spelling out a word, forms values for each square in the trap’s attack area. Only traps a solid pathway that easily supports the weight of an with certain disadvantages have central destruction and adventurer. The others, however, collapse under heav y 90
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weight, revealing nasty spikes, scorpions, snakes, or merely a long fall. 



Each incorrect tile collapses under 100 pounds of weight, making it safe for many Small or smaller characters to cross. The weight limit also renders most methods of testing (such as poking tiles with a staff) useless. In the classic version of this trap, stepping on an incorrect tile triggers the collapse of that tile and the tiles around it, dumping the unfortunate adventurer down a deep hole. With a successful DC 20 Reflex save, a falling character can catch himself on the edge of a solid tile. He can hang there until rescued by his companions or pull himself up with a successful DC 

20 Strength check. On a failed save, he falls 50 feet into a rocky pit, taking 5d6 points of damage. Scaling the pit walls requires a successful DC 25 Climb check. 



Sometimes trap designers add colonies of vermin or small animals to the pit. See the Swarm Pit entry (page 65) for more information. A variation on this trap instead places poisoned spikes under each collapsing tile. Spikes make a single melee attack. 



Safe tiles are usually staggered so that adventurers must jump from tile to tile. A jumper must succeed on a DC 10 Balance check upon landing on a safe tile to avoid skidding forward onto the next (possibly unsafe) tile. 



In some instances, giants constructed alphabet traps to thwart giant intruders. These traps are much wider (at least 10 feet across, and sometimes 20 feet or more), and 

 Explorers work desperately to free themselves 

have tiles 5 feet on a side. Each incorrect tile still col-

 from a crusher trap

lapses under 100 or more pounds of pressure. Medium or smaller creatures that leap from tile to tile need not make Balance checks to avoid skidding off. 



This trap can be circumvented but not disabled. A on a single wall can use the aid another action; a suc-clue to the proper way to proceed is usually somewhere cessful DC 10 Strength check grants the character being nearby, in an inscription or engraving. In a former aided a +2 bonus. A successful check keeps the wall from throne room, this might read, “Only those who know to advancing that round. 

whom they pay their respects may proceed.” For a tomb, Alternatively, a thin object (such as a dagger) jammed the correct tiles might spell out the name of the interred. 

into the crevice between a moving wall and the adjacent In a temple, the correct sequence would likely spell out stationary  wall  grants  a  +2  bonus  on  Strength  checks the name of a deity. 

made to hold that wall back. (Multiple objects don’t grant This trap does not reset. 

a higher bonus.) 

Search DC 20; Type mechanical 



Usua lly a crusher trap room is at least 40 feet across, Trigger touch (false tile)

giving the characters a few rounds to react. Smaller Effect 5d6 falling or melee attack +5 (spikes, 1d4 piercing rooms are deadlier (PCs have less time to deal with the plus poison [Medium monstrous spider venom, DC 12, trap), while larger rooms allow more leeway. Consider 1d4 Str/1d4 Str]). 

adjusting the Challenge Rating up or down by 1 for signifi cantly smaller or larger rooms. 

CLASSIC TRAP: 



Characters caught between the meeting walls are THE CRUSHER (CR 8)

pinned and take 8d6 points of bludgeoning damage per Two opposite walls of a room inexorably slide toward each round they remain pinned. Trapped PCs can still attempt other, pinning and crushing any occupants. A cleverly Open Lock checks on the doors, albeit at a –4 penalty. 

hidden pressure plate in the center of the room triggers Once the trap has been triggered, the pressure plate the trap. PCs can attempt to disarm the pressure plate if on the fl oor does nothing to halt it. PCs wishing to disable they spot it, or they can simply step around it. 

the trap must fi nd a hidden shut-off switch, one of which Once the trap activates, both doors leading out of the is hidden at the base of each door (Search DC 30). 

room slam shut and lock. Three complicated locks (each Search DC 30; Type mechanical 

requiring a separate DC 30 Open Lock check) seal each Trigger touch (pressure plate); Init +5 

door. Each round on their initiative count, the walls slide Effect 8d6 bludgeoning damage to pinned creatures 5 feet closer to each other. 

Duration 10 minutes 



Characters can try to hold the walls back; doing Destruction AC 10, hardness 5, 20 hp (each door); break so requires a standard action and a successful DC 25 

DC 23 

Strength check. Multiple PCs who combine their efforts Disarm DC 35 (pressure plate)
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Corrash stared in horror. By the 

Host! He had arrived just in the 

nick of time. Perhaps he could 

yet save the adept from a grisly fate. 

But just then, the clouds parted 

before Olarune, and the 

screaming started. . . . 
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CHAPTER FOUR

AD

VE

NT

ADVENTURES 

U

RES IN

X

IN XEN’DRIK

EN' 

D

RIK

layer characters represent the bravest and most treasure hunter, part scholar. One such explorer is Ulina dogged explorers, willing to go to extreme 

Pyranim, a Morgrave University researcher who has spent Plengths to reach their goals. Such explorers  much of her young life studying the lost giant civilization seek fantastic sites such as those described 

and its wonders. 

in Chapter 2, but those sites must provide 



Recently, Ulina learned of the location of a titanic adventure worthy of a party’s mettle. 

statue deep in the southern jungles of Xen’drik. Despite Xen’drik is a continent of mystery. Its secrets are the distance, she hopes to visit the site and discover its well hidden, its ruins towering, and its treasures rare secrets.  A lthough  the  university  sees  little  chance  of and astounding. Although the adventures in this chap-turning a profit on this expedition, Ulina has wangled ter cover a range of plots and settings, all contain some enough funding to get herself to Stormreach. She now element of the wonder Xen’drik inspires. When design-seeks an escort. 

ing adventures, always keep the lure of the unknown in mind. PCs should experience adventures on the mysteri-Hooks

ous continent unlike any they have had before. 

The simplest way to involve the PCs is to have Ulina approach them about the expedition, offering them U

equal shares of any antiquities recovered and a stipend to sing Adventure 

cover their basic expenses. Other ideas include rumors F

of greater treasure hidden in the area, or a reward for RAMEWORKS

the fi rst group to reach the fabled monument. In such Each of the outlines presented in this chapter provides a cases, Ulina makes herself known to the party, offering framework that a DM can adapt to craft a complete adven-to throw in with the expedition. 

ture for his or her game. Each entry contains a number of components that fl esh out the scenario. 

Sites



Each entry also includes a suggested level band. Low-The Colossal Monument site (page 29) is the prime level adventures are best for characters up to 6th level. 

choice for this adventure, but another could be adapted Mid-level adventures are intended for characters of 7th to fi t by simply adding a large monument or its remains to 12th level. Characters of 13th to 20th level can take on to an appropriate area of the map. 

high-level adventures, while epic-level adventures challenge those rare PCs above 20th level. 

Adventure

Hooks: This component suggests ways to draw PCs After a long journey during which Ulina constantly into the adventure, then presents a number of plot points badgers the PCs with scholarly chat, the group fi nally that connect to one of the adventure sites in Chapter 2: arrives at the gigantic statue. On investigating the site, Adventure Sites. 

the PCs learn that a small group of relatively civilized Sites: This component suggests appropriate sites for giants calls the place home. Ulina engages the giants in each adventure. 

conversation and learns that the PCs will not be allowed Adventure: This outlines the action of the adven-to approach the statue without fi rst proving their worth. 

ture. It contains several scenes, which offer suggestions This leads the party to perform various small tasks or side for encounters of varying levels. DMs can select the best adventures in the area, after which PCs can explore the encounters for their individual games. 

statue and return to the safety of Stormreach. 

Rewards: This component appropriate rewards for 1. Long Journey: After preparing for the journey, successfully completing the adventure. 

the party departs by House Lyrandar airship. The jour-Development:  Suggestions for follow-up adventures ney takes almost a week, during which time the PCs must or further encounters with key NPCs are presented here. 

endure Ulina’s scholarly discourses. 

