EPIC3-3

THE TANGLED SKEIN
OF DESTINY

A DUNGEONS & DrRAGONS® Living
FORGOTTEN REALMS ADVENTURE

BY LARRY DEeLUCAS, KEITH RI1ICHMOND,
AND THOMAS J. ScOoTT

REVIEWED BY DAN ANDERSON, JOSHUA RANDALL, AND PIETER SLEWPEN

SPECIAL THANKS TO DAVE KAY FOR ALL OF HIS WORK AS WRITING DIRECTOR
ON THE EPIC CAMPAIGN‘S FIRST SEASON. THOUGH THE TORCH HAS NOW
PASSED, 1 AM SURE HIS EVIL, EVIL PRESENCE WILL BE FELT IN THE CAMPAIGN
FOR YEARS TO COME.

A trail of assassination and devastation leads to Lolth’s throne. The path to the Queen of Spiders is treacherous and
the soul of many a brave hero is trapped alongside the demons ensnared in her webs. Can you weave your way
through the Demonweb to untangle the truth? A three-round Living Forgotten Realms adventure set in the Demonweb
for 23" level characters. This adventure is a direct sequel to EPIC3-2 Cracks in the Crimson Cage and the conclusion to
the first season of the Epic Campaign.

This is a three-round adventure. We recommend that you allow a minimum of 12-15 hours of playing time.

Based on the original DUNGEONS & DRAGONS® rules created by E. Gary Gygax and Dave Arneson and the new DUNGEONS & DRAGONS game
designed by Andy Collins, Rob Heinsoo, and James Wyatt.

This game product contains no Open Game Content. No portion of this work may be reproduced in any form without permission of Wizards of the

Coast. To learn more about the Game System License (GSL), please visit www.wizards.com/d20.
This is an official D&D® play document. To find out more about official D&D play and to learn more on how you can schedule and run DUNGEONS
& DRAGONS game events of all sizes, visit our website at www.wizards.com/dnd, and click on “Events.”

DUNGEONS & DRAGONS, D&D, RPGA, Wizards Play Network, Player’s Handbook, Dungeon Master’s Guide, and Monster Manual are trademarks of
Wizards of the Coast LLC in the US and other countries. This material is protected under the copyright laws of the United States of America. Any
reproduction or unauthorized use of the material or artwork contained herein is prohibited without the express written permission of Wizards of

the Coast LLC. This product is a work of fiction. Any similarity to actual people, organizations, places, or events is purely coincidental.
© 2011 Wizards of the Coast LLC
For rules questions specific to this document, visit www.wizards.com/customerservice.
Permission is granted to photocopy this document for personal use.



http://www.wizards.com/d20
http://www.wizards.com/dnd
http://www.wizards.com/customerservice

THE WizarDs PLAY NETWORK

If you want to organize public Living Forgotten Realms
games at a retail game store, you need to be associated
with a Wizards Play Network (WPN) store. If you want
to organize public LFR games outside of a store, you
should be associated with a Wizards Play Network store,
but you can be an independent organizer too. To learn
more about the Wizards Play Network, visit
http://www.wizards.com/wpn.

If you want to organize LFR games at home, you
don't need to be associated with the Wizards Play
Network. You don’t need to report your event to anyone,
and neither the DM nor the players need to have
DCI/RPGA membership numbers. Just find the
adventure you want to play, download it, and have fun!

Be sure to keep up with the LFR Community at our
campaign website: http://community.wizards.com/Ifr.

PREPARING FOR PLAY

In order to play this adventure, you'll need copies of the
D&D 4th Edition core rulebooks. These are the Player’s
Handbook, Dungeon Master’s Guide, and Monster Manual,
or the corresponding D&D Essentials products. Any
other rules referenced in this adventure will be noted in
the New Rules Items section at the end of the
adventure.

Throughout this adventure, text in bold italics
provides player information for you to paraphrase or
read aloud when appropriate. Information about non-
player characters (NPCs) and monsters appears in the
full stat-block format with each combat encounter. For
non-combat encounters, this information appears in
abbreviated form in the adventure text.

Along with this adventure, you'll find a session
tracking sheet. If you're playing this adventure as part of
a WPN event (see above), complete and turn in this
sheet to your organizer directly after play.

REeADING MONSTER STAT BLocks

Most of the information should be easy to understand, as
it mirrors the information presented in the Monster
Manual. Attacks may have a letter next to them
designating the type: M for melee, R for ranged, C for
close, and A for area. Auras are designated with the O
symbol, as well as the aura keyword.

A lower-case letter (used only for certain melee and
ranged attacks) denotes that the attack can be used as a
basic attack.

Brief descriptions of the monsters and other
information can be found in Appendix 3.
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All monsters have been updated for the latest
monster design standards for damage, defenses, and
style. In some cases, abilities have been streamlined to
reduce complexity and make the encounters easier to
run correctly and on time.

IMPORTANT DM INFORMATION

As the DM of the session, you have the most important
role in facilitating the enjoyment of the game for the
players. You take the words on these pages and make
them come alive. The outcome of a fun game session
often creates stories that live well beyond the play at the
table. Always follow this golden rule:

Make decisions and adjudications that enhance the
fun of the adventure whenever possible.

In support of the golden rule, we offer these guidelines:

¢  You are empowered to make adjustments to
the adventure and to make decisions about
how the group interacts with the world. This is
especially  important  during  non-combat
encounters, but you may also need to adjust the
combat encounters for groups that are having too
easy or too hard of a time with the adventure.

e Don't make the adventure too easy or too
difficult. Never being challenged makes for a
boring game, and being overwhelmed makes for
a frustrating game. Gauge the experience of the
players (not the characters) with the game, try to
feel out (or just ask) what they like in a game, and
attempt to give each player the experience
they’re after. Everyone at the table should get a
“chance to shine.”

e Be mindful of pacing, and keep the game
moving to ensure you finish on time. Watch for
stalling, as play loses momentum when this
happens. At the same time, make sure that the
players don’t finish the adventure too early;
provide them with a full play experience. Living
Forgotten Realms adventures are designed to be
played in about 4 hours; be very aware of running
long or short, and adjust the pacing accordingly. If
that means you need to "call' a combat
encounter when it is obvious that the PCs are
going to win, then feel free to do so.

e Give the players appropriate hints so they can
make informed choices about how to interact
with the environment. Players should always
know when enemies are bloodied or affected by
conditions. Give them clues about how to
interact with their surroundings so they can
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tackle skill challenges, combats, and puzzles
without getting frustrated by a lack of
information. Encourage immersion in the
adventure and give the players “little victories”
for figuring out a good choice from your clues.

In summary, being the DM for a Living Forgotten Realms
adventure isn't about following the adventure’s text
word-for-word; it's about creating a fun, challenging
game environment for the players. Chapters 1 and 2 of
the Dungeon Master’s Guide are filled with good
information about being a DM for a D&D game.

APPROPRIATE CHARACTER LEVELS

This Epic Campaign adventure is designed for level 23
player characters (PCs). Players may only play this
adventure with characters that have reached 21* level
through play in the Living Forgotten Realms campaign. To
be clear, it is okay to use a character that was started
above 1% level following the rules in the LFR Campaign
Guide and subsequently reached 21* level through the
play of LFR adventures. However, the campaign rules
limit new characters to a starting level of 11. It is not
legal to create a brand-new 21%-level character
specifically to participate in the Epic Campaign.

If a character has reached 21* level but is not the
correct level for this adventure, which can only happen
by playing the Epic Campaign adventures out of order,
that player may adjust the level of his or her character
accordingly for the duration of this adventure.

Adjusting Level Up: If a character is below the
designated level for this adventure (but has reached at
least 21* level), increase the character’s level to the
correct level for this adventure, following the core rules
(so the character gains powers, feats, ability score
increases, and so forth as normal). The player may not
change any of the character’s existing magic items, and
the character gains no new magic items.

Adjusting Level Down: If a character is above the
designated level for this adventure,
character’s level by removing all benefits gained from
higher levels. The character may not use any of the
magic items or Story Awards gained from Epic
Campaign adventures designated for levels higher than
this adventure. For example, if a player had to skip the
level 21 adventure but has already played the level 22
and level 23 adventures, that character may not use any
of the magic items gained from those adventures during
the lower-level adventure. Anything that happened in
the higher-level adventures is temporarily “unwound,”
as if the character had played the adventures in the
correct order.

reduce the
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FAiLInG TO DEFEAT AN ENCOUNTER

If the group fails to defeat an encounter (for example, if
they have to flee from a combat because it’s too tough or
they fail too many checks during a skill challenge) it
doesn't have to mean the end of the adventure. In most
cases, both success and failure should lead to interesting
story outcomes. The PCs might miss out on some XP or
treasure, but whenever possible, give them a chance to
work around their failure and still bring the adventure
to a successful conclusion.

CHARACTER DEATH

If a PC dies during the course of the adventure, the
player of that character and the rest of the group have
two options, provided that they have access to the Raise
Dead ritual (either a PC has it and can use it or the
characters return to civilization), they have access to the
body, and it is possible to return the dead PC to life.

e Pay for the Raise Dead ritual. If the group has access
to the body and chooses this option, the component
cost is usually divided evenly amongst the group
(although this is not required, it is generally
considered good form to share the costs). The
component cost is 500 gp for heroic tier, 5,000 gp for
paragon tier, and 50,000 gp for epic tier). If a PC can
cast the ritual, then the component cost is the only
cost. If the group must locate an NPC to cast the
ritual, that NPC charges a fee equal to 20% of the
component cost.

e Use a power that returns dead characters to life.
Certain characters gain powers that allow them to
restore life without using the Raise Dead ritual or
paying a component cost. For example, the warpriest
(a cleric build from Heroes of the Fallen Lands) gains
the resurrection daily utility power at 8th level. NPCs
may not be used for this option unless an adventure
specifically says so; a player character with the
appropriate power must be at the table (assuming he
or she isn't the dead character) and all other
conditions for using the power must be met. For
example, resurrection may only be used at the end of
an extended rest, and the character must have died
within the last 24 hours.

e Invoke the Death Charity clause. If the group
doesn’t have access to the dead character's body, or if
they have the body but cannot afford (or are
unwilling) to pay for a ritual, the player can choose to
return the PC back to life at the end of the adventure,
exactly as if the Raise Dead ritual had been used on
the dead character. The details of exactly how the
character's body made its way back to civilization are
up to the player, or this can be left deliberately vague.
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There is no direct cost for accepting Death Charity,
but the character forfeits all non-XP rewards for the
adventure (including gold, Story Awards, and the
opportunity to select a Treasure). The PC cannot
participate in the same adventure a second time.

Sometimes, invoking the Death Charity clause is the
only option to return a dead PC to life. For example, if
the group suffers a TPK and no friendly NPCs know
where to find them, then it's unlikely that their bodies
can be recovered. The DM is the final arbiter of whether
or not a dead character's body can be recovered.
Remember, the Death Charity clause is always an
option, no matter what happened to the PC. Returning
from the dead (by whatever means) is optional and up to
the player, but the decision must be made at the table
and recorded on the character's Adventure Log. Any
character that chooses not to return from the dead is
permanently retired from play.

Mounts are not characters. These rules do not apply
if a mount is killed during an adventure. To resurrect a
dead mount, the owner must pay 20% of the mount's
market price at the end of the adventure in which the
mount died.

MILESTONES

Whether the characters succeed or fail in an encounter,
they generally reach a milestone after every second
encounter following the start of the adventure or their
last extended rest. Some encounters do not count
toward a milestone, usually because they are pure
roleplaying encounters or do not pose a meaningful
challenge to the party. If an encounter is not intended to
count toward a milestone, it will say so. In particular,
you should not deny the players a milestone just because
they are having an easy time with the combat
encounters. After each encounter, inform the players
whether that encounter counted toward the next
milestone. Reaching a milestone gives each PC another
action point and affects some magic item powers.

LastinG EFFECTS

Sometimes a PC suffers a lasting effect that isn't
automatically resolved by the end of the adventure, such
as the death penalty or the later stages of a disease.
Death Penalty: When a character dies and is
brought back to life, that character usually suffers a
death penalty. For example, a character brought back by
the Raise Dead ritual or a warpriest's resurrection
power suffers a -1 penalty to all attack rolls, skill checks,
saving throws, and ability checks until he or she has
reached three milestones. The player should record the
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character's death on his or her Adventure Log, and then
keep a running tally of milestones reached. Once the PC
has reached the third milestone since coming back to
life, the death penalty ends.

Sometimes the death penalty is paid by a character
other than the character that was returned to life. For
example, if a sentinel uses the restore life power, there is
a cost of four healing surges. These healing surges
cannot be regained until the PCs who spent the surges
(which cannot include the character who was returned
to life) have reached three milestones or taken three
extended rests. The character(s) who spent the surges
track this on their individual Adventure Logs. As each
character crosses the appropriate threshold, the death
penalty ends for that character, regardless of whether it
is still active on other characters.

Diseases: A disease lasts until it is cured or it
reaches its final state. Normally, a PC makes an
Endurance check after each extended rest to see if the
disease improves, worsens, or maintains its current
condition. At the end of an adventure, any character
suffering from a disease must resolve the disease to
either its cured or final state, using the necessary
number of extended rests to do so. Other characters
adventuring with the PC may aid the afflicted character
during this time. If a disease reaches its final state and
the PC can get a Cure Disease ritual cast (and pay the
appropriate costs), they may do so.

Other Lasting Effects: Other effects that last
beyond the scope of the adventure should be resolved at
the DM’s discretion. Effects that last for a well-defined
period of time (those that end after a certain number of
days or extended rests) should be resolved at the end of
the adventure in which the effect was obtained (unless
otherwise specified, such as by a Story Award). Effects
that use a benchmark of unknown duration (such as
milestones) should be recorded on the character’s
Adventure Log and tracked across adventures.

It is always the player's responsibility to inform his
or her DM at the beginning of an adventure if the
character is suffering from a lasting effect.

ADVENTURE BACKGROUND

During the Dawn War, the gods and primordials
created abominations, horrific living weapons that
fought on both sides. At the conclusion of the war, the
remaining abominations were confined to the prison
plane of Carceri; those that escaped Carceri were routed
to Arvandor, astral dominion of Corellon and the
Seldarine, where they were kept in check by the
Glorious Hunt.
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In EPIC3-1 The Glorious Hunt, groups of adventurers
traveled to Arvandor and joined the Hunt. The flow of
abominations had increased dramatically, and they
were tainted with a virulent poison capable of
corrupting mortals and immortals alike. Arvandor had
become so overwhelmed by these incursions that many
of the abominations spread beyond Arvandor into
Faertn itself.

Fearing that these incursions were too much for his
ruesti, the exalted of Arvandor, to handle, Corellon sent
for aid from the fey kingdoms of Faertin. Through their
heroics, the adventurers cleansed Corellon and his ruesti
of the poison that threatened their very existence.

After their victory, Corellon asked the adventurers
to travel into Carceri, to discover the source of the
poisonous abominations, and to put a stop to it.

In EPIC3-2 Cracks in the Crimson Cage, Corellon sent
the adventurers to Carceri, asking them to reach the isle
of Agathys, the spawning place of abominations,
weapons crafted by the gods and primordials during the
Dawn War.

On Agathys, Lolth had used a powerful ritual to take
control over the metaphysical funnel that linked the isle
to Arvandor. Understanding that a direct assault upon
Arvandor would prove to be fruitless, Lolth employed
Sinmaker, an enigmatic apothecary detained in Carceri,
to craft a poison powerful enough to bring certain death
to Corellon, offering Sinmaker his freedom in return.
The plan to increase the flow of abominations into
Arvandor and infuse them with Sinmaker’s virulent
poison was working perfectly until the PCs interceded.
Her plan foiled, Lolth retreated back to the Demonweb,
leaving a number of powerful servants stationed within
Agathys to maintain control over the metaphysical
funnel. Typical of her nature, she did not hold up her
end of the bargain with Sinmaker before taking her
leave.

The adventurers journeyed through Carceri and,
with Sinmaker’s aid, defeated the forces that maintained
Lolth’s hold over the funnel. With the denizens of
Carceri bearing down on them, the adventurers escaped
the prison plane through a portal to the Demonweb.

Corellon then requested that the PCs assist him
once more by seeking out Lolth and obtaining
knowledge and peace as his emissaries.