 Suggested Encounters: The journey involves little peril ACADEMIC ERRAND

aside from a few fl ying menaces—stirges ( MM 236), giant Low-Level to Mid-Level 

bees ( MM  284), or perhaps a chimera or two ( MM  34) for Many of the explorers who venture to Xen’drik are part a mid-level group. 
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2. The Statue and the Giants: When the airship have conducted themselves appropriately, the giants give finally arrives at the site, its crew sets the party down them golden amulets as tokens of their noble spirit; the IKR

some distance away, the captain fearful of any linger-party can then enter the base of the statue and learn its D

ing power the titanic statue might possess. A s they secrets. If the PCs commit violence when completing the N' 

approach, the PCs fi nd the site relatively free of danger tasks, the giants demand that they leave and attack if the E

aside from a group of stone giants encamped nearby. 

PCs refuse. 

X

N

The giants present a combat challenge well beyond Suggested Encounters: For the second task, a brown or black I

the party’s level, so the PCs must deal with them in bear ( MM 269) is appropriate for low-level PCs, while a SE

some another way. Observation reveals the giants to be dire bear ( MM 63) might be needed to challenge a mid-R

civilized to an extent and relatively nonviolent. Ulina level party. 

U

recommends talking with them but defers to the PCs if NT

they insist otherwise. 

Rewards

VE

 Suggested Encounters: The stone giants ( MM 124) are Any number of secrets could be hidden in the base of peaceful, spending their days paying homage to their the gigantic statue, including maps to other giant sites, AD

monumental deity, but they will fi ght back if attacked. 

ancient arcane formulas or artifact spells (see page 143), If the party discovers them during their exploration, and rare treasures. The stone giants let the PCs leave with the giants call on the PCs to halt so that they might talk. 

such relics only if they have proven their worth. 

They do not attack, but neither do they allow the party to approach the statue without fi rst proving its worth. 

Development

The only tactic that spells certain doom for the PCs is Ancient lore found at the site could easily lead the party an assault–the giants far outmatch their capabilities. 

to new sites worthy of exploration. The stone giants 3. The Giants’ Test: The stone giants set a number themselves might become a source of future adventures, of tasks by which the PCs can prove their peaceful inten-sending word to the PCs if in need of help, or providing tions. Ulina takes extensive notes and offers suggestions further information and Xen’drik lore. 

throughout these trials, but does not otherwise assist (other than speaking Giant if a translator is needed). 

CITY OF GOLD

The 

fi rst trial is to collect a day’s worth of suitable Any Level

food. The giants do not eat meat, so this must consist of Whispered rumors in dark taverns and the ranting of fruits, nuts, and other edible plants. This assignment fevered fortune-hunters speak of a fabled city of gold tests the PCs’ survival skills and knowledge of the flora hidden deep in the jungle. Charlatans and confidence of Xen’drik. 

tricksters in Stormreach and beyond sell maps that sup-The second task is to drive off a bear that has been posedly lead to the city, but explorers who claim to have harassing the giants, whose peaceful ways prevent them found it typically have little to show for their journey and from killing it. 

refuse to talk about their experiences. 



Finally, the PCs must retrieve a single leaf from the The city does exist, but it is a dangerous place, haunted top of the tallest nearby tree without the use of magic. Cut-by the spirits of the giants who died there centuries ago in ting the tree down would be abhorrent to the giants. 

a storm of dragonfi re. They linger on, made powerful Once these tasks have been completed, the giants by dark magic and hateful of trespassers. Explorers who meet in council and discuss the group’s merit. If the PCs find the city fi nd wealth beyond compare, but they cannot LOCATION, LOCATION, LOCATION

Each of these adventure frameworks suggests one or more enormous statue or a sealed tomb. Simply add these sites that make the best setting for the action. A DM can features to an appropriate area of the chosen site. 

easily adapt another site to fit better or to replace a site 

•  Merge sites. Many of the adventure sites presented in that has already been used. Here are some tips. 

Chapter 2 are parts of larger settlements for the DM 

to flesh out. To save time, simply combine sites into 

•  Change the environment.  By making all the trees one larger area. The waterways near the Primitive coniferous and moving the site to a mountainside, a Camp site might flow only a short distance to the steaming jungle can easily become the edge of a vast frozen banks of the Fog Lake site. The Forsaken City site tundra or a mountain retreat. Replacing trees and water might be above the Honeycomb Caverns, opening up with rifts or plateaus can turn a jungle site into a desert additional opportunities for adventure. 

setting with little change to its effect on the scenario. 

•  Change the scale.  Some adventure sites are designed 

•  Add new features or alter existing ones.  Adding a with Medium creatures in mind, while others are laid beach or water’s edge to any site instantly makes it a out for giants or larger creatures. Altering the scale coastal area. Add structures to a map to turn a site of a site (for example, changing the Primitive Camp into a drow camp, a giant enclave, or a monster den. 

site into one sized for giants) makes it suitable for use Some adventures call for specifi c features, such as an with different scenarios. 

94
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 Giant-size wraiths guard 

 the City of Gold

MC

bring back much of that wealth in their frantic fl ight Locating the city requires the PCs to fi nd a number from the dangerous ruins. 

of way markers. Each hidden marker points to the next, with the last one leading to the city itself. Once there, Hooks

the PCs face further challenges, including an unnatural Few adventurers can resist rumors of a city made entirely shroud of shadow that has hidden the city’s location and of gold. Perhaps the PCs fi nd clues leading to the location the undead that linger within it. 

of the city, or a wealthy sponsor might fund a race to the 1. Markers and Marauders: Hidden way markers site, with a reward for the fi rst group to return with proof point to the lost city. Finding the fi rst marker could be and a reliable map. 

a small side trek, or a previous adventure might have put Other motivations for the party might include res-the location into the PCs’ hands. 

cuing a failed expedition from the ruins, returning a Finding the city requires the group to locate two cursed artifact to the lost city, or venturing there to learn more markers, but even following the trail is a dangerous the cause of a malady that affl icts a friend. 

undertaking. 

 Suggested Encounters:  Depending  on  the  PCs’  level,  a Sites

number of dire animals ( MM 62), monstrous vermin ( MM

This adventure can occur in a number of different sites 284), or dream serpents (page 76) make their lairs in the with only simple modifications. The Forsaken City (page area of the fi rst marker. The second marker is in drow 36) and Ziggurat Ruins (page 48) sites both make fi ne territory, and the dark elves do not tolerate intruders. See choices for this adventure. Simply alter the structures page 68 of this book for suggested drow encounters. 

in those areas (walls, floors, doors, and ceilings) to be The 

fi nal marker is the campsite of another group covered with easy-to-loot gold. 

of adventurers bent on plundering the city of gold. This group (see page 54 for suggested members) is in the employ Adventure

of a rich Stormreach merchant who seeks to enhance his A lthough their reasons for making the journey vary, fortune. Although they make friendly overtures, the trea-adventurers traveling to the city of gold face similar chal-sure hunters are under orders to attack any rival explorers lenges. Aside from the traditional dangers of the jungle, at the fi rst convenient moment. 

the group faces the threat of other explorers who seek the 2. The Empty City: Following the last marker city. Unscrupulous NPCs take extreme measures to be brings the PCs to the outskirts of the famed city of the fi rst (or only) group to fi nd it. 

gold. A lthough the city’s buildings are indeed covered 95
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with gold plating, much of the precious metal has the party must flee the city. They might be able to keep melted and warped as though subjected to great heat. 

some treasure but must abandon anything that slows IKR

A n unnatural shadow shrouds the city and seems to their escape. 

D

amplify its dreadful silence, though it does not hinder N' 

vision or exploration. 

Rewards

E



The city’s riches seem completely unguarded. 

Any treasure the party claims should be valuable enough X

N

During their exploration, the PCs uncover crude murals to make up for the risk entailed in fi nding the cursed city I

that depict the city’s history, including the dragon fire and the narrow escape from it. 

SE

that destroyed it. Strangely, the story does not end R

with that cataclysmic event; the murals show the ages Development

U

of the ruined city beyond that point. With a success-Finding the city could lead to future adventures, perhaps NT

ful DC 20 Spot check, characters notice odd, ghostly as simple as going back for more treasure. The party VE

images within the murals. Moments after this discov-might have to deal again with the rival explorers and their ery, a strange blue glow begins to fill the site, f licker-merchant employer, who seeks revenge. Other adventur-AD

ing like ref lected f lames, and the unnatural shadow ers might seek the PCs out to learn the location of the city grows darker. 

(extracting the information by force if necessary). 

3. Dead Guardians: The shroud of the city deepens If the party has been resourceful enough to claim a to full darkness (treat as night no matter what the time signifi cant amount of treasure from the city, items taken of day). The spirits of the giants who died here emerge to from the it might carry a powerful curse (see the Curses hunt any who dare trespass on their eternal home. Undead of Xen’drik sidebar below). The group must undergo a horrors drag themselves out of the ground, emerge from challenging quest to undo the effects of the curse. 

sealed buildings, or coalesce from the air. 

 Suggested Encounters: Depending on the party’s level, THE CREATION FORGE

the city’s undead guardians could take on many forms, Mid-Level to High-Level

from simple skeletons and zombies at low levels ( MM 225 

The perpetual destruction and re-forming of Dal Quor, and 265), to spectres ( MM 232), mummies ( MM 190), and the Region of Dreams, means that the quori who infest wraiths ( MM 258) for high-level PCs. Many elf slaves also present-day Eberron know nothing of the history of their died in this place, and their restless spirits present just forebears who invaded Xen’drik forty thousand years ago. 

as potent a threat as the undead giants. 

Nonetheless, the Dreaming Dark discovered long ago The PCs should be able to fi ght off the fi rst few that the quori in Xen’drik built the fi rst creation forges, attacks, but each challenge is harder than the last, with and it has sent a number of expeditions into the interior the undead showing no sign of relenting. In the end, in search of such sites over the years. Many factions do CURSES OF XEN’DRIK

Old magic and angry spirits suffuse Xen’drik, hidden in its animals toward this PC by one step. If a creature is unexplored reaches and waiting for unfortunates to stumble already hostile, it attacks this character in preference across them. Characters who meddle with such forces might to any others. 

end up with a taint or curse that sticks with them until they 

• The 

character’s belongings begin to disappear, one can set matters straight. Here are some examples of the types by one: small things at first, but eventually major of curses faced by unwary Xen’drik explorers. The means to pieces of equipment. No one witnesses these odd remove a curse might be an adventure in itself. 

disappearances. Only when the curse is removed do the items return. 

•  A ghostly choir constantly follows the character, 

•  Bad weather follows the character everywhere. Within imposing a –10 penalty on Move Silently checks and a 1 mile of the character, increase the severity of the 

–5 penalty on Listen checks. 

weather ( DMG 94) by one step. 

•  The character’s size fl uctuates slightly. As a result, no 

• The 

character’s health becomes fragile. Any non-

piece of equipment quite fi ts. Increase all armor check lethal damage becomes lethal damage, and the cursed penalties by 2. Any weapon the character wields is treated character cannot stabilize without assistance if below 0 

as being one size category too large or too small. 

hit points. A cursed character who contracts a disease 

•  Anything the affl icted character carries seems to cannot heal it naturally. 

weigh more than it should. Decrease the character’s 

• 

For every week that passes, the character ages one year. 

carrying capacity by half. 

This supernatural aging does not grant any bonuses 

•  The character is suddenly allergic to either metal to mental attributes for reaching a new age category, or wood, and becomes fatigued while carrying items but the penalties to physical attributes still apply. 

made of that material. A critical hit from such a 

•  The character is an icon of bad luck. Three times per weapon causes the character to become exhausted. 

day, the cursed character must reroll any check or 

•  The character is surrounded by an unnerving aura attack roll and take the worse result. The DM decides of menace. Lower the starting attitude of NPCs and when these additional rolls must be made. 
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not want the quori to succeed in their quest, chief among blocking the way to the site. PCs with the means to f ly AD

them the leaders of House Cannith, who discovered or travel through the treetops can make up time lost in such forges before the Last War and wish to maintain a earlier encounters. Water hazards:  DMG 304. 

VE

monopoly on their secrets. 



The outpost itself poses the fi nal obstacle. As noted NT



Recent ly Vaslo d’Cannith, a high-level artificer of in that site’s entry, the strange magic surrounding it send U

the Fabricators Guild, came under a  psionic dominate effect false dreams of the outposts’s position. These dreams R

by a member of the Dreaming Dark. Vaslo has since suggest shortcuts that turn out to be dead ends, confusing ES

revealed the location of a ruined quori creation forge the party’s sense of direction. As an added threat, warI

and is leading a group of Inspired to the site. House forged scorpions (see page 85) prowl this area, looking N

X

Cannith has learned of this treachery and hopes to stop for prey. 

E

the group before the forge is breached. 

2. The Inspired: Assuming the characters do not N' 

lose too much time, they catch up before the Inspired D

R

Hooks

enter the creation forge. On reaching the quori outpost, IK

If any PCs belong to House Cannith or owe the house a the PCs must cross a large rift separating them from the favor, they are assigned to track down the Inspired and forge. Inspired guards on the other side use powerful prevent them from gaining access to the ancient quori psionics to assault characters attempting to close the gap. 

site. The PCs are told the location of the forge but not The rest of the Inspired group is positioned about the what they will fi nd there—only that stopping the Inspired tower while the leader of the group and Vaslo attempt to is important to House Cannith. 

open the main door high above. 



Alternatively, the PCs might have had dealings with Suggested Encounters: Once the PCs reach the tower, they the Inspired before, perhaps in the course of searching have only a few rounds before the door is breached. The for the  destiny arms (see the Destiny Arms sidebar on page Inspired group should present an appropriate challenge 101). Another explorer might approach the PCs with for the party. Use the Inspired telepath ( ECS  290) as a news that the Inspired have set out into the jungle again. 

starting point, adding levels of other psionic classes from He informs them that the group wanted to hire him as a Expanded Psionics Handbook  and  Complete Psionic as needed. 

guide to a dangerous site, and that the Inspired appear If the fi ght begins to turn against the Inspired, their to have a House Cannith slave with them. Although he leader orders Vaslo to attack the PCs (using infusions and turned down their offer, he did get a look at their map magic items appropriate to his level) while the rest flee. 

and saw where they were heading. 



If the PCs are successful, they now have an unsealed (though nonfunctional) creation forge to deal with, includ-Sites

ing the guardians left behind by House Cannith years The Quori Outpost site (page 44) is the only one suitable before. The party can choose to enter or reseal the door, for this adventure, though other sites can be combined leaving behind the dangers and the wonders within. 

with it. 

Rewards

Adventure

Knowledge of this place’s mere existence could be worth The PCs must race to catch the Inspired, who have a few a fortune to those interested in the history of Xen’drik or days’ head start. The party must get past a number of obsta-factions opposing the quori’s activities in Eberron. The cles, including a drow camp, a river that has overflowed its House Cannith expedition that originally discovered banks, and odd dreams that give false directions. 

the site might well have ignored any treasure or lore not Once they arrive at the quori ruins, the PCs must pertaining to the mission’s goals. 

deal with sentries left to guard the perimeter before fighting their way to the Spire of Creation, where they Development

face the Inspired. After defeating their enemies, the PCs If any of the Inspired survive, the PCs will have made overlook the creation forge itself. Will they enter, or will powerful enemies and might become targets for assas-they reseal the site without fi rst learning of the wonders sination. Exploring the creation forge earns the ire of and dangers that lurk within? 

House Cannith. To return to its good graces, characters 1. Obstacles: Chasing another party through the might have to perform further services and swear to keep jungle is no easy task. If they do not fi nd ways to catch up, the forge’s location a secret. 

the PCs might arrive too late to stop the Inspired from entering the creation forge. 