New PrLotrs REVEALED

Tsien Chiang, a Shou sorceress of immeasurable power
and knowledge wanted to siphon energy from the
Demonweb for her evil schemes. Disguised as a young
priestess of Lolth, Tsien beguiled Matron Mother
Zarylene Oussate of Sshamath to accept her as an
apprentice and manipulated Zarylene into discovering
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the means by which Lolth could poison Corellon and his
realm of Arvandor.

Zarylene prayed to the Spider Queen with her new
apprentice’s scheme, claiming it as her own. Lolth heard
those prayers. As a reward, she summoned Zarylene and
Tsien to her court, then departed to launch her
campaign against Arvandor.

Following Lolth’s departure, Tsien disappeared into
the depths of the Demonweb Pits bearing the shard of
an ancient artifact. She planted the artifact in an
abandoned temple where it siphons power from the
Demonweb and channels that power to Tsien.

Unfortunately, the shard is also causing the
Demonweb to unravel. Entire sections have dissolved
and long-imprisoned demons have escaped into Faertin.

Zarylene made the connection between her
apprentice’s disappearance and recent events, so she
fled Lolth’s halls to the upper layers of the Demonweb,
fearing the wrath of the Spider Queen. Lolth returned to
her realm, severely weakened and furious that she
allowed herself to be tricked. With all of her power bent
on keeping the Demonweb together, Lolth must rely on
a group of adventurers whose destiny has brought them
to her realm.

DM’s INTRODUCTION

This is a delve-style adventure set in one of the most
classic and well-known locales in Dungeons and Dragons
- the Demonweb Pits.

This adventure features a number of new traps and
encounter mechanics. To maximize player enjoyment,
over-communicate with the players and explain these
new mechanics in detail.

This adventure also features a great deal of content,
and players may not yet be used to playing at Epic tier.
The adventure should run in 12 - 15 hours of play time.
Many of the maps are large and detailed, so drawing,
printing, or preparing them in advance is advised. Be
sure to save 1.5 - 2 hours for the final encounter and
conclusion. Pay special attention to underlined sections
- they are underlined for a reason!

A number of previous adventures may have an
impact in this adventure. Before beginning the
adventure, determine which PCs have played EPIC3-1
The Glorious Hunt and EPIC3-2 Cracks in the Crimson Cage.
Other adventures of note: SPEC2-2 Tyranny’s Bitter Frost,
CORE2-1 Killing the Messenger, CORE2-11 The Sign of
Four, CORE2-12 The Sschindylrn Heresy.

The adventure begins with the PCs standing in the
arrival chamber within the Demonweb. They have been
tasked with an ambassadorial mission to seek out the
Spider Queen and negotiate peace on behalf of Corellon

Page 5



and his court. However, it is immediately apparent that
something is very wrong within the Demonweb - entire
sections of the plane are dissolving and crumbling
before the PCs’ eyes, and horrific creatures once
trapped within the Demonweb are being freed into the
planes.

The PCs’ path takes them through a temple of Lolth
where a drow priestess struggles to survive an attack by
her kin. After intervening, the PCs discover that the
priestess, Zarylene, has fallen out of grace with Lolth.
She can help the PCs locate the keys to the Black Gate -
the only way to Lolth's court.

The PCs may either accompany Zarylene or retrieve
the keys on their own, eventually defeating Eclavdra and
breaking through the Black Gate to have an audience
with Lolth. Clever negotiation can spare Faertin and
Arvandor all manner of problems, or help the PCs
recover some power.

Lolth sends the PCs deep into the Demonweb Pits,
as close as she can to whatever is destroying her realm.
There, they discover the abandoned Temple to
Kiaransalee that Tsien subverted. In a ritual room below
the temple, the PCs confront the abyssal shard planted
by Tsien. The shard attempts to corrupt and control the
PCs, but with skill and might they can overwhelm it.

Encounters 2 and 4 each give the DM a choice of
which sub-encounter to run. Feel free to prepare only
the sub-encounters you prefer, though some may work
better for certain groups.

ToraL Party KiLs (TPK)

Although rare, TPKs happen from time to time. In most
cases, the party fails the adventure when every PC is
killed in an encounter. However, given the length of this
adventure, a TPK can spoil everyone’s fun, especially
when the players set aside fifteen hours to play and are
killed after two. Use your discretion in determining
ways for the party to recover from a TPK.
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Gops AREN'T PERFECT

Deities, although very powerful, are not omniscient and
their power has limits. Throughout this adventure and
future adventures in the Epic campaign, the characters
will interact with the deities of Faeriin in a variety of ways.
In some cases, the characters may come to the aid of a
greater deity. In other cases, the characters may stand
against the schemes of another. It is important to convey
the fact that the gods, like mortals, are flawed and need to
be helped or opposed when the time comes. Always
remember that the characters are the heroes and they
have a special place in this world, one that even the gods
cannot deny.

PLAYER 'S INTRODUCTION

While this adventure is meant to be played as a sequel
to EPIC3-2, not all PCs might have played that
adventure. For PCs that did not play EPIC3-2, they
should likely enter the adventure as an ally sent by
Corellon. Alternatively, they might be one of the
prisoners the PCs freed from Carceri.

If no characters have played EPIC3-2, it is highly
advised that you run that adventure before this one, as
the EPIC adventures are intended to be played in order.

Give the players Handout 1, which explains the
story so far.

ConTINUED FROM EPIC3~2

Corellon’s voice rings clearly, the god significantly
recovered from almost dying little more than a day ago.
“Lolth’s attack on my realm comes as no surprise.
However, the fact that Lolth has somehow learned the
secret behind my funnel in Carceri and how to
manipulate it is troubling. Although Lolth was once a
member of the Seldarine, she is one of the few deities not
bound by the Carceri Compact.

“I have one more favor to ask of you. Seek out Lolth
as my personal emissaries. Learn how she came by this
knowledge and see to it that she relents. Be very careful,
my friends. You are in the Demonweb now - Lolth’s
domain. Many heroes have perished here. Do not expect
a warm welcome.”

“Lolth values power as the highest virtue, so she will
speak with anyone powerful enough to best her servants
and reach her. If you succeed, I trust you to secure
whatever protection for Arvandor and Faeriin is
possible.”

As Corellon’s voice fades, a violent tremor
reverberates throughout the chamber and the tunnels
beyond, nearly bringing you to your knees.
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Give the players Handout 2, which describes the
environmental conditions of the Demonweb. If any PCs
wish to know more, they can use Arcana, History, or
Religion:

Arcana / Religion DC 20: The Demonweb is in a state
of flux, with tremors shaking the web as if some great
force is assaulting it. It even appears as if some of the
divine power maintaining the area around you is rapidly
draining away. To reach Lolth in the center of the
Demonweb, all petitioners must pass through the Black
Gate.

Arcana DC 37: The Demonweb Pits were once the
66‘1‘-layer of the Abyss, home to countless demons, as
well as special servants of Lolth.

Usually, it is very difficult to leave the Demonweb as
Lolth prevents planar transportation and ensnares
travelers, but that protection appears to have been
removed. If anything, it almost seems as if the outer
areas of the Demonweb might fall entirely away.

Religion DC 37: The Demonweb Pits is a highly
restricted astral dominion that Lolth maintains. The
outer areas are chaotic snarls designed to weed out any
who would approach her. Breaching the Black Gate is
only possible using four special portal keys given only to
Lolth’s most trusted servants, or at direct invitation of

the goddess.

History DC 37: Many adventurers have traveled into
the Demonweb, though few survived. History has
recorded two successful expeditions to the Demonweb
Pits, the first in 1356 DR and a second in 1377 DR.
According to accounts of those expeditions, traversing
the Demonweb is like traveling through the hollow
strands of a massive spiderweb. The center of the web is
protected by a black gate that can only be breached with
four mystical portal keys.

The PCs have a small amount of time to perform rituals
-up to 30 minutes- for any rituals. Rituals that take more
time are interrupted before they can be finished (so do
not cost any components).

As long as any PC has EPICO5 Rescued Prisoners
of Carceri, the prisoners they saved thank them one
more time, before they find some way out of the
Demonweb:

The prisoners you rescued from Carceri crowd around
you, thanking you once more for their rescue from the
plane which - until you intervened - could not be
escaped.
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Give the players Handout 3, so those with EPICO5 may
choose an appropriate benefit for this adventure. Feel
free to roleplay with any of the prisoners that are there
for all of the PCs.

Shortly thereafter, a tear rips through one of the
web corridors revealing a rift back to Faertin, as well as
destabilizing the chamber so it imminently disintegrates.

The prisoners immediately decide to take their
chances almost anywhere in Faertin, rather than
remaining in the Demonweb, and give their farewells. If
the PCs wish to have any of their mounts or companions
leave the Demonweb, this may also be an appropriate
opportunity.

The PCs have only one productive direction to go:
away from the disintegrating edge of the Demonweb.
Proceed quickly to Encounter 1.

As the PCs travel, make it obvious to them that the
Demonweb is unraveling around them - the first three
combat encounters in particular illustrate that point.

Time Limits AND ExTENDED RESTS

The adventure begins immediately after the PCs have
been given an extended rest by Corellon, so they should
not be able to take an extended rest during this
adventure, since they must wait 12 hours before they
can begin another. This includes rituals that expedite
extended rests, such as the Fantastic Recuperation
ritual.

The PCs have 30 minutes during the Introduction,
and another 20 minutes during Encounter 11, to
perform rituals. It is otherwise difficult to find time to
perform rituals or take multiple short rests.

Each encounter that contributes to a milestone
allows a single short rest after it. During those five
minutes, a PC can perform a ritual or read a scroll that
takes 5 minutes.

If the PCs attempt to take an additional short rest, or
perform a ritual at a different time, their attempt is

interrupted by harrying ambushes, tremors, and other
hazards. Refer to Appendix 2.

Any attempt to take ten minutes or more prior to
Encounter 10 results in the Demonweb falling apart
around them. Any ritual that takes longer than ten
minutes is impossible until after Encounter 10,
interrupted by an unending assault of drow, demons,
spiders, and/or undead.

It can be difficult to raise a dead or dying PC due to
these restrictions unless the PCs have access to powers
or items, such as the flask of sin. Otherwise, there are
methods to raise the dead in Encounters 4C, 11, and 12.
In the event of a TPK Corellon or Lolth can send aid to
the PCs.
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EncounTER 1: BELLY OF THE BEAST
ENncOuNTER LEVEL 24

SrTur

This encounter includes the following creatures and
traps:

3 hive demon warriors (W)

1 hive demon drone (D)

1 hive demon queen (Q)

Acidic cavern (hazard)

ScALING THE ENCOUNTER

Make the following adjustments to the combat based on
the number of PCs present.

Four PCs: Remove one warrior.

Six PCs: Add a second drone.

The PCs arrive at a ledge near the top of a large cavern
that drips with acid. The only way forward lies at the
bottom of the cavern, 250 feet below. Along the way
flying insect-like creatures attack. The PCs must fend off
these attacks and avoid splashes of acid while reaching
the cavern floor.

When the PCs first arrive at this encounter, read or
paraphrase the following:

The enormous cavern ahead is at least 100 feet in
diameter. The walls here pulsate as if alive, and from
the ceiling stalactites slowly drip a foul liquid which
smokes and sizzles as it hits the floor. A few steps ahead,
the path abruptly ends, overlooking a chasm. The webs
here are thick, rope-like strands that scatter between all
of the walls and ceiling.

If the party has a vision source that extends less than
250 feet (50 squares), relay the following:

Looking down and across the chasm, you can see a few
large columns extending out of the darkness.

A faint blue glow can be seen on top of a column
perhaps one hundred and fifty feet away.

If the party has a darkvision or a light source that
extends at least 250 feet (50 squares), relay the
following:

Far below, you can barely see the ground. There are
many large columns that extend varying heights from
the ground; you may be able to use these to help your
descent if necessary.

EPIC3-3 The Tangled Skein of Destiny

A little more than half-way down on a far column is
the body of a male drow. A silver sphere glows blue in
his left hand.

The PCs have a number of options to reach the ground
floor of the cavern. They could attempt to climb down
the walls, swing from ropes or webs within the cavern,
or jump from one stone platform to the next. They may
also try flying, teleportation, or whatever other means
they can come up with. Allow the PCs to be creative
while making their descent. Note that the webs make it
difficult to simply jump directly to the bottom, even for
those who can ignore falling damage.

Once the PCs understand the difficulties of descent,
allow each to take a single move action to begin to
descend. They can take 10 for the check for that action.
If any hesitate to see what happens to the others, they
begin the encounter on the entry ledge.

A tremor shakes the entire cavern, making the entry
ledge crack ominously and dislodging boulders from the
room’s columns. The foul liquid dripping from the
ceiling begins to pour through widened holes.

Suddenly, the cave echoes with a loud buzzing
sound. From out of holes in the columns fly a number of
demonic winged insects the size of griffons.

All non-flying creatures must make a DC 20 Acrobatics
check or be knocked prone and slid 1 square east by the
tremor. The demons emerge from inside the cracked
columns. Roll initiative.

At the end of the first round, the entry ledge
collapses entirely, sliding all creatures on it 6 squares
towards the next column. Any PC on a collapsing ledge
who makes a DC 37 Acrobatics check lands safely on
the next column instead of falling.

Every round thereafter, a column collapses in the
same manner, starting with the highest column and
working lower.

FEATURES OF THE AREA

This area has a few important features.

Columns: The columns are all platforms of solid
stone. They vary in height from 20 ft tall (4 squares
high) to 220 ft tall (44 squares high). The PCs can use
these as ‘stepping stones’ to aid their descent.

Webs: Strands of webbing hang from the walls and
ceiling, arranged between the many columns. If a PC
would fall more than 60 feet (12 squares), intentionally
or accidentally, the webs entangle the PC and arrest the
fall. The PC takes 6d10 falling damage modified as for a
normal fall and takes a -5 penalty to attack rolls until the
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end of their next turn. A PC may climb anywhere in the
room on the webs (as per Handout 2 given to the players
in the Introduction).

As a move action, a PC may swing on the webbing.
A DC 27 Acrobatics or Athletics check allows a PC to
swing up to their speed +2 squares and land on a nearby
column without taking the first 30 feet (6 squares) of
falling damage. A DC 20 check allows the swing, but the
falling damage is still taken. A check result less than 20,
means that the action is wasted.

Body / Glow: The drow body is on top of the 5"
column (150 ft / 30 squares down). It has been burnt by
acid and rent by claws. Closer examination shows that it
has been drained of blood.

Clutched in the drow’s left hand is a silver sphere
that is faintly glowing blue. A DC 37 Arcana or History
check identifies the sphere as a portal key (see Appendix
1). The drow’s boots (airstrider) seem untouched by the
acid that has burnt the rest of him. It takes a minor
action to retrieve either of the objects.

Acidic Cavern Hazard: At the start of each round
of combat, PCs notice the highest column containing a
PC and a second column two columns further down
from the first are obviously threatened by the falling
acid. Acid splashes from the ceiling at the end of the
round, attacking the columns determined at the start of
the round.

The PCs are fully aware of this hazard; they can see
where the acid is about to drop and may be able to move
away before the round ends.

TAcTICS

The queen uses poison spray when it is available, or acid
spit (acidic claws if forced to melee) otherwise. She
prefers granting talon skewer basic attacks to her
warriors. She uses hive movement and inspire ally so she
can effectively position or free her allies to attack.

The hive demon drone opens with a drone attack,
harassing as many PCs as possible.

The hive demon warriors use talon skewer to try to
impale and carry off PCs, doing their best to isolate the
PCs from one another. They prefer to keep PCs grabbed,
rather than dropping them, so they can more easily
devour them.

EnDING THE ENCOUNTER

Once the PCs have defeated all the monsters in this
encounter, they may safely retrieve the silver sphere
portal key and leave the cavern. Proceed to Encounter 2.

MILESTONE

This encounter counts towards a milestone.

EPIC3-3 The Tangled Skein of Destiny

TREASURE

The drow body on the column 150 feet down has a
silver sphere portal key, as well as a pair of airstrider
boots.

If the PCs do not stop to loot the body (perhaps on
their way down after finishing the combat), the sphere
falls to the ground and bounces noisily when the fifth
column collapses. It can be easily retrieved, but the
boots are lost in the pile of rubble from the collapsing
room.
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EncounTER 1: BELLY OF THE BEAST STATISTICS

1 Hive Demon Drone (D) Level 24 Skirmisher

Large elemental magical beast (demon) XP 6,050
HP 218; Bloodied 109 Initiative +28
AC 39, Fortitude 36, Reflex 39, Will 34 Perception +12
Speed 6, fly 10 (hover) Darkvision

Mobility
The drone gains a +2 bonus to AC against opportunity attacks
provoked by movement.
Combat Advantage
The drone deals an extra 2d6 damage against any target it has
combat advantage against.
m Rending Claws * At-Will
Attack: Melee 1 (one creature); +29 vs. AC
Hit: 4d6 + 25 damage, and ongoing 15 damage (save ends).
M Mobile Melee Attack » At-Will
The dron can move up to half its speed and make one melee basic
attack at any point during that movement. The drone doesn’t provoke
opportunity attacks when moving away from the target of its attack.
C Drone (charm) » Recharge when first bloodied
Attack: Close burst 2 (non-demons in burst); +27 vs. Will
Hit: The target is dazed (save ends).

First Failed Saving Throw: The target is unconscious (save ends).
TRIGGERED ACTIONS

Vengeance of the Hive
Trigger: An enemy reduces the hive demon queen to 0 hp
Effect (No Action): This hive demon gains a +4 bonus to attack rolls
against the triggering enemy until the end of the encounter.
Skills Bluff +19, Insight +17, Intimidate +19, Stealth +26

Str 19 (+16) Dex 24 (+19) Wis 10 (+12)
Con 18 (+16) Int 11 (+12) Cha 14 (+14)
Alignment evil Languages Abyssal

Note: Chasme (Manual of the Planes) with vengeance of the hive adapted
from the Demon Master theme (Demonomicon). Damage and initiative
improved by the queen.
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3 Hive Demon Warrior (W)

Large elemental magical beast (demon)

HP 212; Bloodied 106 Initiative +28
AC 37, Fortitude 34, Reflex 35, Will 32 Perception +20
Speed 6, fly 8 (hover) Darkvision
TRAITS

Drag Off

When the warrior moves while it has a creature grabbed, it can pull
that creature with it. In addition, the creature remains grabbed, and
the warrior does not provoke an opportunity attack from the creature.
STANDARD ACTIONS
m Sword Talons * At-Will
Attack: Melee 1 (one creature); +28 vs. AC
Hit: 2d8 + 14 damage.
m Talon Skewer * At-Will

Requirement: The warrior must be flying.

Effect: The warrior flies its speed. At any point during its movement,
the warrior can use sword talons twice. If both attacks hit the same
target, that target is grabbed. The warrior does not provoke an
opportunity attack for moving away from the target of the attacks.

M Sting (acid, poison) * Recharge 5-6
Attack: Melee 1 (one creature); +26 vs. Fortitude
Hit: 4d10 + 25 poison damage, and the target is slowed, cannot shift,

and takes ongoing 15 acid damage (save ends all).

Vengeance of the Hive
Trigger: An enemy reduces the hive demon queen to 0 hp
Effect (No Action): This hive demon gains a +4 bonus to attack rolls
against the triggering enemy until the end of the encounter.

Str 24 (+18) Dex 26 (+19) Wis 19 (+15)
Con 20 (+16) Int 15 (+13) Cha 23 (+17)
Alignment evil Languages Abyssal

Note: Hellwasp devil with vengeance of the hive adapted from the
Demon Master theme (Demonomicon). Damage and initiative
improved by the queen.
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Acidic Cavern Level 23 Hazard
Hazard XP 5,100
Hazard: Acid splashes down from the ceiling searing anyone who
does not avoid it.
Perception
4 At the start of each round, all characters automatically notice
dripping acid that identifies the columns that will be attacked at
the end of the round: the highest column containing a PC and a
second column that is two further down from that column.
Attack (acid)
Trigger: The end of each round.
Attack: Burst Special (targets non-flying creatures on the column); +26
vs. Reflex
Hit: 3d12 + 6 acid damage, and ongoing 20 acid damage and a -5
penalty to AC (save ends both)
Countermeasures
4 A creature can move off of the column before the end of the round.
Note: Custom hazard
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1 Hive Demon Queen (Q)
Large elemental magical beast (demon)
HP 422; Bloodied 211

AC 37, Fortitude 33, Reflex 35, Will 36
Speed 8, fly 12 (hover)

Immune fear; Resist 15 acid

Saving Throws +2; Action Points 1
m Acidic Claws (acid) « At-Will

Attack: Melee 2 (one creature); +28 vs. AC

Hit: 2d10 + 10 damage plus 10 acid damage.

Effect: An ally hive demon within 2 squares of the target may shift 1
and make a basic attack against the target as a free action.

r Acid Spit (acid) * At-Will

Attack: Ranged 20 (one creature); +26 vs. Reflex

Hit: 2d10 + 20 acid damage, and the target is dazed until the end of
the hive demon queen’s next turn.

Effect: An ally hive demon within 2 squares of the target may shift 1
and make a basic attack against the target as a free action.

C Poison Spray (acid, poison) * Recharge 5-6

Close burst 5 (enemies in burst); +26 vs. Fortitude

Hit: 2d10 + 20 acid and poison damage, and the target is weakened
(save ends).

Miss: Half damage.

Effect: Demons within the burst gain a +2 power bonus to attack
rolls until the end of the hive demon queen’s next turn.

MOVE ACTIONS
Hive Movement * At-Will
Effect: One ally hive demon within 20 squares moves up to its speed.
MINOR ACTIONS
Inspire Ally « Recharge 5-6

Effect: One ally hive demon within 20 squares gains a +2 power bonus
to attack rolls until the end of its next turn and removes any one
condition.

Exhorted Counterattack (healing) « Encounter

Trigger: An ally within 20 squares of the hive demon queen is hit by
an enemy.

Effect (Immediate Reaction): The triggering ally regains 50 hit points
and then makes two basic attacks against the attacking enemy as an
opportunity action. If either basic attack hits, the enemy is dazed
(save ends).

Skills Insight +23, Stealth +23

Level 23 Elite Controller (Leader)
XP 10,200
Initiative +24
Perception +18
Darkvision

Str 20 (+16) Dex 22 (+17) Wis 27 (+18)
Con 19 (+15) Int 24 (+18) Cha 24 (+19)
Alignment evil Languages Abyssal

Note: Reskinned angel of authority (MM2) with a simplified warlord
template. Static bonuses are removed and factored into the other stat
blocks for simplicity.
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EncounTER 1: BELLY OF THE BEAST MAP

TiLE SeTs NEEDED
Caves of Carnage x2, Lost Caverns of the Underdark x2

Most PCs can only see up to 20 squares, so the gray platforms (-24 sq., -36 sq., -42 sq., and -46 sq.) are not initially
visible.

The demons emerge from the columns after the first tremor. Do not place them until after the PCs have taken 1
move action and the first tremor activates the encounter.

W = hive demon warrior; D = hive demon drone; Q = hive demon queen

EPIC3-3 The Tangled Skein of Destiny Page 12



EncounTER 2: FRAVING EDGE

SrTur

The PCs encounter difficulties as they move away from
the fraying edge of the Demonweb.

None of these encounters count towards a
milestone, so there is no time for a short rest after them.

Run one of the following encounters:

¢ 2A Demon Escape: A skill challenge and
roleplaying encounter where the PCs witness and
help prevent demons escaping to Faeriin, then
talk to a drider. Run this encounter for groups
that want more information.

e 2B Demon Prison: A combat/skill encounter
where the PCs can travel past ensnared demons,
and possibly fight some of them. Run this
encounter for groups that need an additional
challenge.

e 2C Warded Way: A simple puzzle lock bars a
pathway. Run this encounter only for groups that

like puzzles.

Either choose the encounter that is best for your group
or allow the PCs to choose by reading the following:

There are three exits from the chamber. Harsh noises,
though faint from distance, come from the first two
pathways which lead towards large chambers.

The third exit is an enclosed corridor that ends
nearby in a twenty-foot diameter door that appears
sealed with a complex divine ward of Lolth.

Perception DC 27: The sounds coming from the first
two pathways are growls, roars, and screams, as well as
curses in Abyssal.

Perception DC 37: The sounds coming from the first
path are the sounds of demons celebrating and seem to
be decreasing in volume, while the second path’s howls
are fueled by rage.

Religion DC 27: The warded door’s religious
iconography suggests it is a puzzle that initiates of Lolth
could easily bypass. It could be bypassed without solving
the puzzle, but likely not in the little time available to
you.

Proceed to Encounter 2A, 2B, or 2C.

EPIC3-3 The Tangled Skein of Destiny
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EncounTER 2A: DEMON EscAPE

SrTur

This encounter includes the following creatures:
Many demons (lower level)
1 Maevia, female drider

The PCs see a large rift ahead where demons, freeing
themselves from the webs, are escaping Lolth’s domain.

A drider priestess works frantically to spin webs around
escaping demons. She cannot keep up as several demons
rip free from the weakening webbing binding them to
the walls and hurl themselves through a large planar
rift.

The image on the far side of the rift flickers between
familiar scenes from the forests of Aglarond to cities of
Cormyr.

Use this scene to make it clear to the PCs that demons
are escaping into Faerin. Some of the PCs may
recognize this phenomenon from the first battle in Myth
Drannor in EPIC3-1. The instability of the Demonweb is
a far-reaching threat that is causing great destruction in
Faertin.

There are demons of many kinds, such as
mezzodemons, babau, and vrock. None is powerful
enough to threaten the PCs.

The PCs can assist in stopping the demons, closing
the rift, or leave the area. The drider is too busy to talk
much until the demon threat has been contained. If the
PCs wish to stop the demons or the rift, each PC may
attempt one skill check or may use one power to attack
the demons directly.

Athletics/Endurance DC 27: Physically stop the
demons from reaching the rift. Award two successes for
a DC 37 success.

Arcana/Religion DC 27: Help to seal the rift to
Faertin. Award two successes for a DC 37 success.

Attack: A PC simply kills demons, making a single
attack roll using a power to approximate how well
they’re doing with many attacks. A hit with an at-will
attack against any defense 37 is worth one success. A hit
with an encounter or daily attack power is worth two
successes.

If the group obtains 3 successes (2 for a group of 4, 4 for
a group of 6), they and the drider priestess manage to
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close the rift before many demons escape. The drider is
grateful for their aid.

If the PCs do not obtain enough successes, many
demons escape and the drider is slain in the battle. If
they succeeded in at least one Arcana or Religion check,
they still manage to seal the rift. Otherwise, the PCs are
forced to flee the area before it tears apart.

The drider is well aware that the PCs could easily
destroy her, so she takes care to keep her distance and
appear harmless. She introduces herself as Maevia and
thanks the PCs for their help. Maevia is concerned
about the demons escaping on their own, rather than
being released as needed to serve Lolth’s wishes.

If the PCs are friendly with Maevia, she informs
them that the only way to reach Lolth is through the
Black Gate. She tells them how to tell the difference
between a path that leads towards the center of the
Demonweb, and one that leads away. As long as they
head towards the center, they eventually reach the
Black Gate.

DC 20 Insight checks confirm that she tells the
truth. She would not lie to them as it would only get her
killed.

After the PCs finish their conversation with Maevia,
she excuses herself to deal with demons escaping
elsewhere.

EnDING THE ENCOUNTER

Whether or not the PCs intervene, the encounter ends
when they decide to move past this area. Proceed to
Encounter 3.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

There is no treasure for this encounter.
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EncounTER 2B: DEMON PRISON

SrTur

This encounter includes the following creatures:
Many demons

The PCs pass through a large chamber where demons
are held in place by webs empowered by magic.

A massive chamber is filled with rows of demons
wrapped up in cocoons of glowing webs. Most of the
demons in the chamber strain against the web bonds,
slowly biting, clawing, and tearing free of their bonds.

A DC 27 Arcana reveals that the magic of the webbing
would normally pacify the demons, but it is weakening
rapidly for some reason.

Lolth’s will is less strongly felt here, and the drider
warden of this prison has fled the area. The demons will
manage to free themselves soon. They are initially
unaware of the PCs. There are demons of many kinds,
such as vrock, nabassu, and even a bebilith. The PCs
could easily kill them, though not trivially in these
numbers.

If your group is having too easy a time in the
adventure, decides to slaughter the imprisoned demons,
or otherwise takes actions to rile the demons up,
proceed directly to the demon breakout. Otherwise, the
PCs can attempt to slow the demon’s escape and/or
sneak past with a group check (picking one skill for
which to make the check):

Arcana/Religion DC 27: Bolster the fading power of
the magic webbing to pacify the demons.

Stealth DC 27: Avoid demons that might be able to
hear or smell the PCs and keep the group quiet.

If the group obtains 3 successes (2 for a group of 4, 4 for
a group of 6), they manage to get through the chamber
safely.

If they do not obtain enough successes, the demons
go into a frenzied surge for blood and some manage to
escape.

With a howl, a nearby demon tears off the webs
covering its head. Seeing you, it roars in Abyssal and all
of the demons in the room go into a frenzied surge for
your blood.

Some of the demons manage to tear free from their
bonds enough to attack.
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Demon Breakout: The PCs can easily destroy any
number of demons as they make their way through the
room, but not before they are clawed, breathed on, and
caught in a number of death bursts. Make an attack
against each creature in the group:

Attack: +28 vs. AC

Hit: 25 damage.

Miss: 12 damage.

Allow extraordinary actions to avoid or redirect attacks
or mitigate the damage taken.

EnpInG THE ENCOUNTER

The encounter ends once the PCs get through the
demon prison. Proceed to Encounter 3.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

There is no treasure for this encounter.
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EncounTtER 2C: WARDED WAY

SrTur

A puzzle lock designed to slow and injure those who are
not followers of Lolth blocks the PCs.

An adamantine door blocks the way ahead. Inscribed
into its center is a mithril web, with a symbol of Lolth in
the center, and six spiders on the strands around it.

Some of the spiders are larger than others, and each

of the spiders is crafted of a different hue of gem.
Refer to Handout 7 for the puzzle.

The puzzle is solved by pressing the six spiders in order
from outermost to innermost (approaching Lolth) and
smallest to largest (gaining in power).

The colored gems are a distraction, and are in six
colors of the rainbow (Red, Orange, Yellow, Green, Blue,
Violet). Attempting to press them in the order of a
rainbow is a special trap designed to harm surface
dwellers. The true solution, by color, is Green, Violet,
Orange, Yellow, Blue, and Red.

Religion DC 20: The symbol in the center of the web is
the eight-pointed star, a holy symbol of Lolth.

Religion DC 27: Lolth has no religious doctrines tied to
color, especially not the colors of the rainbow.

Religion DC 37: Lolth teaches her followers to gain
power and to elevate themselves in the ranks to get
closer to her.

Thievery DC 20: The six spiders may all be pressed in.
Nothing else on the door can be manipulated.

Thievery DC 27: All six spiders have seen equal wear
and tear, suggesting each must be pressed once and in
some specific order.

Thievery DC 37: The spiders look like they must all be
pressed to trigger the door, but a delicate mechanism
detects failure as soon as the spiders are pressed in the
wrong order. The green spider lacks this mechanism,
suggesting it should be the first button pressed.

If the PCs press the spiders in the order of the rainbow,

the door opens immediately for them. Once they step
through, they hear a woman’s voice.
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“Only a surface fool would find comfort in an illusion
cast by the sun.”

Each PC loses one healing surge and takes a -5
penalty to initiative in the next combat.

If the PCs press the spiders in any other order, the
lock allows them up to three attempts to get the correct
order. If the PCs cannot solve the puzzle within three
attempts, the door locks completely. The PCs must
attempt another route (Encounter 2A or 2B), unless they
waste enough time that the Demonweb unravels around
them (Appendix 2B).

EnpING THE ENCOUNTER

If the PCs solve the puzzle, or trigger the trap, proceed
to Encounter 3. If they fail to solve the puzzle, run either
Encounter 2A, Encounter 2B, or Appendix 2B.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

There is no treasure for this encounter.
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EncounTter 3: Toxic FLow
ENncOuNTER LEVEL 24

SrTur

This encounter includes the following creatures:
2 demonic maws (M)

2 dread wraiths (W)

1 reaper of the river (R)

ScALING THE ENCOUNTER

Make the following adjustments to the combat based on
the number of PCs present.