DREAM PRISON

 Suggested Encounters: On the third day of their jour-Mid-Level

ney, the PCs run into a drow scouting party (page 69) During their war against the quori, the giants hid away or a group of drow explorers (page 69). W hile not a many of their secrets in lairs guarded by devious traps. 

terrific challenge, this encounter suggests that other Many quori died seeking these lairs, and even to this day, drow are likely nearby. Do the PCs continue onward many secrets remain undiscovered and undisturbed. 

and risk facing an entire drow clan, or do they divert Several months ago, a neutral tsucora quori left their course to avoid the clan’s most likely location and its body in a secure location on Dal Quor and traveled thereby lose time? 

ethereally to Xen’drik. The tsucora had a partnership After dealing with the drow, the party comes upon a with another of its kind, and the two took turns visiting swollen river that has flooded an entire section of jungle, Eberron in ethereal form. The tsucora was searching 97
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 Vicious yuan-ti execute their fallen foes

for adventurers it could manipulate to its own ends. 

Sites

W hat it found instead was a cache of undiscovered Any remote location works for this adventure, although giant treasures. 

the Mountain Glacier (page 39) and the Forsaken City Elated,  the tsucora was seeking a way to recover the (page 36) sites are particularly suitable. 

treasure when it blundered into a forty-thousand-year-old trap. It struggled to escape, but to no avail. After Adventure

weeks of waiting, the second tsucora left its body to travel An explorer named Sela and her party recently entered to Xen’drik. Eventually it located its lost partner trapped the jungles of Xen’drik in search of fame and fortune. 

in the giants’  dream prison. 

A week ago, they camped for a night at the base of an The tsucora has learned that only a willing creature ugly stone statue. Since that time, strange dreams have can free its partner, and now it thinks it has found the plagued Sela, in which an angelic-looking human begs perfect “volunteers” to assist it. 

her to return to the statue and free him. 



Before Sela could decide her course of action, yuan-ti Hooks

ambushed her party, cutting down her companions and On their way to another location, or during a ramble fatally wounding her. She lies dying when the PCs arrive through Xen’drik, the PCs encounter the dead and dying on the scene but imparts a cryptic clue. 

survivors of an adventuring group, who tell them of their The free tsucora quori seeks aid from Sela (if she discovery. The PCs could also pass by the statue holding lives) or one of the PCs. The PCs might help the quori’s the imprisoned quori at some point during their travels trapped partner and gain valuable assistance in plunder-and investigate it out of curiosity. Alternatively, the free ing the treasure trove, or they might leave the prisoner tsucora could simply run into the PCs and decide they to its fate. 

would make excellent rescuers. 

1. Yuan-Ti Assault: When the PCs arrive, the yuan-If the PCs previously undertook the Lost Soul ti have just fi nished slaughtering the remains of Sela’s adventure (see page 108) and parted from Prokres on band. The PCs probably hear the battle well before they amicable terms, the death giant could contact them again stumble into it. 

and ask them to seek out the clouded shard, which lies in If the PCs approach the scene, they see the corpses the giants’ cache. See The Shard of Arcane Endowment of three humanoids—a male dwarf, a female shifter, sidebar on page 100 for more information on running and a male human—as well as two dead yuan-ti. Three that campaign arc. 

remaining yuan-ti chop the heads off the adventurers’ 
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corpses while a fourth prepares to deliver a coup de party might fi nd a conveniently placed  potion of eagle’s splendor AD

grace against a woman lying prone on the ground. The near the ruins or among Sela’s belongings. 

woman, Sela (N female human expert 2/fighter 2) is The tsucora knows that the chances of its partner VE

currently at –7 hit points and has taken 6 points of Con-being freed are slim should the PCs discover its true NT

stitution damage from the yuan-ti’s poisoned weapon. 

nature (especially if the party contains kalashtar), and so U

If saved, she has a 10% chance of stabilizing each round it goes to any lengths to deceive a character into willingly R

and must succeed on a DC 11 Fortitude save in 6 rounds accepting possession. However, if desperate, it might tell ES

or take another 1d6 points of Constitution damage (she the party the truth, pledging to return immediately to I

currently has a Constitution of 4 and a Fortitude save Dal Quor and offering future favors in addition to the N

X

bonus of +0). 

promised treasure. 

E



If she reaches –10 hit points or 0 Constitution, Sela If the PCs are unable or unwilling to free the trapped N' 

opens her eyes and whispers, “The statue . . . it lies in the quori, it lashes out with psionic attacks and its partner D

R

statue . . .” before dying. Anyone within 30 feet hears the flies into a rage. The free tsucora follows the party for the IK

cryptic whisper. 

next few days, sending characters  nightmares in their sleep The yuan-ti attacked Sela and her party for tres-and interfering with them as best it can. 

passing on their territory, and they do the same to the Suggested Encounters: A pair of tsucora quori ( ECS 296) PCs. If the party kills three of the yuan-ti, the fourth should make an adequate challenge for a mid-level party. 

tries to flee. 

If the PCs refuse to release the trapped quori and do not Suggested Encounters:  A yuan-ti scouting party (page 67) approach the statue, consider making the single free tsu-makes an appropriate challenge for mid-level PCs. For cora a pair of quori searching their lost compatriot. 

higher-level parties, use a yuan-ti cult (page 67). 

3. Lost Lair of the Giants: The trapped tsucora 2. The Statue Prison: Unseen by the party, the explored the giants’ lair before becoming ensnared by imprisoned tsucora’s partner hovers in the clearing, the  dream prison,  but the DM should decide how much it watching the battle with great interest. If Sela dies and the knows about the giants’ hidden lair. The free tsucora PCs do not return to the statue, the tsucora targets one of doesn’t enter the lair, as it fears a second, undiscovered them with a  dream spell each night. It appears as an angelic dream prison. It does not accompany the PCs, though it being who begs the character to return to the statue and keeps its end of the bargain and imparts to the party all set it free, promising great reward as it plays up its suf-the knowledge its partner has. This knowledge might fering. If the PCs bypass the combat entirely, the tsucora include the nature of any guardians left behind (see the notices their presence and follows them, since its previous suggested encounters section below) or the passwords best hope just expired at the hands of the yuan-ti. 

for any traps. If the lair contains encounter traps (see If Sela lives, she awakes alone in the wilds of Xen’drik page 88), the tsucora might have knowledge of central without her trusted companions. She asks the party to disarm locations. 

escort her back to a statue she passed along the trail. Sela Near the entrance to the lair, indigenous wildlife or willingly teams up with the PCs for a share of the great humanoid tribes might threaten the PCs. Deeper within, treasure the dream spirit promised her. She reveals what-deadly traps block the party’s access. The giants placed ever information she thinks will benefi t the party and construct or undead beyond those traps to guard their upholds her end of any bargains she makes. However, she treasures, and these guardians still wait to challenge doesn’t hesitate to save herself at the expense of others if any intruders. 

the situation demands it. 