Four PCs: Remove 1 dread wraith or demonic
maw (as appropriate for your group).

Six PCs: Add 1 dread wraith or demonic maw (as
appropriate for your group).

The PCs make their way from the unraveling outer edge
of the Demonweb to a cavern system interwoven into
the web network. Poison has long seeped into the
cavern carving a river through the webs. The poison is
amassing too quickly, however, and will soon flood the
chamber.

When the PCs enter the area, read or paraphrase
the following:

Dark green fluid gushes from the ceiling into a cavern
ensnared in the Demonweb ahead. A river of poison
runs off from the cavern descending down the only web
corridor out of the cavern.

A number of boats formed of calcified webbing are
tied off at the mouth of the river.

Any PC who is trained in Dungeoneering can tell that
the walls are under too much stress, and the poison
flowing in too quickly. It is only a matter of time before
the corridor behind the PCs and the ceiling of the
cavern destabilize.

Give the PCs a round to investigate the area and to
prepare for river travel. They may choose to activate
flight or water walking abilities.

The fluid accumulates rapidly, flooding the area.
Chunks of web break off from the walls and flow away.

The twisted forms of tortured souls within the walls
take on a more definite shape. Some try to pull
themselves free from the webs, their arms reaching out
toward you.
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The PCs have 1 more round until the corridor they've
been traveling in starts to disappear behind them. As
each section dissolves, the vanishing wall erupts with
more poison that flushes down toward the PCs. If the
PCs have any large companions or mounts, warn them
the mount will be difficult to use.

The PCs need to go down the river, most easily
accomplished using a boat, flight, water walking, or
climbing. Large creatures, such as mounts, may crowd
themselves onto a makeshift web-boat. They are treated
as squeezing and prone as long as they are on the boat.
Due to the low ceiling, large creatures are otherwise
exposed to the poison of the river.

Refer to Handout 4 for detailed rules for traversing
the poison rapids.

After 2 rounds, any PCs not already in the river are
swept into it by a deluge of poison and collapsing
corridor. Those PCs suffer 20 points of poison damage
and begin the encounter already swimming in the
poison.

Once the PCs are moving downriver, read the
following:

The poisonous flowing river slides objects and creatures
down the congested corridor toward an unknown
destination. The only safe place through the rapidly
eroding tunnel is the narrow space between the surface
of the poison river and the ceiling.

This route takes the PCs on a wild ride down a sluice-
like channel of flowing poison. The corridor is 20 feet (4
squares) wide and progresses through many turns for
210 feet (42 squares).

Before combat begins, give the PCs one round to
learn how the river works. Once they are settled into the
ride down the river, a spirit of a drow weaponmaster
wielding a spectral spiked chain rises from the river to
block their way. As he does so, wraiths tear free from the
webs and attack.

The reaper of the river appears in front of the PCs,
while the wraiths appear behind them. The demonic
maws come from ahead of the PCs, in the river. One of
the maws should begin the combat out of line of sight,
around a corner within 10 squares.

Because the undead are insubstantial and phasing,
and the demonic maws are underwater, they do not
hinder boats from moving down the river. The maws
can hinder anyone that is swimming.

EncounTtER MAP

In drawing this encounter, you need only draw a 20 foot
wide (4 squares) corridor with regular turns and
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stalagmites. If the PCs have many mounts and
companions, it may be necessary to widen the river to
avoid congestion.

FEATURES OF THE AREA

Low Ceiling: The corridor ceiling throughout this
encounter is only 5 feet (1 square) above the surface of
the poison river.

Poison River: The river is 15 feet deep (3 squares)
and has a current of 25 feet per round (5 squares). At
the end of each round, all creatures in the river slide 5
squares downriver.

Any creature that enters the river takes ongoing 20
poison (save ends); the save cannot be attempted until
the creature is not in the river. Any creature that ends its
turn in the river also takes 20 poison damage (meaning
a creature takes 40 poison damage each turn).

Calcified Web-Boats: Curved sections of calcified
web walls can be used as boats to navigate the poison
river without suffering its effects. Each web-boat is
roughly 5’x10’ (1 square wide by 2 squares long) in size.

Stalagmites: Occasional stalagmites poke through
the web corridor and present a navigational hazard for
PCs that are on calcified web-boats. If allowed to float
down the poison river out of control, the boats run
directly into these hazards. Failure to avoid a stalagmite
results in a collision with the following consequences:

e If the web-boat is intact, it splits into 2 pieces and

sends the individual riders in opposite directions.

e If the web-boat has already been split, the rider

takes 10 damage from the collision and must
make a DC 27 Acrobatics or Athletics check to
remain on the boat.

Dissolving River: If any enemies are still alive at
the end of the sixth round (after resolving the river
current), the entire web river collapses and crashes into
another corridor.

Any PC that isn’'t at least 25 squares down the
corridor takes 30 falling damage and 20 poison damage.
The combat then ends, all enemies either dying, falling
out into the Demonweb, or fleeing.

TAcTICS

The dread wraiths ensure combat advantage by stealth,
invisibility, or flanking. They focus on anyone who might
escape the river of poison. They seek to reduce the PCs
to O hp so they fall in and drown in the river of poison,
eventually joining the wraiths in undeath.

The reaper attempts to force the PCs to fight him,
and only him, instead of his allies. He uses his power to
force PCs into the poison river and slow them, so they
do not escape.
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The maws use vicious rend to slide enemies into the
poison where they can be devoured. If a demonic maw
uses relentless attacks to move over both squares of a web-
boat, it automatically splits the boat into two pieces with
its many teeth.

EnDING THE ENCOUNTER

After the PCs defeat the undead, the river dumps them
into a large cavern with numerous crevices and small
holes throughout the floor. The river quickly empties
into these outlets and disperses.

Another corridor picks up on the other side of the
chamber. Proceed to Encounter 4.

MILESTONE

This encounter counts toward a milestone.

TREASURE

There is no treasure in this encounter.
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EncounTeRr 3:; “Toxic FLow” STATISTICS

Level 23 Lurker
XP 6,050
Initiative +24
Perception +17
Darkvision

2 Dread Wraith (W)

Medium shadow humanoid (undead)

HP 164; Bloodied 82

AC 37, Fortitude 33, Reflex 37, Will 35

Speed fly 10 (hover); phasing

Immune disease, fear, poison; Resist 30 necrotic

Insubstantial
The dread wraith takes half damage from all sources, except those
that deal force damage. Whenever the wraith takes radiant damage, it
loses this trait until the start of the wraith’s next turn.

O Shroud of Night « Aura 5
Bright light in the aura is reduced to dim light, and dim light becomes
darkness.

Combat Advantage (necrotic)
The dread wraith deals an extra 4d6 necrotic damage against any

target it has combat advantage against.
m Dread Blade (necrotic) * At-Will

Attack: Melee 1 (one creature); +26 vs. Reflex

Hit: 4d6 + 17 necrotic damage.

Shadow Glide (teleportation) « At-Will

Trigger: An attack that does not deal force or radiant damage hits the
dread wraith.

Effect (Immediate Reaction): The dread wraith becomes invisible until it
hits or misses with an attack or until the end of the encounter. The
wraith teleports up to 4 squares.

C Death Shriek (psychic)

Trigger: The dread wraith is reduced to 0 hit points.

Attack (No Action): Close burst 3 (enemies in the burst); +27 vs. Will

Hit: 4d6 + 17 psychic, and the target is dazed (save ends).

Miss: Half damage.

Skills Stealth +26
Str 18 (+15) Dex 28 (+20) Wis 12 (+12)
Con 20 (+16) Int 14 (+13) Cha 28 (+20)

Alignment chaotic evil  Languages Common

Note: Dread wraith influenced by the new wraith design, removing
weaken, regeneration, and spawning new wraiths for pacing reasons,
revising insubstantial, and adding a variant shadow glide.

EPIC3-3 The Tangled Skein of Destiny

Level 24 Elite Soldier
XP 12,100

Initiative +23
Perception +20
low-light vision

1 Reaper of the River (R)

Medium fey humanoid (undead)

HP 452; Bloodied 226

AC 40, Fortitude 36, Reflex 38, Will 34
Speed fly 8 (hover); phasing

Immune disease, fear, poison; Resist 15 cold, 15 radiant

Savinﬁ Throws +2; Action Points 1

Insubstantial
The reaper takes half damage from all sources, except those that deal
force damage or attacks that target only the reaper.
O Fell Attraction * Aura 5
An enemy that ends its turn within the aura is pulled 2 squares.
STANDARD ACTIONS
m Warning Strike * At-Will
Attack: Melee 2 (one creature); +27 vs. Reflex
Hit: 3d10 + 16 damage and the target is slowed (save ends).
Effect: The target is marked until the end of the reaper's next turn.
M Double Attack « At-Will
Effect: The reaper makes two warning strike attacks.
C Chains of Lamentation (psychic) * Recharge 4-6
Attack: Close burst 2 (enemies in burst); +27 vs. Will
Hit: 2d10 + 13 psychic damage, and the target is immobilized (save
ends).
C Cry of Longing (cold, psychic) * Recharge when first bloodied
Attack: Close blast 5 (enemies in blast); +27 vs. Fortitude
Hit: 4d10 + 26 psychic and cold damage, and the target is slowed
(save ends) and pulled 4 squares.
M Marked Torment (psychic, teleportation) « At-Will
Trigger: When the creature marked by the reaper makes an attack
that targets a creature other than the reaper.
Attack (Immediate Interrupt): Melee 2 (one creature); +29 vs. Will
Hit: 3d10 + 16 psychic damage, and the attack instead targets only

the reaper.
Skills Arcana +20, Stealth +26
Str 18 (+16) Dex 28 (+21) Wis 16 (+15)
Con 26 (+20) Int 16 (+15) Cha 25 (+19)

Alignment evil Languages Common, Elven, Giant
Note: Soulsorrow (Dragon 374), influenced by new design and given a
more guardian reflavoring.
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2 Demonic Maw (M) Level 23 Skirmisher

Large elemental beast (aquatic, demon) XP 4,150
HP 218; Bloodied 109 Initiative +22
AC 37, Fortitude 35, Reflex 36, Will 35 Perception +24
Speed 4, swim 10 Blindsight 10
Resist 20 poison, 20 acid

TRAITS

Drag Off

When the maw moves while it has a creature grabbed, it can pull that
creature with it. In addition, the creature remains grabbed, and the

maw does not provoke an opportunity attack from the creature.
STANDARD ACTIONS

m Bite * At-Will
Attack: Melee 2 (one creature); +28 vs. AC
Hit: 4d6 + 17 damage and the target is grabbed (escape DC 27). The
maw cannot make bite attacks while it has a creature grabbed, but it
can use its vicious rend.
M Vicious Rend * At-Will
Attack: Melee 2 (one creature that the maw currently has grabbed);
+26 vs. Fortitude
Hit: 4d12 + 17 damage and the target slides 5 squares, is knocked
prone, and is no longer grabbed.
Miss: Half damage and the target is still grabbed.
M Relentless Attacks * At-Will
Effect: The maw moves its speed and can enter enemies’ spaces. This
movement provokes opportunity attacks, and the maw must end its
move in an unoccupied space. The first time it enters each enemy’s
space during this movement, the maw makes a bite attack. Once it
makes a successful bite attack, the maw does not make any other
bite attacks. When the maw completes its movement, it makes a

vicious rend attack against the target hit by its bite attack.
TRIGGERED ACTIONS

C Jaws of Death
Trigger: The maw is reduced to O hit points.
Attack (No Action): Close burst 1 (enemies in the burst); +28 vs. AC
Hit: 4d6 + 17 damage.

Str22 (+17) Dex 28 (+20) Wis 26 (+19)
Con 26 (+19) Int 2 (+7) Cha 20 (+16)
Alignment chaotic evil  Languages understands Abyssal

Note: Modified Achree (E3 Prince of Undeath). Added drag off.
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EncounTter 3: “Toxic FLow” Map

TiLE SeTs NEEDED
None (pictured ,ap is for reference only; draw by hand)
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ENCOUNTER 4: TORN STRANDS

SrTur

The PCs race deeper into the Demonweb.
None of these encounters counts towards a
milestone, so there is no time for a short rest after them.

Run one of the following encounters:

¢ 4A Mirrors of Destiny: A roleplaying encounter
where PCs can obtain a warning or hint of things
to come. Run this encounter for groups that will
have a hard time with later combats or that you
know well enough to improvise a foreshadowing.

e 4B Spiders’ Tangle: A skill/combat encounter
where the PCs must make their way around a
drider and spiders overseeing repairs to the
Demonweb. Run this encounter for groups that
are having too easy a time.

e 4C Corellon’s Assistance: A combat where the
PCs rescue a messenger sent by Corellon. Run
this encounter for groups where a PC has died.

Choose the encounter that is best for your group, and
run just that one. If you have no preference, give the PCs
a choice between 4A and 4B:

The path splits ahead down two web corridors that look
alike. As a tremor once again strikes the Demonweb, a
cacophony of noise can be heard.

Down the left path is a shattering noise - like a
hundred glasses falling on stone, and a single cry of
pain.

Down the right path is a bizarre screeching noise,
like many non-humanoid creatures cursing in agitation.

Proceed to Encounter 4A, 4B, or 4C.

EPIC3-3 The Tangled Skein of Destiny

Page 23



ENCOUNTER 4A: MIRRORS OF
DESTINY

SETUP

This encounter includes the following creatures:
Durvagaz, wounded drider

The PCs come upon a 60 foot wide section of web
corridor intertwined with shards of broken magic
mirror, along with a wounded drider named Durvagaz.

The chamber ahead is covered in fragments of a giant,
broken mirror; some of the pieces jut out from the walls
and floor at sharp angles.

In the middle of the chamber is a gravely wounded
drider. His face is cut in many places, and a jagged
piece of mirror has sliced through his lower half,
chopping off five of his legs.

The drider stares into a piece of mirror as he
speaks, “Lolth has abandoned us. Our destiny is broken.
A hundred plots viewed and executed from this
chamber, and now all is lost. Are you here to finish me,
then?”

The drider, Durvagaz, will soon die from his injuries. He
knows that Lolth left her realm some days ago, and ever
since then something has been tearing the Demonweb
apart.

Durvagaz feels betrayed, so he sees no harm in
telling the PCs anything they might need to know. He
asks only that they end his suffering. He can inform
them of the Black Gate and the portal keys, though he
suggests leaping through the first tear in the Demonweb
before it all falls apart.

If the PCs heal the drider, he seems baffled that
they would choose to do so. He tells them anything they
might wish to know, but more fearfully - no longer
resigned to death, he wonders if they healed him so they
could kill or torture him after, for their own amusement.

The mirror in this room was an artifact that Lolth’s
servants used in divinations to find opportunities for
subterfuge, assassination, and war. Broken, it still
contains some power to show the future, but only for a
short time.

Make a point of asking which players allow their
PCs to look at mirror fragments directly. This is
designed to put a scare into them, but those who dare to
look may find that it was worth the gamble.

Gazing into the mirror fragments can reveal a
glimpse into the PC's future. If you have the ability to
customize a vision that ties into the PC’s epic destiny,
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that is preferable. Otherwise, especially if the PC could
use assistance, you may foreshadow an event from a
future encounter:

e Eclavdra fights the PC, a cloak of black tendrils
deflecting the PC's blows while reaching out to
choke the PC (from Encounter 10).

e Asthe PC destroys a wailing spirit, a drow knight
in black armor with a blade of blue flame
gestures, and the spirit is torn in four, reforming
to attack the PC (from Encounter 12).

e The PC parries a blow from another PC -
preferably one that is particularly weak-willed -
as a blood red light pulses to make an evil cast to
both their faces (from Encounter 13).

Feel free to create other visions. They should
foreshadow but not fully reveal an event.

Some PCs might see a shattered destiny, where they

have failed.

e The PCs comrades lie dead around a raging
Lolth. She smiles at the PC, then tears out the
PC's throat with her teeth.

e All of the PCs approach Corellon in a temple on
Arvandor. A flash of red light glints in their eyes,
and a horde of demons appear as they attack the
weakened god.

e The PC sifts through ash on a dark and desolate
landscape. The vision expands to show their
home country, the sun hidden entirely by dark
clouds and every living creature dead and
destroyed.