 Suggested Encounters:  The yuan-ti from part 1 could The statue is actually a  dream prison (see the magic have a presence in this area, in areas 1, 2, and 4 of the item description on page 152), built centuries ago by the Forsaken City map. Alternatively, the Mountain Glacier giants. Trapped within the prison is the neutral tsucora site might hold a pair of frost salamanders ( MM II 107) or quori. When Sela or the PCs arrive at the statue (area 2 

a remorhaz ( MM 214). 

of the Mountain Glacier map, or area 1 of the Forsaken A trap should block access to the inner chambers of City map), the free tsucora waits until they camp and fall the giants’ lair. A giant alphabet trap (page 90) fits per-asleep. At that time, it sends a  dream  to Sela or any PC it fectly in area 8 of the Mountain Glacier map or area 9 of has been targeting. It continues to maintain the appear-the Forsaken City map (in a corridor before the actual ance of the angelic creature and explains what the PCs lab). The areas beyond the trap should contain undead or must do to free it (in reality, to free its partner). A willing construct guardians, such as a trio of wraiths ( MM 257), character of the same neutral alignment as the trapped a stone golem ( MM  137) designed to look like a frost or being must step into the stone statue’s embrace and be fire giant, a pair of boneclaws ( MM III 17), or a pair of web possessed by the imprisoned spirit, which will be in total golems ( MM III 74). 

control of the volunteer’s body. The angelic-looking 4. Reclamation: DMs wishing to add another tsucora swears to retain possession only long enough to dimension to this adventure might decide that the giants step out of the statue’s grasp and then share what it knows who originally built this lair are attempting to reclaim about the giants’ treasure cache nearby. 

it. The giants recognize the  dream prison, and if they spot If Sela is dead and there is no neutral character in the non giants near the trapped quori, they immediately try to party, change the quori’s alignment to match that of one or drive the intruders off with lethal force. In this scenario, more PCs. Because a volunteer must also have Charisma 17 

humanoid tribes in the area might either battle the giants for the tsucora quori to be able to leave the  dream prison, the or ally with them, perhaps serving as sentries. 
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 Suggested Encounters:  On the Mountain Glacier map, use Now an earthquake has opened the way to the  glaive of one frost giant ( MM 122) as a sentry around the  dream prison the darkest depths, along with Izzdelth’s bones. Will the PCs IKR

and set another in area 9. On the Forsaken City map, use one retrieve the powerful weapon, or will they join the giant D

fire giant ( MM 121) as a sentry and set another in area 6. 

in his tomb? 

N'E

Rewards

Hooks

X

N

The giant lair holds many ancient artifacts from the Age Riganalt Sarso, an unscrupulous but charming Morgrave I

of Giants. Suggestions include art objects (see the Art of scholar in Stormreach, recently came into possession of SE

Xen’drik sidebar, page 153), an  elixir of antiquity (page 152) a stone tablet purporting to reveal the location of the R

or an  ingot arcanum (page 152). 

glaive. He sees this as his chance to write himself into U

the history of the  destiny arms and to achieve the renown he NT

Development

feels he deserves. Riganalt is no adventurer, however, so VE

If the PCs have Sela with them, she keeps up her end of he turns to the PCs to help him achieve his goal. 

the bargain. However, once the group divides the trea-A lternatively, the PCs could be traveling past the AD

sure and parts ways, she might plot ways to steal the PCs’ 

glaive’s resting place when an earthquake opens an share of the loot for herself. She might even convince the entrance to the caverns. 

freed quori to help her hunt the party down. 



A lternatively, Sela and the quori could become Sites

intermittent allies for the party, offering occasional The Honeycomb Caverns site works best for this adven-information and aid. 

ture. A lternatively, the Quori Outpost can serve for a If this adventure appears as part of the Shard of scenario in which the quori entombed Izzdelth in one of A rcane Endowment campaign arc (see the sidebar their own abandoned bases for additional security. 

below), the clouded shard should appear in the final treasure chamber. PCs might also fi nd stone tablets or Adventure

ancient parchments that describe the Ritual of Binding The underground repository of the  glaive of the darkest depths somewhere in the giant lair. 

has been sealed up for millennia. Adventurers exploring its depths fi nd that ancient guardians remain, entombed GLAIVE OF THE DARKEST DEPTHS

since the Age of Giants. Earthquake aftershocks further Mid-Level to High-Level

hinder their progress. With skill and luck, the PCs fi nd The  glaive of the darkest depths is one of the  destiny arms (see the weapon they seek, only to learn that Izzdelth got here the item description on page 150), created by a power-first and is reluctant to part with his creation. 

ful jungle giant necromancer named Izzdelth. Izzdelth 1. The Entrance Revealed: A violent earthquake crafted the glaive for use against ethereal quori antago-opens the long-sealed entrance to the underground cham-nists, but it was lost during a pitched battle. Izzdelth bers. PCs in the area when the earthquake strikes must suspected that the quori had stolen the glaive and hidden succeed on a DC 15 Refl ex save or fall prone. Fissures open it away. After extensive research, he discovered the loca-in the earth, and every creature on the ground has a 25% 

tion of the glaive’s underground resting place and went chance to fall into one (Reflex DC 20 avoids). Anyone in search of it. He never returned. 

falling into a fissure takes 5d6 points of bludgeoning THE SHARD OF ARCANE ENDOWMENT

DMs wishing to create a campaign arc can tie three The 

fi rst two adventures assume that the PCs are adventures together, seeing the PCs ultimately repair the too weak to take on Prokres directly. By inserting other mythical  shard of arcane endowment (see page 154). 

side adventures between the three parts of the arc, the To use the adventures as the core of a campaign, DM can ensure that the party is strong enough to destroy begin with Lost Soul on page 108. Prokres the death Prokres in the fi nal adventure, Reforging (page 114). 

giant poses a formidable challenge even to a mid-level Prokres needs time to research the method of reforging party, and cautious PCs should attempt to parlay with the   shard of arcane endowment, allowing PCs ample time to the giant instead of fi ghting him. Even if the PCs flee grow in power. 

or break their deal with Prokres, they can still end up For a longer campaign, merge the two adventure arcs in the second stage of the campaign arc—Dream Prison detailed in this chapter. The  destiny arms campaign arc (see (page 97). 

the sidebar on the facing page) contains an adventure set in In Dream Prison, Prokres could contact the PCs for the Volcanic Fields site and one in the Mountain Glacier help in retrieving the clouded shard (he does not wish site, both of which are recommended for the Dream Prison to place himself at risk when he has expendable min-scenario. PCs investigating the  dream prison and the giant ions available). Alternatively, the PCs might learn that lair could stumble across the  staff of the magma falls or the  maul Prokres seeks the shard and try to retrieve it for them-of the glacial heights (both on page 151), thus setting them on selves to keep it from falling into the giant’s hands. 

the path to recovering all four of the  destiny arms. 
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damage under a grinding shower of rocks and debris. 

Any inhabitants scurry around trying to shore up build-AD

The earthquake lasts for 1 round. 

ings and stabilize rock formations. 



At the end of the earthquake, a hole gapes in the earth, Suggested Encounters:  If escorted, the PCs encounter VE

leading down into a network of tunnels or caverns. 

noncombat challenges, perhaps witnessing a cavern col-NT

 Suggested Encounters:  If this scenario uses the Honeycomb lapse that traps inhabitants. Freeing the trapped crea-U

Caverns map, the caverns might be inhabited by living tures requires a successful DC 20 Strength check within R

foes. A few minutes after the earthquake stops, a band of 3 rounds; otherwise, the rubble crushes them. The party ES

abeils ( MM II 22) emerges from the new opening to inves-could also encounter a hostile band of abeils or formians I

tigate. The abeils are not hostile, but they are territorial that dislike interlopers. Since the PCs have been granted N

X

and suspicious of the PCs’ presence. If the PCs mention safe passage, the hostile force follows and tries to goad E

that they are searching for the  glaive of the darkest depths,  they them into attacking fi rst. 

N' 

might be able to negotiate safe passage through the abeil If the inhabitants are hostile, the PCs must contend D

R

hive. In this case, a swarm of soldiers escorts the PCs with some of the colony’s forces. Noncombatants and many IK

through the caverns. If the PCs attack, the abeils defend soldiers are occupied with rescuing those trapped by the themselves with lethal force. If you do not use  Monster earthquake and evacuating dangerous sections, but hive Manual II,  replace the abeils with formians ( MM 108). 

guards or a hive task force (see page 61) threaten the party. 



The glaive’s guardians might be trapped or free If undead stalk this area, the PCs might encounter when the scenario starts. If they are free, the earthquake three to fi ve wights advanced to 8 HD each ( MM 255) or awakens them. Shortly after the earthquake, a pair of gray a pair of advanced megaraptor skeletons ( MM 227). 

render zombies ( MM 267) or a bodak ( MM 28) crawl forth  3. 

Quori 

Guardian: 

The quori lured Izzdelth here 

from the fi ssure. 

during the great war, using the  glaive of the darkest depths  as 2. The Caverns: If intelligent creatures inhabit bait. After descending into the caverns, the giant was this area and the PCs made peaceful contact, the party ambushed and killed. The quori sealed Izzdelth’s corpse is escorted through the caverns to Izzdelth’s tomb. PCs in with the glaive, which they could not destroy, then set who attacked or otherwise angered the inhabitants now a guardian before the tomb. Area 6 of the Honeycomb face the bulk of their forces. 

Caverns map makes an excellent tomb, with the guardian If no sentient races inhabit the caverns, then PCs outside the door. Area 9 of the Quori Outpost map is a might encounter entombed undead animated by the good tomb location, with the guardian in area 7. 

demise of Izzdelth. When the great necromancer died, The caverns’ inhabitants prefer to leave this section his power seeped into the surrounding area, animating sealed off. They do not assist the PCs in their efforts to the corpses of the fallen. 

overcome the guardian. 



As the PCs travel through this area, they must Suggested Encounters: A f lesh golem ( MM  135)  or  a contend with the aftershocks of the earthquake. Every caryatid column ( FF 30) makes a good guardian against 1d6 minutes, another tremor shakes the area, and all mid-level PCs, while a stone golem or iron golem ( MM 

creatures standing in the underground cavern must 136–137) will challenge a high-level party. The golem succeed on a DC 15 Reflex save or fall prone. Dwarves resembles a slim, beautiful humanoid creature with and creatures with four or more legs gain a +4 bonus on violet crystals for eyes. 

this save. In addition, anyone in the area of a tremor has $4. Izzdelth’s Tomb: A 1-foot-thick stone door a 10% chance of being struck by falling rocks for 2d6 

blocks the entrance to Izzdelth’s tomb. A clockwork points of bludgeoning damage (Reflex DC 15 avoids). 

dial (see page xx) sits in the center of the door. If the DESTINY ARMS

A number of the adventures in this chapter turn on recov-they have located all four of the  destiny arms, the PCs travel ering four legendary weapons of the war between the giants to the Quori Outpost (page 44) or Old-Growth Ruins site and the quori. These so-called  destiny arms are the  glaive of (page 41). There, they fi nd a massive camp of Inspired the darkest depths,  the  maul of the glacial heights,  the  spear of the desert agents attempting to reopen a gate to Dal Quor and bring winds,  and the  staff of the magma falls.  The Inspired are desper-the remote plane coterminous to Eberron once more. The ate to make sure these weapons are never turned against PCs have only one chance to use their powerful weapons them again. Linking all these adventures together forms against the Inspired before the Dreaming Dark’s diabolian entire mid-level to high-level Xen’drik campaign arc, cal plans come to fruition. 

spanning a good deal of the continent and giving PCs a Once in possession of any of these weapons, the PCs number of chances to fi ght against these psionic master-will likely become targets of the Inspired and the Dreaming minds. But what happens after all the weapons are recov-Dark. At the same time, they might well be courted by any ered? Some suggestions follow. 

number of institutions, organizations, and dragonmarked Scattered  rumors over the course of the adventure houses that would pay handsomely to own or display the might indicate that the  destiny arms, when brought together, artifacts. In the end, the PCs might fi nd that possessing somehow show the way to the heart of Dal Quor. Once any of the  destiny arms is more trouble than it’s worth. 

101

620_95372 Xendrik_Ch4.indd   101

5/1/06   2:55:46 PM

[image: Image 564]

[image: Image 565]

[image: Image 566]

PCs bypass the door entirely (with a  disintegrate or  stone shape Sites

spell, for example), they fi nd the traps surrounding the Any aboveground site is suitable for this adventure. If the PCs IKR

 glaive of the darkest depths still active. PCs who take the time are starting in Stormreach, either the Old-Growth Ruins D

to decipher and set the clockwork dial disable the traps (page 41) or Fog Lake (page 34) site works well. If the PCs N' 

around the glaive. The dial’s code is 872. 

start elsewhere, select another site consistent with the area. 

E



Beyond the door lies a vast chamber containing a For example, if the party is traveling to an outpost on the X

N

pedestal of black crystal. Upon the pedestal rests the  glaive edge of the Menechtarun Desert, the Desert Canyons map I

 of the darkest depths, and before it reclines the remains of on page 31 might be a good choice. If necessary, change the SE

Izzdelth. Death could not fi nish the necromancer, how-two-headed tyrannosaurus to an exotic animal more appro-R

ever. Even as he died, Izzdelth was animated by the arcane priate to the environment (such as a scorpion with a serpent’s U

energy he wielded. He now stands as a fi nal guardian head), and change Ereg’s animated jungle cats (see area 3, NT

protecting the magic weapon he crafted. 

below) to animated dire jackals, using the same statistics. 

VE

 Suggested Encounters:  For mid-level parties, a cloud giant skeleton ( MM 227) provides an adequate challenge. For Adventure

AD

higher-level parties, advance a bodak to Large size ( MM 

Ereg seeks to lure the party into the jungle with spuri-28) or use a nightwalker ( MM 196). Suitable traps include ous tales of a two-headed dinosaur so that he can hunt a fusillade of spears, a  chain lightning trap, or a poisoned the PCs themselves. Decades ago, Ereg uncovered an old spiked pit trap ( DMG 72–74). 

book in a Xen’drik ruin detailing the Blood of Vol religion. Ereg had heard vague rumors of this organization Rewards

but had always thought the Blood of Vol was just a minor In addition to the  glaive of the darkest depths, the PCs could find cult. The tome taught him otherwise. 

lore detailing the resting places of the other  destiny arms. Such The worn and tattered book contained references to information would be hidden on Izzdelth’s remains, for the the “power of blood” and the eventual triumph of mortals quori would certainly have destroyed it if they had known over death. As a man who killed for a living, Ereg found of its existence. If a giant skeleton is the fi nal guardian, the book’s teachings fascinating. From them he gleaned the undead sorcerer might have even carved what he knew an imperfect understanding of the religion, coming to into his own bones to preserve his fading knowledge. 

believe in blood as a literal source of power. He started killing all manner of creatures in order to dissect them Development

and perform experiments on their blood. 

The lore found in Izzdelth’s tomb could send the PCs in Ereg records all his fi ndings diligently and believes search of the rest of the  destiny arms (see the Destiny Arms he is on the cusp of a major breakthrough. All he requires sidebar on page 101) or provide hooks for any number of to complete his experiments is blood from a sentient other adventures. A lso, the quori might have hidden creature—preferably an elf or a dragonmarked being, watchers here. If the PCs successfully retrieve the glaive, but Ereg will take what he can get. Wishing to avoid the agents of the Dreaming Dark could pursue them. 

publicity of a murder or disappearance in Stormreach, Ereg lures some likely specimens into the jungle. 

HUNTING PARTY



Years ago, Ereg’s haphazard experimentation came Low-Level to Mid-Level

to the attention of a powerful necromancer serving Ereg, a renowned hunter, contacts the PCs in Stormreach, the Blood of Vol in Karrnath. Recognizing the value explaining that he collects rare trophies from darkest of Ereg’s notes, the necromancer left guardians for Xen’drik, such as plants, artifacts, and unusual crea-the hunter’s use and returns periodically to review his tures. Ereg tells the PCs that one such rare creature now research. These guardians, the animated corpses of giant prowls the jungles—a two-headed tyrannosaurus spotted jungle cats, assist Ereg on his hunts. 

a few days out of Stormreach. Ereg desperately wants the 1. The Assignment: While in Stormreach or another creature’s heads for his wall, but prior obligations pre-populated area, Ereg approaches the PCs with an offer. 

vent him from hunting the monster himself. He offers A rare two-headed tyrannosaurus is rampaging in the the PCs a reward if they stalk the beast for him. 

jungles of northern Xen’drik, and Ereg wants the PCs to All is not as it seems, however. Jaded by years of hunt-kill it for him. He claims he is expecting an important ing mindless creatures and vicious animals, Ereg has now delivery on a ship from Khorvaire and must be present to decided to pursue “the most dangerous game.” 

receive the package, so he cannot take the time to hunt the dinosaur himself. Ereg provides directions to a clearing Hooks

where the dinosaur lairs, a few days out of the city. 