Note that PCs who chose not to look never see anything
in the mirrors. The magic of the mirror fades away
rapidly, and they cannot be looked in again, nor can a
PC wait to hear what everyone else sees, then brave a
look.

EnDING THE ENCOUNTER

The encounter ends after the PCs leave the mirror
chamber.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

There is no treasure in this encounter.
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EncounTER 4B: SPiDERS’ TANGLE

SrTur

This encounter includes the following creatures:
Caxzur, drider taskmaster
many spiders

A web pathway has snapped free and crashed into the
path ahead. A team of spiders led by a drider, Caxzur,
are working on repairs to the two pathways. PCs can
avoid them or confront them. As always, reward
creativity and innovative use of powers.

The path ahead is a disaster area. A web corridor has
crashed down onto the path ahead. Dozens of spiders
crawl over the two pathways, working to repair the
webs. A drider scuttles amongst the spiders, flicking a
spiked whip.

It would be extremely difficult to sneak directly past the
spiders, but it would be possible if the party is willing to
climb onto the underside of the web pathway or lower
themselves to another nearby pathway.

They can accomplish this by everyone making DC
20 Stealth and Athletics checks. Anyone who fails the
Stealth check attracts the attention of some spiders and
takes 20 poison damage. Anyone who fails the Athletics
check takes 20 falling damage.

The PCs could
negotiate for passage.

Caxzur is sadistic and enjoys his job and his power
over others. He is quick to point out the risk to himself if
he let them by - a risk perhaps mitigated by an
appropriate gift. Excess flattery or bowing pleases him
and results in lower DCs for Bluff and Diplomacy, while
true humiliation backed up by Intimidate may deflate
his ego and make him switch to subservience to the PCs.

A bribe of 5,000 gp allows them to pass
automatically, while a suitable DC 37 Bluff, Diplomacy,
or Intimidate by any PC allows them to bypass the
spiders. Reduce the DC to 27 or 20 under exceptional
circumstances, such as a drow or changeling party, or if
appropriate due to roleplaying.

If hostilities are joined, the PCs can quickly scatter
and slay the spiders and Caxzur, but not before they
counterattack. Make an attack against each creature in
the group:

Attack: +26 vs. Fortitude

Hit: 25 poison damage.

drider and

also confront the
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EnpInG THE ENCOUNTER

The encounter ends after the PCs leave the mirror
chamber.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

There is no treasure in this encounter.
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EncounTER 4C: CORELLON'S
ASSISTANCE

EncoOuNTER LEVEL 17

SeTUP

This encounter includes the following creatures:
1 marilith
1 Aedon Nimbleblade

ScALING THE ENCOUNTER

Make the following adjustments to the combat based on
the number of PCs present.
Four PCs: Reduce the marilith’s hit points to 260.
Six PCs: Increase the marilith’s hit points to 400.

Use this encounter only if the PCs are running low on
resources but not low on time. It could be run later, if
necessary.

Corellon has sent a party of paragon adventurers
into the Demonweb to aid the PCs. Unfortunately, the
adventurers have run afoul of demons being released by
the collapsing webs. The last remaining member, Aedon
Nimbleblade, is in a losing battle with a powerful
demon.

The sound of battle ahead reverberates along the
webbing that forms the walls of the passage.

If the PCs do not advance within one round, the marilith
knocks Aedon unconscious. If they wait two or more
rounds, the marilith kills Aedon. When the PCs advance
to the chamber, read:

The chamber ahead is littered with the bodies of
adventurers and demons. An eladrin is being slashed
repeatedly by a demon with a serpentine tail and a
female drow torso, except with six arms, each holding a
sword dripping blood.

Roll initiative. Aedon (Initiative +18) is badly injured
and retreats, if able. He is no match for an epic demon.
The marilith begins the combat injured, at 330 of 436
hp. The PCs should be able to finish off the demon
quickly.

EnpInG THE ENCOUNTER

Aedon begins in awe of Faertin’s greatest heroes. After
recounting the stories of several of their most impressive
accomplishments, he introduces himself as a powerful
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adventurer and is surprised that the PCs have not heard
of his adventuring company. Are they not aware of the
Swordcoast Adventurers Guild and their great deeds at the
Battle of Elturgard, the Defense of Myth Drannor, and
the Siege at Spellgard?

In any case, Aedon explains that the Swordcoast
Adventurer's Guild were hired by the Coronal of Myth
Drannor, claiming an important mission for Corellon
himself, to enter Lolth’s Demonweb and to deliver any
aid needed to the heroes on their epic quest.
Unexpectedly, when Aedon and his companions
arrived, the strands gave way and they lost over half
their number to the depths of the pits. They stumbled
into this chamber and were attacked by a large force of
demons, apparently freed from the webs. Many demons
escaped and are likely headed to Faertin. Aedon's
comrades were killed, and only this last demon
remained. The PCs came along just in time.

Aedon realizes he is in way over his head, and
wishes to return to Myth Drannor to muster what forces
can be found to deal with the demons that have escaped.
He has special elixirs to give the PCs to aid in their
quest, but they cracked during the battle, so must be
used immediately or become useless.

Aedon produces a scroll and casts a ritual that
returns him and the fallen adventurers to Myth Drannor
while the PCs take a short rest.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

The PCs gain 4 special elixirs that they can distribute in
any way they choose, but they must be used
immediately. Each elixir restores 2 healing surges when
imbibed or can be used to raise a dead PC. A PC raised
by the elixir is restored to its bloodied hit points, regains
2 healing surges, and suffers the death penalty (-1 to
attacks, checks, and saves until it reaches three
milestones).
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1 Marilith Level 24 Elite Skirmisher

Large elemental humanoid (demon) XP 12,100
HP 460; Bloodied 230 (currently 330) Initiative +23
AC 38, Fortitude 35, Reflex 37, Will 35 Perception +21
Speed 8 Darkvision

Saving Throws +2; Action Points 1
m Scimitar (weapon) * At-Will
Attack: Melee 2 (one creature); +29 vs.AC
Hit: 3d10 + 12 damage.
M Shroud of Steel (weapon) « At-Will
Effect: The marilith uses scimitar twice and gains a +6 bonus to AC
until the end of its turn.
M Weapon Dance (weapon) * At-Will
Effect: The marilith uses scimitar six times. Each time it hits, the

marilith can shift 1 square.
M Hacking Blades (weapon)  At-Will
Trigger: An adjacent enemy misses the marilith with a melee attack.
Effect (Free Action): The marilith uses scimitar against the triggering
enemy.
Soul of Slaughter « At-Will
Trigger: The marilith scores a critical hit.
Effect (Free Action): The marilith makes a scimitar attack against a
creature other than the target of the critical hit.
Skills Bluff +19, Insight +22, Intimidate +19

Str 28 (+21) Dex 19 (+16) Wis 21 (+17)
Con 30 (+22) Int 12 (+13) Cha 14 (+14)
Alignment chaotic evil Languages Abyssal, Common,

Note: Marilith with soul of slaughter instead of variable resistance
(Demonomicon).
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EncounTER 5: REScUEe
EncouNnTER LEVEL 25

SrTur

This encounter includes the following creatures:
2 drow zealots (D)

1 drow archmage (A)

1 draegloth shadowspinner (S)

8 Lolth venomspitters (V)

Zarylene Oussate (7)

ScALING THE ENCOUNTER

Make the following adjustments to the combat based on
the number of PCs present.
Four PCs: Remove 4 venomspitters and reduce one
of the two drow zealot's hit points to its bloodied value.
Six PCs: Add 1 drow zealot by the southern door
and give all three of the drow zealots an action point.

When Zarylene Oussate's plans to regain Lolth's favor
went awry, she fled Lolth's court and began plotting her
next move. A group of drow tracked her down and
hopes to subdue her for transport back to Lolth. They've
also been instructed by Xunarra (Encounter 8) to seize
any of Zarylene's Black Gate keys.

Zarylene arrived in the temple before the drow and
located a secret compartment in the altar that contained
the iron pyramid portal key. She palms it from the
compartment at the start of combat.

The PCs arrive in the midst of a battle between
three drow and Zarylene Oussate. A draegloth
shadowspinner is allied with the drow assailants, but it is
currently outside the room and out of view. Do not place
a token on the map until instructed to do so as described
below. The drow archmage has used spider climb to move
up the side of a column and is likely out of view at the
start of the encounter, though it is obvious from which
square it is hurling acid bolts.

As the PCs approach the open doors to the temple
of Lolth, read the following:

The clashing of steel weapons, the crackling of magical
energy, and voices shouting in the heat of battle herald a
deadly conflict beyond the doors ahead.

When one or more PCs approach the temple:

Two drow warriors slash furiously with poisoned

swords at an injured drow priestess pinned down in
front of a large altar. Acidic blasts of magic energy
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assault her from an obscured point near the ceiling. One
yells, “Give us the portal key or die, traitor!”

The drow priestess looks past the warriors to you
and cries out “Kill them!” She staggers back into the
altar, dropping to one knee. “Only I can guide you...”
Her voice slurs, as poison overtakes her. “Only I... key...
Demon... web.”

She collapses to the floor, unconscious.

The other drow spin around towards you, raising
their blades to charge.

Roll initiative for all combatants. Note that the draegloth
does not enter the combat until the very end of the first
round.

The venomspitters are conjured into existence as
soon as at least one PC enters the temple. If no PC
chooses to place themselves into the temple at start of
combat, the venomspitters should not be placed on the
map initially.

Zarylene is feigning unconsciousness by the altar.
DC 30 Insight or DC 40 Perception (passive or active)
will notice she is still conscious, only pretending so the
other drow don’t execute her. She holds a small iron
pyramid that she retrieved from the altar she has fallen
against.

When the draegloth joins the combat, read the
following:

With a terrific crash, a massive section of ceiling
smashes to the ground. A huge, demonic abomination
with wickedly clawed spider legs lands on the rubble.
The surprisingly nimble beast fires strands of webbing
as it arrives.

The draegloth's entrance triggers the collapsing roof
hazard. The draegloth then takes a full turn of actions,
minus its move action to jump down.

At the start of the second round of combat, a tremor
strikes:

A tremor shakes the entire Demonweb. The web
corridor to the north bounces up and down,
accompanied by ripping noises. Cracks spread through
the room’s columns and more chunks of ceiling rain to

the floor.

All creatures must make a DC 20 Acrobatics check or
fall prone. Until the start of the next round, any creature
that attempts to stand from prone must make a DC 20
Athletics check or its attempt fails and the action is
wasted. Note that all of the drow and spiders
automatically succeed, except the drow zealots who fail
onal.
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If the PCs try to avoid the combat entirely, the drow
pick up Zarylene and order the party to stay well away
while they search for (and eventually discover) her
portal key. At that point, a tremor shakes the temple and
the northern web strand strains as if it'’s soon going to
snap. The loss of a portal key and the imminent collapse
should be enough to make most groups join the
encounter. The drow are not interested in assisting the
party or escorting them to Lolth, and the venomspitters
appear and attack the PCs even if the drow are not

fighting.

FEATURES OF THE AREA

This area has a few important features.

Ceiling: The ceiling in this chamber is 25 feet (5
squares) high. Note that flying creatures cannot stay out
of the draegloth's reach of 3 squares.

Holy Water of Lolth: The two large cauldrons and
the large pool behind the altar are full of a venomous
liquid sacred to the worshippers of Lolth. Any creature
that enters the water cannot benefit from resistance or
immunity to poison until the end of the encounter. Any
creature that ends its turn in the water gains
vulnerability 10 poison until the end of the encounter.
Whenever any square of holy water is included in the
collapsing roof hazard, any creature adjacent to it is
splashed and cannot benefit from poison resistance or
immunity to poison until the end of the encounter.

TAcTICS

The drow zealots begin the combat with their weapons
already poisoned from poisoned weapon. They target PC
strikers with poisoned attacks. The drow zealots prefer
to fight inside the temple where they believe Lolth
favors them, rather than bottleneck the northern doors.

The drow archmage slithers up columns, along the
ceiling, and down walls to avoid the PCs. It uses
unwholesome sacrifice on venomspitters, especially when
the resultant deathstorm will prove effective. If engaged
in melee, it cruel banishes the attacker into an area of
collapsing room or into the holy water.

The draegloth shadowspinner lurks outside the
abandoned temple and waits for an opportune time to
enter combat. It crashes through a weak point in the
ceiling with brute force when the PCs have been
engaged in melee for one round after the tremor at the
start of round 2.

The venomspitters primarily use ranged attacks
from within the spider leg corridors. As the room
collapses, some of them teleport near clusters of PCs so
their deathstorms can be effective.
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Zarylene wants to survive - she is faking
unconsciousness from drow poison and is near death. If
no one specifically chooses to kill her, assume that she
survives through any collateral damage until the 3™
round of combat, when she attempts to escape south to
avoid the collapsing roof. Zarylene tells the PCs to follow
her so they can help her defeat Eclavdra. Refer to
Encounter 6 for any other information on roleplaying
Zarylene.

EnDING THE ENCOUNTER

The PCs escape, either in good order through the
southern exit, or due to the room’s collapse. Proceed to
Encounter 6.

MILESTONE

This encounter contributes to a milestone.

TREASURE

The PCs may obtain an iron pyramid portal key from
Zarylene’s body, or more likely, in the next encounter.
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ENcOUuNTER 5: RESCUE STATISTICS

Level 22 Brute
XP 4,150
Initiative +18
Perception +11
Darkvision

2 Drow Zealot (D)
Medium fey humanoid
HP 255; Bloodied 127
AC 34, Fortitude 35, Reflex 34, Will 32
Speed 7
Resist 10 poison
O Spider Host * Aura 1
While the zealot is bloodied, adjacent bloodied enemies gain ongoing
20 poison damage (save ends).
m Fullblade (weapon, poison) ¢ At-Will
Attack: Melee 1 (one creature); +27 vs. AC
Hit: 3d12 + 18 damage and ongoing 20 poison (save ends).
R Darkfire ¢ Encounter
Attack: Ranged 10 (one creature); +25 vs. Reflex
Hit: The target grants combat advantage and cannot benefit from
invisibility or concealment until the end of the zealot's next turn.
Poison Weapon (poison) « Recharge 6
The next time the zealot hits a creature with fullblade, it
makes a secondary attack against that creature.
Secondary Attack: +25 vs. Fortitude; the target takes a -2 penalty to
attack rolls (save ends).
First Failed Saving Throw: The target is weakened (save ends).
Second Failed Saving Throw: The target is knocked unconscious (save

ends; the target takes a -5 penalty to this saving throw).
TRIGGERED ACTIONS

Spider Burst (poison, zone)
Trigger: The zealot drops to O hit points.
Effect (No Action): The zealot's death creates a zone in a close burst 1
that lasts until the end of the encounter. The zone is difficult terrain,
and any creature that starts its turn within the zone takes 10 poison

damage.
Str 27 (+19) Dex 24 (+18) Wis 10 (+11)
Con 25 (+18) Int12 (+12) Cha 21 (+16)
Alignment chaotic evil Languages Abyssal, Common, Elven
Equipment fullblade

Note: Added ongoing poison to fullblade.
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1 Drow Archmage (A) Level 24 Elite Artillery

Medium fey humanoid XP 12,100
HP 344; Bloodied 172 Initiative +19
AC 36, Fortitude 35, Reflex 36, Will 38 Perception +14
Speed 7, climb 7 (spider climb) Darkvision

Saving Throws +2; Action Points 1
m Dagger (weapon) * At-Will

Attack: Melee 1 (one creature); +29 vs. AC

Hit: 2d4 + 15 damage, and the target takes a -4 penalty to attack rolls
until the end of the archmage's next turn.

r Abyssal Bolt (acid, poison) « At-Will

Attack: Ranged 20 (one or two creatures); +29 vs. Reflex

Hit: 4d8 + 15 acid and poison damage and the target slides 2 squares.
R Demonic Grasp (poison) * Encounter

Attack: Ranged 10 (one creature); +29 vs. Fortitude

Hit: The target is immobilized and suspended 1 square up (save ends
both). While this effect lasts, whenever the target or one of its allies
deals damage to a demon, drow, or spider, the target takes 10
poison damage.