Ereg promises the PCs whatever he thinks they want, with-If the PCs grow suspicious and refuse Ereg’s offer, out going overboard. If he knows little about them, he starts or if they seem uninterested in the assignment, Ereg with an offer of money—100 gp times the average party level does not press them. He finds another set of explorers per character. If the PCs have a reputation for altruism, to dupe a few days later. This turn of events might lead Ereg tells them that the two-headed dinosaur threatens a to future adventures if the PCs are hired to investigate tribe of primitive halfl ings. He might also offer potions the adventurers’ disappearance, or if the missing party and minor magic items (total value up to 100 gp times the contains NPCs the characters know. 

average party level). Ereg easily agrees to pay half the fee up Suggested Encounters: Ereg (NE male human) is a 1st-front, knowing that he’ll get the money back in the end. 

level expert, and has ranger levels one greater than the 102
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average party level of the PCs. Use a pregenerated ranger If he arrives well before the PCs, Ereg sets snares in AD

( DMG 122) for appropriate statistics, but increase Ereg’s the area. He might try to lead the party into sinkholes or Charisma to 12. His expert level grants him a +2 bonus set up camoufl aged pit traps ( DMG 70–74). On the Old-VE

on Will saves and 4 ranks in Bluff. He has one additional Growth Ruins map, the overlook in area 8 makes a great NT

rank in Bluff for every two ranger levels, and maximum spot for a rolling rock trap ( DMG  71). 

U

ranks in Hide and Move Silently. He pursues the archery Suggested Encounters: If the PCs spend some time hunt-R

combat style. Physically, Ereg is a sinewy human with ing in this area, they could come across a giant wasp or a ES

tanned, weathered skin and red hair going gray. He tries cluster of giant stag beetles ( MM 285). 

I

to avoid confronting the PCs in public, preferring to In addition to Ereg, the PCs must contend with his N

X

bide his time and ambush them at his convenience. 

animated guardians. These skeletal cats resemble tigers E

2. The Trail: Ereg has picked the perfect ambush in size and ferocity, and their bony jaws sprout massive N' 

site (area 8 of the Fog Lake map, or area 7 of the Old-teeth. Strips of dried, tattered fl esh still hang from their D

R

Growth Ruins map). After the PCs leave Stormreach, ribs, and their eyes glow a fierce orange. Ereg can pos-IK

he races into the jungle ahead of them, summoning his sess one to four animated jungle cats, depending on the animated jungle cat guardians. Ereg takes a circuitous party’s level and the desired challenge. Use the statistics route to avoid coming near the party, but unless the PCs for an owlbear skeleton ( MM 226). For a greater challenge, are capable of traveling without sleep at a steady pace, the use the statistics for a chimera skeleton instead ( MM 227), hunter easily outdistances them. 

removing the gore attack and one of the bite attacks. 



Suspicious PCs might agree to Ereg’s deal, then shadow the hunter instead of following through with Rewards

their end of the bargain. In this case, they witness Ereg Aside from Ereg’s equipment (as determined by the DM), summoning his jungle cats. If they make their presence the PCs gain two valuable items from this adventure. 

known, Ereg attacks the PCs to keep his secret safe. 

The fi rst is Ereg’s notes, concealed 



Ereg provided accurate directions for the PCs, but in his house near Stormreach 

the landscape of Xen’drik has a way of shifting when not or on his person. These are 

directly observed (see the Traveler’s Curse, page 25). 

Each day, a DC 15 Survival check is required to accurately follow the directions. Each failed check adds one day to what should otherwise be a two-day journey. 



Undoubtedly the PCs will be on watch for any signs of two-headed dinosaurs. Keep them on edge by calling for frequent Listen and Spot checks, or informing players that the party hears something large moving through the underbrush or sees bushes tremble as if disturbed by a passing creature. Detouring to investigate these signs either delays the PCs fruitlessly or leads to encounters with dangerous jungle creatures. 

  Suggested 

 Encounters: A battle with a regular dinosaur can whet the party’s appetite for the quest. A clawfoot or two ( ECS 279) makes a good challenge for a low-level party, while a megaraptor or even a normal tyrannosaurus ( MM

60–61) should put a mid-level party to the test. If this scenario uses the Desert Canyons map, the PCs could encounter a Medium or Large monstrous scorpion ( MM 

287), a basilisk ( MM  23), or even a behir ( MM  25). 

3. The Hunt: By the time the PCs reach the clearing, Ereg should already be there. If he is not, they could spend fruitless hours (or even days) searching for a two-headed dinosaur that does not exist, though their hunting efforts might stir up other dangerous local wildlife. If the PCs leave the area before Ereg arrives, he uses his ranger skills to track and ambush them. 



When Ereg does make his move against the PCs, he uses all the tricks at his disposal. If he possesses the woodland stride ability, he sticks to areas of thick underbrush and rough terrain. He orders his animated jungle cats to make noise on opposite sides of the clearing, hoping to split the PCs up so he can target them one at a time. W hen possible, Ereg shoots at the PCs from concealment, then retreats into the jungle. 

 Ereg’s animated 

 cats prowl the jungle

WE

620_95372 Xendrik_Ch4.indd   103

5/1/06   2:55:52 PM

[image: Image 572]

[image: Image 573]

[image: Image 574]

[image: Image 575]

[image: Image 576]

[image: Image 577]

detailed records of autopsies and experiments on jungle sorrows in drink, they can question him, inspiring a animals. Anyone who takes a week to study the notes gains perilous rescue mission into the deep jungle. 

IKR

a permanent +1 competence bonus on Heal checks. The D

second important discovery is the ancient Blood of Vol Sites

N' 

text known as the  sanguineous tome,  which Ereg found decades This adventure can occur in a number of locations. The E

ago. Details on this work appear on page 153. 

Primitive Camp (page 43), Forsaken City (page 36), and X

N



Should the PCs decide to continue Ereg’s research Dreary Marsh (page 33) sites all make excellent choices. 

I

and murder a sentient being (a wholly evil act), they fi nd This scenario also requires a coastal site, for which the SE

that Ereg’s methods were crude but sound. A successful Ancient Harbor map (page 28) would serve nicely. 

R

DC 20 Knowledge (religion) check and three days of U

study and meditation over the blood of a sentient creature Adventure

NT

grants one PC a permanent +2 profane bonus on Heal After Gravus and the party set out, they must contend VE

checks, and might trigger the development or improve-with the dangers of the jungle. Tracking the miss-ment of a dragonmark (at the DM’s discretion). However, ing Raiders is relatively simple, but doing so leads to a AD

a PC who engages in such a ritual and later dies rises in settlement of hostile creatures that have either killed or 1d4 rounds as a ghoul under the DM’s control. 

captured Gravus’s companions. Once they recover the dragonshards and any surviving members of the group, Development

the PCs head for the coast and a waiting ship. There Ereg’s disappearance could raise a few eyebrows in Storm-Gravus’s treachery is revealed, as he attempts to leave the reach, especially if his dealings with the PCs were witnessed. 

PCs behind and sail off with the treasure. 



Sometime  after the PCs deal with Ereg (anywhere 1. On the Trail: With Gravus in tow, the party leaves from a few weeks to a year later), his necromancer patron Stormreach and retraces the steps of the Templebound arrives to review the hunter’s latest findings. The nec-Raiders. This journey takes only a few days on foot romancer, a silent half-elf named Seletar, finds Ereg’s through the jungles around the port city. While relatively disappearance (and that of his notes, if the PCs took free of hazards at fi rst, the trail quickly leads to paths less them) to be a great inconvenience. Ereg only dabbled traveled and more dangerous. 

in the Blood of Vol’s teachings, but his research held After a three-day journey, Gravus finds the spot where great promise. The PCs might find they have incurred he and the rest of his band split. There is no sign of a the wrath of a powerful necromancer—and perhaps of the struggle, and the path taken by the Raiders is still clear. 

order he serves. 