Unwholesome Sacrifice (necrotic) * Recharge 5-6
Effect: The archmage deals 20 damage to an ally adjacent to it.
In addition, the archmage recharges one encounter power or
deals 10 extra damage on its next ranged attack before the end of its
next turn.
M Cruel Banishing (teleportation) « Encounter

Attack: Melee 1 (one creature); +29 vs. Fortitude

Hit: The archmage teleports the target 7 squares, and the target is
dazed (save ends).

R Darkfire * Encounter

Attack: Ranged 10 (one creature); +29 vs. Reflex

Hit: The target grants combat advantage and cannot benefit from
invisibility or concealment until the end of the archmage's next turn.

TRIGGERED ACTIONS
Warp in the Weave ¢ Encounter

Trigger: The archmage is included in a burst or blast.

Effect (Immediate Interrupt): The triggering burst or blast does not
target the archmage or its square.

Shield ¢ Encounter

Trigger: The archmage is hit by an attack.

Effect (Immediate Interrupt): The archmage gains a +4 power bonus to
AC and Reflex until the end of its next turn.

Spider Burst (poison, zone)

Trigger: The archmage drops to 0 hit points.

Effect (No Action): The archmage's death creates a zone in a close
burst 1 that lasts until the end of the encounter. The zone is difficult
terrain, and any creature that starts its turn within the zone takes 10
poison damage.

Skills Arcana +23

Str 13 (+13) Dex 25 (+19) Wis 14 (+14)

Con 22 (+18) Int 22 (+18) Cha 28 (+21)
Alignment chaotic evil Languages Abyssal, Common, Elven
Equipment dagger

Note: Using a modified (less powerful and less complex) wizard
template.
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Level 24 Elite Controller

XP 12,100

Initiative +19

Perception +20

All-around vision, darkvision,
tremorsense 10

Saving Throws +2; +4 against poison effects; Action Points 1
m Claw * At-Will
Attack: Melee 3 (one creature); +29 vs. AC
Hit: 3d10 + 16 damage, or 4d10 + 18 against dazed creatures.
M Slashing Claws * At-Will
Effect: The draegloth uses claw against two different targets.
R Tethering Web (poison) * At-Will

Attack: Ranged 5 (one or two creatures); +27 vs. Reflex

Hit: 2d10 + 13 poison damage, and the target is tethered (save ends).
While the target is tethered, it is dazed, and the draegloth can pull
the target to a square adjacent to it during the draegloth's turn as a
free action.

C Repelling Legs * At-Will
Attack: Close burst 1 (enemies in burst); +27 vs. Fortitude
Hit: 3d10 + 16 damage, and the target is pushed 3 squares.
A Poison Web of Lolth (poison) * Encounter

Attack: Area burst 2 within 10 (creatures in burst); +27 vs. Reflex

Hit: 3d10 + 7 poison damage, and the target is restrained and takes
ongoing 20 poison (escape ends both, escape DC 27)

MINOR ACTIONS
C Maddening Darkness (psychic, zone) * Encounter

Attack: Close burst 1 (enemies in burst); +27 vs. Will

Hit: The target is slowed and dazed until the end of the draegloth's
next turn.

Effect: The burst creates a zone that lasts until the end of the
draegloth's next turn. The zone blocks line of sight for all creatures
except the draegloth. Any other creature is blinded while within the
zone.

Vicious Assault * Encounter
Effect: The next attack the draegloth makes before the end of its next

turn is made against the lowest of the target's defenses.
TRIGGERED ACTIONS

Spider's Escape * Recharge 6
Trigger: The draegloth is hit by a melee attack.
Attack (Immediate Interrupt): The draegloth shifts 4 squares and can
move through enemy spaces during the shift.
Dark Leap (teleportation) * Encounter
Trigger: An enemy damages the draegloth.
Effect (Immediate Reaction): Maddening darkness recharges, and the
draegloth uses it. The draegloth then teleports 8 squares.
Skills Religion + 23, Stealth +24, Bluff +18
Str 27 (+20) Dex 24 (+19) Wis 17 (+15)
Con 25 (+19) Int 22 (+18) Cha 19 (+16)
Alignment chaotic evil  Languages Abyssal, Elven
Note: Draegloth abomination (MM3) with spiderblessed spinner
template (DMG2). Replaced variable resistance with vicious assault
(Demonomicon).

1 Draegloth Shadowspinner (S)
Huge elemental magical beast (demon)
HP 400; Bloodied 200

AC 38, Fortitude 37, Reflex 35, Will 33
Speed 8, climb 8 (spider climb)
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Level 22 Minion
XP 691

Initiative +22
Perception +21
Darkvision

8 Lolth Venomspitter (V)
Medium elemental magical beast (spider)
HP 1; a missed attack never damages a minion
AC 35, Fortitude 33, Reflex 35, Will 34
Speed 8 (see also temple defender)
Immune poison
m Bite (poison) * At-Will
Attack: Melee 1 (one creature); +27 vs. AC
Hit: 10 damage, and ongoing 10 poison damage (save ends).
r Spit Venom (poison) « At-Will
Attack: Ranged 10 (one creature); +27 vs. Fortitude
Hit: 10 poison, and ongoing 10 poison damage (save ends).
Temple Defender (Teleportation) « At-Will
Effect: The venomspitter can teleport to any square within 3 squares
of Lolth’s altar or a living ally in the temple.
C Deathstorm (poison)
Trigger: The venomspitter drops to O hit points.
Attack (No Action): Close burst 5 (targets enemies taking ongoing
poison damage); +27 vs. Fortitude.
Hit: The target takes 14 poison damage.
Miss: The target takes 7 poison damage.
Effect: Any enemy that is adjacent to a target that was hit by the attack
takes 14 poison damage.
Str 25 (+20) Dex 29 (+22) Wis 27 (+21)
Con 23 (+19) Int 20 (+18) Cha 18 (+17)
Alignment chaotic evil  Languages Primordial
Note: Reflavored fire archon flamebow (Dungeon 174).

Level 22 Hazard
XP 4,150

Collapsing Roof

Hazard
TRIGGERED ACTIONS
Initial Collapse

Trigger: Immediately prior to the draegloth’s entrance

Attack: Area burst 2 centered on the intended landing spot for the
draegloth (creatures in burst); +25 vs. Reflex

Hit: 3d10 + 14 damage, and the target is knocked prone.

Shattering Room

Trigger: The end of rounds 2, 3, and 4.

Attack: Area Burst Special (see below); +25 vs. Reflex

Hit: 3d10 + 14 damage, and the target is knocked prone.

Effect: The burst becomes difficult terrain due to rubble. Any columns
in the burst are destroyed.

Special: At the end of round 2, all of the temple above the Round 2
line next to the second column is attacked.

At the end of round 3, all of the room above the Round 3 line is
attacked. In addition, the northern corridor snaps free. Any creatures
still in the corridor fall, as described in Final Collapse.

At the end of round 4, all of the room above the Round 4 line is
attacked.

Final Collapse

Trigger: At the end of round 5.

Effect: The entire temple collapses and all PCs still in it fall to
another section of the Demonweb, taking 6d10 falling damage. Any
remaining enemies die.

Countermeasures

A DC 20 Dungeoneering check as a mino action reveals the area tha

will be attacked in the following round, as well as the danger to those

in the corridor for round 3 and the entire temple for round 5. When

hit by the hazard, a creature may replace its Reflex defense with a

Dungeoneering check result as an immediate interrupt.
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EncoOuNnTER 5: REscue MAP

TiLe Se1s NEEDED

D = drow zealots; A = drow archmage; S = draegloth sadowspinner; V = Lolth venomspitters;
Z = Zarylene Oussate

EPIC3-3 The Tangled Skein of Destiny
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EncounTER 6: THE HUNTED

SETUP
Zarylene Oussate, female drow priestess of Lolth.

The PCs escape the collapsing Temple of Lolth,
following a dissolving web corridor to a nondescript
cavern with multiple exits. The tremors subside and the
area seems secure for the moment.

Before proceeding, read Appendix 1 regarding the
Black Gate keys for important background information.
Read the following text aloud:

The dissolving corridor finally ceases at the edge of a
medium-sized cavern with multiple exits to additional
web corridors leading in various directions. The violent
tremors subside and there is a sense of relative safety for
the moment.

This encounter occurs during the short rest after
Encounter 5.

NOTE: The rest of this encounter assumes that
Zarvlene is alive. If she is not and the PCs did not
retrieve the iron pyramid portal key from her in the
previous combat, they discover her corpse here where it
fell from the collapsing chamber. The PCs find nothing
else of interest in the cavern and must choose an exit to
continue toward the Demonweb Pits. Proceed to the
Ending the Encounter section.

If Zarylene is alive, she nearly collapses after
reaching the room:

The wounded drow priestess is severely injured and
gasping for breath.

Zarylene has already fetched the iron pyramid from the
Temple of Lolth. Zarylene hopes the bronze star and silver
sphere are still obtainable. She plans to use the PCs to
help her deal with Eclavdra at the Black Gate to obtain
the final key.

If the PCs helped defeat her attackers, Zarylene
makes a half-hearted attempt to thank them for
intervening. In any case, she sets into motion her plan to
take the PCs to Lolth. Zarylene needs the PCs'
protection against other demonic forces that may be out
to destroy her, and she believes she can make proper
amends to Lolth by leading the PCs to the Spider Queen
as a sacrifice.
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After catching her breath, the drow priestess leans
against a large rock for support and looks at you
uncomfortably. “It is clear that we have much to offer
each other. I'm on my way to an audience with Lolth,
but my enemies have been set against me and my
journey may prove impossible if I remain alone. Yet, I
hold one of the keys to open the only portal leading to
the Spider Queen’s domain.” She holds up a small iron
pyramid that glows with a fiery purple energy. “I also
know where the other keys are located and can lead you
through the most expeditious route to the Black Gate.”

Zarylene's goals for this encounter are as follows:

e Enlist the PCs to help her recover the Black Gate
Keys hidden throughout the Demonweb.

e Use the PCs as bodyguards against other forces
that may be out to get her.

Zarylene's goal for the adventure is to regain Lolth’s
favor. She has two ideas for accomplishing that goal:

e Lead the PCs to Lolth's court and offer them as
sacrifices to the spider queen.

e Exact revenge on her apprentice, Zim’mizai of
House Mizzrym, for manipulating Zarylene in the
plan to tamper with Carceri.

Zarylene's basic pitch to convince the PCs to escort her
is as follows:

o She knows the location of the Black Gate keys to
gain entrance to Lolth's domain. While it is
possible the PCs may stumble across them, doing
so on their own would take longer and be more
hazardous.

e With the apparent time constraint, it makes
sense to pool their resources and get the keys as
fast as possible. Zarylene knows several shortcuts
to get to the Black Gate in the least amount of
time.

e She offers the iron pyramid portal key, as a sign
of good faith. In truth, she assumes they could kill
her for it, and anyone carrying a portal key is
more of a target.

e  She identifies the silver sphere portal key carried
by the PCs. If they did not retrieve it in Encounter
1, they will obtain it later in Encounter 8.

e Zarylene claims to know the identity of the real
traitor behind the chaos of the Demonweb. She
refuses to tell the PCs, saying that they need to
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protect her long enough so that she may report
to Lolth to make her amends.

Zarylene can reveal some or all of the following through
role-playing:

o She tells the PCs that her name is Zarylene
Oussate, a priestess of Lolth.

e Zarylene admits that her Queen has found
disfavor with her recently, but she does not give
specific reasons why. She says that it is her
personal shame and no one needs to know the
details; that is for her and the Spider Queen
alone. If someone suggests that she might be
responsible for the chaos of the Demonweb, she
dismisses that with a derisive laugh and simply
says that if she were the one responsible then she
would be a fool to return to face Lolth’s wrath.

e Zarylene explains that she is intent on returning
to Lolth to make amends, but that the current
situation has forced her to do so at great risk to
herself. If asked how she plans to make her
amends, she says that she knows the identity of
the traitor responsible for the chaos of the
Demonweb and she believes that revealing this
information to Lolth in person is sufficient to get
a pardon.

e Zarylene ashamedly admits that she needs
protection to make the journey to the Black Gate
and offers her help to the PCs if they travel with
her. She offers to lead the PCs on the journey if
there are no female PCs in the party, but is
content to allow female party members to take
that role. If female PCs allow the males to take
the lead or question their decisions, Zarylene
inquires why the female PCs allow such
insolence from their inferiors.

e If asked too much about the Black Gate, Zarylene
laughs and points out. "If I tell you everything,
you'll kill me before we get to the Black Gate! Do
you think a drow matron would fall for such an
obvious ploy?" She promises to stick with them to
fetch all the keys and go through the gate. Insight
checks reveal her as sincere.

e With the Demonweb unraveling around them,
Zarylene fears that there is little time to retrieve
the other gate keys before they are lost forever.
She believes that they must move quickly before
all is lost.

e Zarylene says that the Spider Queen is the
mistress of her domain and it is only by her will
that the Demonweb exists at all. The eruption of
chaos seems to have weakened Lolth’s power
over the realm and she believes the Spider
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Queen is struggling to maintain what little
control she has left. However, if anyone suggests
that Lolth is significantly weakened and
vulnerable to attack, Zarylene says they are fools
to believe it. Zarylene suggests that Lolth may be
too focused on her vengeance to care for the
outer areas of the Demonweb.

e If the PCs insist on a little more detail on the
location of the keys, she briefly describes the
reaver garden where an ally (Xunarra, the drider)
is safeguarding one of the keys.

The PCs might wish to use Insight or Religion for
additional information. Attempts to wuse Bluff,
Diplomacy, or Intimidate should yield the information
above. Zarylene might be willing to reveal more later,
but knows better than to trust the PCs if she is no longer
useful.

Insight DC 20: Zarylene is just using them to get to
Lolth and otherwise hates outsiders. She is battered and
weakened and would not likely survive long on her own
in the Demonweb.

Insight DC 27: Zarylene knows more than what she is
telling. It may be possible to gain this information
through further negotiation and discussion as the PCs
make their way toward the Black Gate.

Insight DC 37: Like most drow, Zarylene will most
likely betray the PCs at the first opportunity. She is also
unlikely to trust any offers made by the PCs even if they
seem sincere. However, Zarylene does need the PCs’
protection for now.

Religion DC 27: The drow that attacked Zarylene were
Chosen of Lolth, some of Lolth’s more powerful drow
servants. They likely were attempting to capture or kill
Zarylene to gain Lolth’s favor.

Religion DC 37: Zarylene is taking a great risk in going
before Lolth in failure, so she likely has a plan to regain
Lolth’s favor.

If the PCs refuse to cooperate, Zarylene lets them leave
on their own. She sneaks through and retrieves the
bronze star from Encounter 8 and attempt to negotiate
with them there.

Zarylene is in no shape for further combat. If the
PCs wish to kill her (purposefully or “accidentally”), they
can do so easily.

If the PCs allow Zarylene to stay alive, she remains a
short distance behind them. Whenever combat begins,
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she creates a cloud of darkness, turns into a tiny spider,
and sneaks away. She reappears at the end of combat.
Assume Zarylene survives any upcoming combat
encounter.

TROUBLESHOOTING

If the PCs really do not wish to deal with Zarylene,
especially if they see her as a repeat of Sinmaker from

EPIC3-2, downplay Zarylene and allow them to avoid
her.

EnDING THE ENCOUNTER

The encounter ends when the PCs are ready to leave the
cavern. If they travel with Zarylene, proceed directly to
Encounter 8. If they do not, proceed to Encounter 7.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

The iron pyramid portal key might be obtained in this
encounter.

EPIC3-3 The Tangled Skein of Destiny

Page 35



EncounTER 7: INNER TRAPPINGS

SrTur

The inner Demonweb is more stable, but patrols of drow
soldiers and deadly traps are more common. Without
Zarylene to guide them, the PCs must find their own
way past these obstacles.

SceNE 1: Lost N THE WEB
The PCs use their skills or abilities to avoid getting lost.

Every path seems to intersect with several others,
creating a maddening and confusing web that doubles
back on, and over and under, itself. With frequent
patrols by drow, demons, and spiders, it would be all too
easy for getting lost to turn fatal.