 Suggested Encounters: Dire animals ( MM 62), carnivorous dinosaurs ( MM 60), and drow often wander these reaches ILLICIT SHIPMENT

in search of easy prey. For mid-level parties, an encounter Low-Level to Mid-Level

with a hill giant ( MM  123) or a drow scouting party (see Of all the treasures waiting to be discovered in Xen’drik, page 69) would make an appropriate challenge. 

few are more prized than Siberys dragonshards. These 

 

2. Last Stand of the Templebound Raiders: After crystalline shards with their pulsing veins of gold are separating from Gravus, the remaining Templebound useful for creating numerous wondrous items, especially Raiders went off together through the jungle, bearing those that enhance the power of a dragonmark. 

with them a chest full of Siberys dragonshards. Two Siberys dragonshards bound for Khorvaire typically days later, heading toward a predetermined point on the come through Sharn, where they are subject to tariffs that coast, the group stumbled across a settlement of natives signifi cantly reduce the profi ts of those who fi nd them. 

who did not take kindly to their intrusion. Gravus can Recently, a group of explorers called the Templebound follow the trail of his companions with ease, leading the Raiders came across a large cache of shards and hope to party straight to the settlement. 

turn a tidy profi t by avoiding the authorities. In Storm-If the DM wishes to develop the Templebound Raid-reach, one of their number arranged for a ship to meet ers as a rival group, they should still be alive as captives them along the coast, pick up the group with the shards, for the PCs to free before they are sacrifi ced or eaten. 

and take them to an illicit drop point elsewhere in Breland. 

Gravus wants to release his companions, or at the very The group with the stones never arrived at the rendezvous, least avenge them if they are dead. His real motivation, though, and now the lone remaining member of the ill-however, is to get inside the settlement and retrieve the fated party is looking for help to fi nd the others. 

chest containing the dragonshards. 



Once the party has retrieved the chest and rescued Hooks

any of the Raiders, Gravus explains that he has a ship The party is in Stormreach when Gravus Tilhame, the waiting for them at a nearby harbor. He asks the party to lone surviving member of the Templebound Raiders, accompany him back to Stormreach. 

contacts them. Gravus lies to the PCs, telling them that Suggested Encounters: The DM has a number of options his group got split up in the jungle and that he alone made when setting up this encounter. First, determine the it back. He wants to hire the party for protection as he nature of the natives. Drow make the most likely foes searches for his missing friends. Alternatively, one of the for low-level and mid-level groups, although yuan-ti or Templebound Raiders could be an acquaintance of one of abeils ( MM II 22) might suffi ce. For mid-level groups, a the PCs, and his return to Stormreach is long overdue. 

small band of hill giants or stone giants could make a When the PCs fi nd Gravus back in the city drowning his suitable challenge if handled carefully. As a twist, this 104
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 Last stand of the Templebound Raiders

RL

encounter could be against a foe too tough to defeat, with adventurers are victorious, they might be forced to the PCs required to plot a stealthy rescue mission into a leave some of the shards behind. However, a party left camp occupied by superior enemy forces. 

behind on the unexplored coast might move straight on In any event, the settlement has a number of sentries to another adventure, with rewards that make the loss to in guard towers or hidden from plain sight. The guards the Raiders tolerable. 

keep watch while the remaining inhabitants go about their daily business. If the settlement is composed of drow, Development

groups leave regularly to hunt or prepare sacrifices. Giants If the PCs allow Gravus and the other Raiders to escape, or yuan-ti hunt less frequently, and do so only when food they might have further encounters with this traitor-supplies are low (which might not be the case with the ous group. Even one or two Raiders at large make good Templebound Raiders currently in the larder). 

recurring enemies as they try to make the PCs’ lives 3. Treachery: The journey to the coast takes only miserable. If they defeat Gravus and the Raiders, the a day through light jungle. Once there, the group fi nds PCs might find a map leading to the newly discovered that a ship is indeed waiting for them in the harbor. 

dragonshard field. 

However, Gravus has no intention of taking the PCs with him when the ship sails for Khorvaire. This revelation LIGHTNING REVELATIONS

could lead to a fi ght in the harbor with the ship’s crew Low-Level to Mid-Level

(who are loyal to Gravus by virtue of the wealth he carries) On an otherwise sunny day in Stormreach, huge black and any other surviving members of the Templebound clouds gather overhead. Thunder rumbles and churns Raiders. Alternatively, Gravus might be allowed to sail deep within the darkness, then a bolt of purple light-away without a fi ght, leaving the PCs to fi nd their own way ning slams down to strike a dusty boulder on the jungle back through the jungle to Stormreach. If Gravus and outskirts of the city. After that single blinding fl ash, the any surviving Raiders are defeated, the crew of the ship storm clouds dissipate, leaving sunny skies once more. 

surrenders, offering to take the PCs back to Stormreach Smoke rises from the remains of the boulder, split in free of charge in exchange for their lives. 

two by the lightning. One half has crumbled to dust, but the other remains intact. The newly exposed stone bears Rewards

carvings, which on closer examination reveal a map. 

If the PCs defeat the Raiders, they can claim the cache Word races through Stormreach of the newly 

of dragonshards for their trouble. Even if the rival unearthed map, which supposedly leads to a hoard of 105
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ancient wealth. Treasure-seekers band together to form must  make  a  DC  20  Survival  check  to  accurately  make adventuring parties, and one such group heads into the their way through the perilous jungle. With a successful IKR

jungle immediately. But where does the map really lead? 

check, the PCs travel a full day’s distance. On a failed D

And will those who follow it fi nd riches or death? 

check, wrong turns and Xen’drik’s shifting landscape N' 

yield only a half-day’s progress. Five full days of travel E

Hooks

by foot are required to reach the ruins of Zen’hipha. 

X

N

PCs in Stormreach might hear the story circulating or The PCs can use magical means to fi nd their way. 

I

be present when lightning strikes the boulder. If the lure They might cast  commune or  contact other plane to help them SE

of  buried  treasure  is  not  enough  to  entice  them,  they decide which route to follow, or  find the path. Because the R

could hear of a rival adventuring party they have tangled map uses landmarks hidden deep beneath the jungle U

with in the past setting out in search of it. A PC who is canopy, fi nding the ruins by air is impossible. 

NT

knowledgeable about Xen’drik history might recognize Two days into the journey, the party comes up against VE

symbols on the map indicating that the treasure holds a deep, slow-moving river snaking through the jungle. 

special interest for the party. A solo explorer could also The PCs can attempt to swim across the 45-foot-wide AD

try to hire the PCs as escorts. 

waterway (Swim DC 10). Alternatively, the numerous trees and vines in the area provide the perfect materials Sites

for constructing a raft (Craft [carpentry] or Craft [ship-Any ancient ruin or uninhabited area works well for this building] DC 10) with only a few hours’ work. 

adventure. The treasure map could lead to the Ziggurat Four days after the party sets out, a violent rainstorm Ruins (page 48) or the Colossal Monument (page 29) site. 

( DMG 94) sweeps through the jungle, imposing a –4 penalty on Survival checks. The storm also swells another Adventure

jungle river in the party’s path to fast-moving water Centuries ago, a prophet born in a primitive jungle tribe (Swim DC 15). The rainstorm lasts for three days. 

foresaw both his people’s ruin and the coming of the strange  Suggested 

 Encounters: 

During their travels to the ruins, 

purple lightning. Not wanting his tribe’s history lost to the the PCs run afoul of local wildlife. A low-level group ravages of time, the prophet created the boulder map so that could be stalked by a Large or Huge viper ( MM 280) or future explorers could fi nd their way to the ruins of his city, a lone tentacle spider (see page 83). A mid-level party Zen’hipha. There, they would fi nd the prophet’s writings might encounter a dire tiger or two ( MM 65). 
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