The PCs have several skill options for making their way.
Allow them to be creative to earn bonuses or to bypass
the challenge entirely, but some likely solutions are
listed below. Allow each character no more than one
skill check.

History/Religion DC 37
A History or Religion check allows a character to recall
enough of Demonweb navigation.

Dungeoneering/Nature DC 37

If a PC has gotten a vague idea of how to head towards
the Black Gate from a previous NPC, or comes up with
the idea themselves, they can propose just keeping their
course heading towards the center of the web.
Dungeoneering or Nature allows them to navigate safely
in this manner.

Bluff/Intimidate/Stealth DC 37

This method could involve stalking a drow patrol to
overhear their conversation using Stealth, browbeating a
patrol using Intimidate, or claiming to be invited or

pretending to be a drow officer lost in the chaos using
Bluff.

The PCs might alternatively have access to very quick
divination, such as Hand of Fate, that might be
reasonably expected to help. It is fine to be lenient with
time in such an instance, as long as they don’t attempt to
cram several other rituals or additional short rests into
the same time frame.

If all of the PCs fail their check (or choose not to
make one), then they each take 20 damage between
various attacks, traps, and hazards, but eventually reach
the next scene.
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ScENE 2: DEFENSES

The PCs have made significant progress, but they now
have only two choices for how to proceed. One is clearly
trapped, while the other is guarded.

There are two paths that head onwards. Drow guards
converse from their post down the first path. The second
path leads into a corridor that is lined with holes on all
sides. Poisoned spikes jut from the holes.

Allow them to choose the guard post (Scene 2A) or
trapped corridor (Scene 2B). Resolve that scene, then
proceed to Scene 3.

ScenE 2A: GuARD Post

There are several drow behind barriers down the
corridor. It might be possible for the PCs to talk their
way past, to ambush the drow, or simply to charge them.

Stats are not necessary, but if they are helpful, treat
the drow guards as led by a single drow zealot (from
Encounter 5) with a number of drow stalkers (from
Encounter 10) equal to the number of PCs. They are
staggered out behind a web barrier.

Bluff DC 37

One lead PC must make the check. With a convincing
story (perhaps the PC appears to be a drow mage
leading some thralls), reduce the primary DC to 27. In
this case, every other PC going with the lead PC must
succeed at a DC 20 Bluff check.

Intimidate DC 37

The guards know they’d die to the PCs, but also fear
what Lolth would do to them. If a single lead PC
succeeds, the guards let the PCs through. On a failure, if
every other PC makes a DC 27 Intimidate check, the
guards let them through anyway. If the other PCs do
something egregious, like instantly killing one of the
drow minions, success requires only a single DC 27
Intimidate check, rather than one check per PC.

Stealth DC 37

Any PC may sneak directly past the guards, moving
when the guards blink or talk. The PCs could also sneak
past by clinging to the web wall, which requires DC 20
Stealth and Athletics checks. PCs using Stealth do not
need to make the checks listed under Bluff or
Diplomacy.

If any PC fails a check or the PCs instead simply attack

the drow guards, you can either run the combat with the
creatures, or assume each PC takes 15 damage. If the
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PCs attempt to use Stealth to move up and then ambush
the drow, have each PC make a DC 20 Stealth check. If
they all succeed, then their ambush is successful and
they take no damage.

ScenE 2B: TraAPPED CORRIDOR

The corridor is filled with traps, so it takes extremely
careful going to avoid being hurt. Request a single
Perception check and a single Thievery check. The other
PCs may assist these checks, if desired.

The Thievery DC is based on the Perception check
result:

Perception Result Thievery DC
Below 20 Impossible
20-26 DC 37
27-36 DC 27

37+ DC 20

If the Thievery check fails, every PC must make an
Acrobatics check. Each character takes 40 points of
damage minus his or her individual Acrobatics check
result.

SceNE 3: XUNARRA's MINION

As the PCs turn into a corridor, they startle a demon
attempting to hide in the shadows of the corridor and
spy on them.

A hunched creature in dark robes freezes in shock at
your approach. It shrieks, then leaps away.

The shadowy figure is a low-level demon spawn called
Grohlnik. Grohlnik is a servant of Xunarra, the drider
totemist in Encounter 8: Reaver’s Garden. If the PCs
wish to catch or corner Grohlnik, they can easily do so.
Grohlnik can be described as follows:

The creature has a large hunch-back and wears heavy,
dark brown robes that nearly conceal its face
completely. A single, cat-like eye glows beneath a hood
fashioned from thick strips of cloth. The foul creature
has extra digits on its hands and feet and wields a
cudgel.

Arcana DC 27

The creature is a type of minor demon spawn, usually
tasked for assisting drow casters with tasks that are
dangerous. Most of their kind are injured or warped by
the tasks into which they are forced.
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Insight DC 27
Grohlnik is terrified of the PCs. He will say anything to
get out of here alive.

If the PCs choose to talk with Grohlnik, use the talking
points below. A DC 20 Insight or Intimidate check
reveals his lies.

e Grohlnik is obviously afraid of the PCs and
cowers from them if they use any form of
intimidation.

¢ Grohlnik claims that he’s just looking for food
and doesn’t want to start any trouble. (False)

e If shown a Black Gate key, he initially denies any
knowledge of the keys. (False)

Once it is obvious that the PCs do not believe his lies, he
will switch to the truth in hopes of not being slain.

¢  Grohlnik admits that he is there looking for a key.
He reveals that someone named Xunarra sent
him here to retrieve it.

¢ Grohlnik can be coerced into revealing that he
knows that Xunarra has a portal key. Grohlnik
can describe the shortest path to Xunarra’s
Reaver Garden, where Lolth’s Reavers are
nurtured and hatched.

EnpinG THE ENcOuNTER
After the PCs leave Grohlnik, proceed to Encounter 8.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

None.
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EncounTER 8: REAVER GARDEN
EncOuNTER LEVEL 23

SrTur

This encounter includes the following creatures:
2 Lolth's reavers (R)

1 Xunarra, drider totemist (T)

6+ cave spiders (S)

ScALING THE ENCOUNTER

Make the following adjustments to the combat based on
the number of PCs present.

Four PCs: Remove the Lolth’s reaver hidden under
the web floor.

Six PCs: Add 4 cave spiders and increase Xunarra’s
hit points by 100.

The reaver garden is a two-chamber area of the
Demonweb where Lolth’s reaver eggs are hatched and
grown to maturity through a long process of nurturing
and feeding on the blood of many elves, eladrin, angels,
and demons.

Xunarra, the drider who tends to the reavers being
grown here, was entrusted one of the Black Gate keys.
She was a loyal servant of Zarylene for the time that
Zarylene was in favor with Lolth. However, with
Zarylene's status in question and the Demonweb in
chaos, Xunarra has decided that her only loyalty is to
Lolth. Xunarra sent allies out to fetch the other keys.
With Lolth's blessing, she sent the drow chosen and the
draegloth to bring Zarylene to Lolth.

Strange glowing webs like thin walls extend from floor
to ceiling in one part of the chamber ahead, while others
cover a large pit in the center of the room.

A female drider wearing an obsidian vest with
night-blue trim holds up a spider totem, as if
commanding you to advance no further.

Many spiders crawl over the walls and webs in this
chamber.

PCs at least 4 squares into the room with a Passive
Perception 35 notice a large spider lurking underneath
the web floor in the center of the chamber.

If Zarvlene is with the PCs, Xunarra says:

“You should not have come back, Zarylene,” the drider
totemist says in a sorrowful tone. “Surrender to me now
and I will deliver you to Lolth. Or don’t, and I'll deliver
you wrapped in my spiders’ webs.”
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Zarylene says, “I have only come to claim that
which is mine, Xunarra. Hand over the key or my new
allies will destroy your little ‘garden’ here.”

Xunarra says nothing, but throughout the room the
spiders spring to attack.

Roll for initiative and start combat. Xunarra is not
interested in any more talk and Zarylene’s threats do not
impress her.

If Zarvlene is NOT with the PCs, Xunarra reacts as
follows:

If there are no elves or eladrin in the group:

The drider inspects your group momentarily and then
says, “No one may enter here. Turn back now and I'll let
you live.”

If there are elves or eladrins in the group:

The drider inspects your group momentarily and then
says, “If you wish to pass, put your weapons away and
move quickly to the far exit.”

Xunarra is not interested in speaking with the PCs at all.
If they try to initiate a conversation, she strongly urges
them to comply with her previous order. If they do not,
then roll for initiative and begin combat.

If the PCs were instructed to cross to the far side of
the chamber to exit, roll initiative when they are at the
halfway point and start combat. Xunarra is particularly
interested in providing elf and eladrin blood for her
reavers.

Xunarra murmurs, “You will provide delicious elven
blood to make Lolth’s reavers grow strong.”

Map Notes: The Lolth's reaver under the web (marked
as water on the map) is not visible at the start of the
encounter unless PCs are at least 4 squares into the
room and make a DC 35 Perception check.

Six cave spiders are arranged around the room.
More spider movement can be seen deeper in the webs
of the room.

Until Xunarra dies, add another 2 (3 for a group of
6) cave spiders each round. On the cave spider’s
initiative, they emerge to attack from any webbed area
and take a full round of actions.

FEATURES OF THE AREA

Ceiling and Walls: The ceiling of the chamber is 4
squares above the floor. All spider climbing creatures may
use the ceiling and walls for movement.
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Magic Web Wall: The main chamber and the egg
nest under the floor are protected by sections of magic
webbing. The webbing causes attacks with arrows, bolts,
and other forms of ammunition to miss automatically
and provides superior cover against all other forms of
attack.

If a ranged attack would miss a target on the other
side of the web wall, the attack is instead retargeted at
its attacker who must reroll the attack.

Passing through the web wall requires 3 extra
squares of movement, unless a creature has spider
climb. Creatures cannot be force moved through the
wall. Any attempt to teleport through the web wall
results in the creature stopping before the web wall,
where it is restrained until the start of its next turn.

Each 5-foot (1 square) section of web has 30 hp (AC
& Reflex 20, Fortitude 30, vulnerable 20 fire). If a close
or area fire attack destroys any webbing, the rest of the
webbing is also set on fire and burns away at the end of
the next round.

Xunarra may attack through the web wall without
suffering its negative effects.

Web Floor: The central section of the floor marked
as water is actually the same magic web as the web wall,
but covering a pit. At the bottom of the pit are a number
of reaver eggs.

Creatures without spider climb treat the area as
difficult terrain. If the web floor catches fire, all
creatures on it at the time or ending their turn on it take
20 fire damage. At the end of the next round, the web
floor disintegrates. Any creature on the web when it
disintegrates falls 50 feet (10 squares), taking 5d10
falling damage.

TAcTICS

All creatures in this combat favor elf and eladrin targets.

Lolth’s reavers use web leap on any concentrations of
enemies and try to keep enemies away from Xunarra or
the eggs.

Xunarra uses venom ray to immobilize dangerous
targets for her cave spiders to attack. She spider swarms
on her first turn to discourage melee attacks. She’ll use
her action point to psychic scream as soon as possible.
Assume that she is commanding all of the spiders to
employ intelligent tactics.

Cave spiders use tethering web to immobilize all
enemies, then move or charge in to bite any
immobilized targets.
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EnpInG THE ENCOUNTER

The encounter ends after the PCs defeat Xunarra and
the spiders and retrieve the portal key. The exit from
this room leads to the Hall of the Great Web. Proceed to
Encounter 9.

MILESTONE

This encounter counts toward a milestone.

TREASURE

Xunarra is wielding a +5 greater staff of power, wearing
+5 shadowdance armor, and carrying the eight-pointed
bronze star portal key.
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ENncoOunTER 8: “REAVER GARDEN" STATISTICS

Level 25 Brute
XP 7,000
Initiative +19
Perception +19
Tremorsense 5

2 Lolth's Reaver (R)
Large elemental beast (mount, spider)
HP 287; Bloodied 143
AC 37, Fortitude 37, Reflex 34, Will 35
Speed 8, climb 6 (spider climb)
STANDARD ACTIONS
m Bite (poison) * At-Will
Attack: Melee 1 (one creature); +30 vs.AC
Hit: 3d10 + 5 damage, and ongoing 20 poison damage (save ends).
R Grasping Thread * At-Will
Attack: Ranged 10 (one creature); +28 vs. Reflex
Hit: The reaver pulls the target 5 squares, and the target is restrained
(save ends).
Each Failed Saving Throw: The reaver pulls the target 5 squares.
C Web Leap ¢ Encounter
Effect: The reaver jumps 8 squares without provoking opportunity
attacks. The reaver then makes the following attack.
Attack: Close blast 3 (enemies in blast); +28 vs. reflex
Hit: 3d12 + 12 damage, and the target falls prone and cannot stand
up (save ends).
Bloodied Leap * Encounter
Trigger: The reaver is bloodied for the first time.
Effect (Free Action): The reaver recharges web leap, then uses it.
Skills Stealth +24
Str 28 (+21) Dex 25 (+19) Wis 25 (+19)
Con 27 (+20) Int 14 (+14) Cha 14 (+14)
Alignment chaotic evil  Languages Elven, Abyssal
Note: Modified Stealth and Dexterity. Added bloodied leap in imitation
of bloodied breath in Tiamat’s Red Hand theme.
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1 Xunarra, Drider Totemist (X) Level 25 Controller (Leader)

Large fey humanoid (drider) XP 7,000
HP 226; Bloodied 113 Initiative +18
AC 39, Fortitude 35, Reflex 38, Will 36 Perception +21
Speed 6, climb 6 (spider climb) Darkvision

Action Point 1
TRAITS
O Dark Pact Mobility * Aura 5
Bloodied allies in the aura automatically succeed on saving throws
against slowing effects and immobilizing effects.
Shadowdance Armor
Xunarra’s area and ranged attacks do not provoke opportunity
attacks.
m Bite (poison) * At-Will
Attack: Melee 1 (one creature); +30 vs.AC
Hit: 3d10 + 16 damage, and ongoing 20 poison damage (save ends).
R Venom Ray (implement, poison) * At-Will
Attack: Ranged 10 (one creature); +28 vs. Reflex
Hit: 4d6 + 19 (crit 5d10 + 43) poison damage, and the target is
immobilized until the end of its next turn.
C Psychic Scream (implement, psychic) * Recharge 6
Attack: Close blast 5 (enemies in blast); +28 vs. Will
Hit: 3d10 + 16 psychic damage and the target is dazed (save ends). At
the start of the target’s next turn, determine the enemy nearest to it:
It may not make any attack until the start of its following turn that
does not include that target.
MINOR ACTIONS
Spider Swarm (poison, zone) * Recharge 5-6
Effect: Close burst 2. The burst creates a zone that lasts until the end
of the encounter or until Xunarra uses spider swarm again. Enemies
grant combat advantage while in the zone, and any enemy that ends
its turn there takes 20 poison damage.
Staff Defense * Encounter
Effect: Xunarra gains a +5 power bonus to all defenses against the next
attack made against her.
TRIGGERED ACTIONS
Powered Rebuke ¢ Daily
Trigger: An enemy within 20 squares hits Xunarra with an attack.
Effect (Immediate Reaction): The triggering enemy takes 25 force
damage.
Skills Arcana +24, Intimidate +22
Str21 (+17) Dex 22 (+18) Wis 19 (+16)
Con 18 (+16) Int 24 (+19) Cha 21 (+17)
Alignment evil Languages Common, Elven, Abyssal
Equipment +5 greater staff of power, +5 shadowdance vest
Note: Drow spider totemist with Those Who Hear Theme for action
point and psychic scream, altered range, reflavored into a drider.
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6+ Cave Spider (S) Level 23 Minion Skirmisher

Medium Natural Beast (spider) XP 1,275
HP 1; a missed attack never damages a minion Initiative +20
AC 37, Fortitude 35, Reflex 36, Will 33 Perception +16
Speed 6, climb 6 (spider climb) Darkvision,
Resist 15 poison Tremorsense 5
TRAITS

Web Walk

The spider ignores difficult terrain composed of webs.
STANDARD ACTIONS

m Bite (poison) * At-Will

Attack: Melee 1 (one creature); +28 vs. AC

Hit: 15 damage, plus 10 poison damage if the target is immobilized,

restrained, stunned, or unconscious.

MINOR ACTIONS
R Tethering Web ¢ At-Will (1/round)

Attack: Ranged 10 (one creature); +26 vs. Reflex

Hit: The target is immobilized until the end of its next turn.
Skills Athletics +21, Stealth +23
Str22 (+17) Dex 24 (+18) Wis 20 (+16)
Con 19 (+15) Int 1 (+6) Cha 8 (+10)
Alignment unaligned Languages --
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EncounTER 8: “REAVER GARDEN” MAP

TiLe Se1s NEEDED

Caves of Carnage x2
(The white line is the web wall)

R = Lolth's reavers; X = Xunarra, drider totemist; S = cave spiders
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EncounTER 9: HALL OF THE GREAT
WEeB

SETUP

This encounter includes the following creatures:
Zarylene Oussate

or

1 yochlol tempter

ScALING THE ENCOUNTER

Make the following adjustments to the combat based on
the number of PCs present.
Four PCs: The tempter starts combat with 150 hp.
Six PCs: The tempter gains an action point.

The PCs come upon a 60 foot diameter circular
chamber with several web corridor exits, some of which
extend only a short distance to where they've crumbled
into ruin. When the PCs enter the area, read the
following:

Ahead is a black hemispherical chamber with several
passages branching off in all directions. The floor is
polished black marble etched with silver lines and
shapes. The floor seems to wobble and shift underfoot.

If Zarylene is with the party, she takes this time to
explain the function of the room and discuss strategy for
the Black Gate.

“From this room, we can travel directly to the Black
Gate. It is time for us to discuss strategy.”

If she is not, a yochlol tempter approaches the party. It
has been sent by Lolth who is intrigued by the party.

A drow woman in elegant robes enters the room. She
hesitates for a moment, then speaks, “I bear greetings
from Lolth. She wishes you to know how to earn her
attention. Or at least, how to die amusingly in the
attempt.”

Either way, the party should have the opportunity to go
into the next encounter understanding how the portal
keys interact with the Black Gate.

Zarylene wants the party to consider her useful
enough to keep with them, but also knows she needs to
give them enough information to defeat Eclavdra.

The yochlol despises the PCs, believing their very
presence in the Demonweb is blasphemous. It gives
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them the information only because Lolth ordered it to,
but grudgingly.
Either NPC reveals the following information:

e The gate is guarded by a powerful kastighur
demon, known as Malothezon, as well as
Eclavdra, Lolth’s exarch.

e The Black Gate itself acts to protect its defenders,
as well as to summon drow soldiers to reinforce
the battle.

e The PCs must deactivate the Black Gate’s powers
by using portal keys in several locations on the
battlefield. Only after they do so can they stop
the reinforcements and open the Black Gate to
Lolth.

e The keys do not require any special skills to
activate, but do require someone tough or mobile
enough to get them into place. The PCs should
carefully consider who carries the keys.

Zarylene also wants to discuss tactics for the upcoming
battle. She describes the area of the Black Gate and
indicate the locations of the keyholes. Prepare the map
for Encounter 10 to illustrate these features. She then
imparts the following:

e Eclavdra and Malothezon are high enough in
Lolth’s favor that the Black Gate protects them. It
acts continuously to remove harmful effects from
them, though it can only remove one effect at a
time. It also either armor or cloaks them in its
tendrils, making it much harder to kill them. The
tendrils are most threatening, as they can lash
back at an attacker in kind. The Black Gate
cannot maintain the armor and cloak at all times
effectively.

e Inserting portal keys gradually strips the Black
Gate’s defenses from the pair, likely removing
Malothezon’s defenses first. It is possible to
defeat Malothezon and Eclavdra without using
the keys first, but it is easier to use at least some
keys before attacking the Black Gate's guardians.

After discussing these challenges, Zarylene notes that
they can either approach the Black Gate on foot or use a
portal key to teleport directly in front of it. Either way,
she suggests that the PCs make any last minute
preparations they wish.

The yochlol tempter orders the PCs to use a portal
key to go to the Black Gate immediately, insulting them
if they attempt to delay or prepare for the fight. The PCs
may choose to kill the yochlol tempter at any point. Stats
are given below.
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If the PCs had an easy time with all of the previous
fights, the yochlol tempter somehow joins them as they
travel, appearing right beside them in the next combat
and immediately attacking. When the yochlol attacks,
read or paraphrase:

“Your taint must not be allowed to reach my mistress.
My life is a minor price to pay to stop you.”

FEATURES OF THE AREA

Map Floor: Characters making a DC 27 Insight check
can identify the etchings on the floor as a map of this
area of the Demonweb. Circles represent rooms,
squares identify portals, and lines are the connecting
web corridors.

An iron pyramid, silver sphere, and a blue crystal
cube are inscribed in the floor here. With a DC 27
Arcana check, these can be identified as access points
for the portal keys. If the PCs use one of the portal keys,
they are instantly teleported to the entrance to
Encounter 10.

TAcTICS

The yochlol tempter uses seductive glare and venom bolt if
at range or shifts into demon form to use amorphous
flurry for melee. If at all possible, it uses amorphous flurry
to reduce a foe’s Will, then follows up with seductive
glare.

EnDING THE ENCOUNTER

The encounter ends after the PCs leave the chamber.

MILESTONE

This encounter does NOT count toward a milestone.

TREASURE

No treasure is found in this encounter.

EPIC3-3 The Tangled Skein of Destiny

Level 23 Controller

1 Yochlol Tempter

Medium elemental humanoid (demon, shapechanger) XP 5,100
HP 198; Bloodied 99 Initiative +17
AC 37, Fortitude 33, Reflex 35, Will 36 Perception +21
Speed 6, climb 8 (spider climb) Darkvision

Resist 15 poison
m Demon Form ° Tentacle « At-Will
Attack: Melee 2 (one creature); +28 vs.AC
Hit: 1d6 + 10 damage
M Demon Form ¢ Amorphous Flurry ¢ At-Will
Effect: The yochlol makes four tentacle attacks. A target hit by two or
more tentacle attacks takes a -4 penalty to Will (save ends).
A Demon Form * Maddening Web (psychic) * Recharge 456
Attack: Area burst 2 within 10 (targets enemies); +27 vs. Reflex
Hit: The target is immobilized and takes ongoing 25 psychic damage
(save ends both)
m Drow Form ¢ Spider Touch (poison) « At-Will
Attack: Melee 1 (one creature); +26 vs. Reflex
Hit: 3d8 + 15 damage, and ongoing 15 poison (save ends).
r Drow Form ¢ Venom Bolt (poison) « At-Will
Attack: Ranged 10; +26 vs. Reflex
Hit: 3d8 + 15 damage, and the target is slowed and takes ongoing 15
poison damage (save ends both).
r Drow Form ¢ Seductive Glare (charm, reliable) « Recharge when the
target saves
Attack: Ranged 10; +28 vs. Wil
Hit: The target is dazed (save ends).

First Failed Savini Throw: The target is dominated (save ends).

Drow Shape (polymorph) « At Will
Effect: A yochlol tempter can alter its physical form to take on the
appearance of a unique female drow.
Demon Shape (polymorph) « At Will
Effect: A yochlol tempter can alter its physical form to resume its
demon form.
Skills Bluff +23, Intimidate +23, Religion +20, Stealth +22
Str 18 (+15) Dex 23 (+17) Wis 21 (+16)
Con 14 (+13) Int 19 (+15) Cha 24 (+18)
Alignment chaotic evil Languages Abyssal, Common, Elven

Page 44



EncounTteRr 10: THE BrLAck GATE
EncounTER LEVEL 25

SrTur

This encounter includes the following creatures and
traps:

2 drow gate archers (A)

infinite drow stalker minions (S)

Malothezon, demon guardian of the Gate (M)
Eclavdra, exarch of Lolth (E)

ScALING THE ENCOUNTER

Make the following adjustments to the combat based on
the number of PCs present.

Four PCs: Remove a drow gate archer. Eclavdra's
cloaked in Black Gate tendrils and Malothezon's armored in
Black Gate tendrils recharge only on a 6.

Six PCs: Add a drow gate archer. Eclavdra's cloaked
in Black Gate tendrils and Malothezon's armored in Black
Gate tendrils recharge on a 4-6.

Before starting the encounter, make sure the PCs know
who is carrying each portal key. When the PCs first
arrive at this encounter, read or paraphrase the
following:

Spanning most of the opposite wall is an enormous
black gate that absorbs all nearby light, flanked by two
towers. In the center of the room stands a huge demon,
its eyes burning with fiery hatred.

Past the demon is a raised portcullis of bone and
metal. Transparent columns running from floor to
ceiling contain wailing ghostly images.

A ravishing drow woman steps through the Black
Gate, like stepping through water. Tendrils of the gate
cling to her, forming a cloak around her. She swings a
rod topped with three writhing tentacles and shouts,
“These defilers are unworthy to grace our Goddess
Lolth’s presence. They must not pass through the Black
Gate to her. Destroy them!”

FEATURES OF THE AREA

This area has a few important features.

The keyholes: There are four ‘keyholes’ on the
map, designated by the numbers 1 - 4. A PC adjacent to
one of these can spend a minor action to insert the
proper portal key (1 = Iron Pyramid, 2 = Silver Sphere,
3 = Eight-Pointed Bronze Star, 4 = Pale Blue Crystal
Cube).
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At the end of each round, a number of minions
enter the combat equal to the number of PCs minus the
number of portal keys that have been inserted. The
minions may appear in any square adjacent to the Black
Gate or on the active keyhole squares.

Once all 4 keys are in place, the PCs gain control of
the Black Gate. Its combat abilities cease to function,
and reinforcement creatures stop arriving.

The towers: There is a thirty-foot tall tower made of
webbing on either side of the gate. The tower arrow slits
afford anyone inside concealment and superior cover
from anyone outside the towers.

The entrance to the tower is actually thirty feet up
(the drow climb the webs or teleport in). A DC 27
Thievery or Athletics check as a minor action opens an
arrow slit in the webs wide enough to pass through and
that arrow slit no longer provides superior cover. The
tower cannot be entered from the ground.

The pillars: The transparent pillars provide cover
but not concealment. Any creature adjacent to a pillar
gains vulnerable 10 psychic and deals 10 extra damage
with psychic attacks.

The portcullis: There is a portcullis in the center of
the room that is currently raised. When lowered, the
portcullis blocks movement for all creature sizes small
and above and provides cover (DC 37 Acrobatics for a
medium creature to squeeze through, DC 27 for a small
creature).

The portcullis automatically closes once two enemy
creatures pass through it. On her turn, Eclavdra can
raise or lower the portcullis as a free action.
Additionally, anyone within the towers can raise or
lower the portcullis by flipping a switch as a minor
action.

The portcullis can be destroyed (all defenses 22,
150 hp) or forced up or down (DC 20 Strength, move
action). An attempt to force the portcullis up that
succeeds at DC 30 Strength breaks the portcullis so it
cannot be reclosed.

Ceiling: The ceiling is 30 feet (6 squares) high.

TAcTICS

The archers use the cover provided by the towers to try
to attack with stealth each round. If a PC enters one of
the towers, the archer uses cloud of darkness to protect
itself.

Eclavdra stays near a pillar, trying to focus fire on
whomever the archers and the demon are attacking. She
attempts to separate PCs from one another and split the
party using the portcullis.

Malothezon and the drow minions attack whichever
targets they can, focusing their attacks if possible. A
minion only uses cloud of darkness if it does not interfere
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with the ranged attacks of Eclavdra and the archers.
Remember that reinforcement minions arrive each
round until the gate is closed.

If any PC has the story award EAST10 Ire of Lolth
(from EAST1-5 Mole Hunt), they are preferentially
targeted.

EnpInG THE ENCOUNTER

When both Eclavdra and Malothezon are dead and all
keys have been activated, the remaining drow flee or
surrender. Once the PCs enter the Black Gate, proceed
to Encounter 11.

MILESTONE

This encounter counts towards a milestone.

TREASURE

The PCs can find Eclavdrd’s circlet of control on her corpse.
She also carries a pale-blue crystal cube portal key.
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EncounTtER 10: THE BLAck GATE

1 Eclavdra, Exarch of Lolth (E)

Medium fey humanoid, drow
HP 460; Bloodied 230
AC 41, Fortitude 35, Reflex 39, Will 37
Speed 7
Saving Throws +2; Action Points 1
TRAITS
O Spider Queen’s Emissary * Aura 5
Any demon, drow, or spider ally within the aura gains a +2 power
bonus to attack rolls and can shift 1 square as a minor action.
Guardian of the Black Gate
At the start of her turn, Eclavdra may remove a single harmful
condition or harmful effect.
STANDARD ACTIONS
m Tentacle Rod (weapon) * At-Will
Attack: Melee 3 (one creature); +30 vs. AC
Hit: 3d8 + 15 damage.
M Tentacle Lash (weapon) « At-Will
Attack: Melee 3 (one, two, or three creatures); +30 vs. AC
Hit: 3d8 + 15 damage, and the target cannot benefit from immunity
or resistance to poison until the end of the encounter. In addition,
the target is slowed (save ends).
First failed save: The target is immobilized instead of slowed (save
ends).
Second failed save: The target is immobilized and weakened instead of
immobilized (save ends both).
R Circlet of Control (charm, psychic) « At-Will
Attack: Ranged 10 (one or two creatures); +28 vs. Will
Hit: 2d6 + 25 psychic damage, and the target is pulled 5 squares.
MINOR ACTIONS
R Insidious Offer (charm, psychic) * Recharge when first bloodied
Attack: Ranged 10 (one creature); +28 vs. Will
Hit: 1d10 + 6 psychic damage, and the target chooses either to take
30 extra psychic damage or to become dominated (save ends).
C Entrancing Beauty (charm, psychic) « At-Will (1/round)
Attack: Close burst 5 (enemies in burst); +28 vs. Will
Hit: 1d6 + 6 psychic, and Eclavdra pulls the target 2 squares.
M On Your Knees (weapon) * Recharge 5-6
Attack: Melee 3 (one creature); +30 vs. Will
Hit: The target falls prone and cannot stand up (save ends).
TRIGGERED ACTIONS
Cloaked in Black Gate Tendrils * Recharge 5-6
Trigger: Eclavdra is damaged by an enemy.
Effect (No Action): The damage is instead taken by the triggering
enemy. All other effects are resolved normally.
Special: This ability cannot be used after three portal keys have been
inserted.
Blinking Escape (teleportation) « At-Will
Trigger: Eclavdra is hit by an area or a close attack.
Effect (Immediate Reaction): Eclavdra teleports 6 squares and gains
concealment until the end of her next turn.
Skills Bluff +25, Insight +23, Intimidate +25, Religion +24
Str 17 (+15) Dex 30 (+22) Wis 23 (+18)
Con 22 (+18) Int 25 (+19) Cha 26 (+20)
Alignment chaotic evil Languages Abyssal, Common, Elven
Equipment tentacle rod, circlet of control, pale blue crystal cube (portal
key)
Note: Eclavdra (MM3) adjusted by the circlet of control and Black Gate
defenses.

Level 25 Elite Soldier (Leader)
XP 14,000
Initiative +24
Perception +18
Darkvision
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Level 23 Elite Soldier
XP 10,200

Initiative +19
Perception +18
Darkvision

1 Malothezon(M)

Huge elemental humanoid (demon, kastighur)
HP 428; Bloodied 214

AC 39, Fortitude 36, Reflex 34, Will 35
Speed 8

Resist 20 psychic

Saving Throws +2; Action Points 1

Threatening Reach

Malothezon can make opportunity attacks against enemies within 3

squares of it.

Guardian of the Black Gate

At the start of its turn, Malothezon may remove a single harmful

condition or harmful effect. Malothezon cannot use this ability once

two portal keys have been inserted.
STANDARD ACTIONS
m Claw * At-Will

Attack: Melee 3 (one creature); +28 vs. AC

Hit: 5d8 + 10 damage, and the target slides 2 squares.

Effect: The target is marked until the end of Malothezon’s next turn.

R Crushing Pain (psychic) « At-Will

Attack: Ranged 10 (one creature); +27 vs. Fortitude

Hit: 5d8 + 7 psychic damage, and the target is immobilized until the
end of Malothezon’s next turn.

Aftereffect: The target is slowed until the end of Malothezon’s next
turn.

M/R Attack Flu