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ver the course of King of the Trollhaunt Warrens, plenty of places can 

lead to more adventure. You can use these encounters if your PCs are 

a little behind on experience or if they’ve found an area they’d like to 

explore. The first two encounters can be dropped into other adventures easily. 

The third one works well if the PCs are having an easy time during the raid on 

Moonstair and need a little more pressure to feel challenged.

A A KING OF THE TROLLHAUNT WARRENSKING OF THE TROLLHAUNT WARRENS SIDE TREK SIDE TREK

oo
by Logan Bonner

Beyond Beyond 
        the the 
TrollhauntTrollhaunt



Beyond the TrollhauntBeyond the TrollhauntBeyond the Trollhaunt

5No ve m b e r  20 0 8   |   DU NGEON 16 0

ADVENTURE ADVENTURE 
BACKGROUNDBACKGROUND

The background for these encounters is in P1: King of 
the Trollhaunt Warrens. All these encounters occur in 
places onto which the DM was meant to build.

ADVENTURE SYNOPSISADVENTURE SYNOPSIS

This Side Trek consists of four encounters.

✦ The first encounter has the PCs face drow and 
bladerager troll enforcers who have abducted 
eladrin from Celduilon. This encounter takes place 
in one of the many troll ruins within the Trollhaunt. 
It includes ties to adventure P2: Demon Queen’s 
Enclave.

✦ The second encounter is set in one of the pas-
sageways that branches off from the map of the 
Trollhaunt Warrens. In a steamy cavern that opens 
up around the water-filled passageway, galeb duhr 
and redspawn firebelchers dwell. Even trolls refuse 
to enter this secluded cavern.

✦ Amid the chaos of the raid on Moonstair, trolls 
wreck a sailing ship into the town. In the third 
encounter, they begin their rampage, using the 
wreckage as a weapon.

✦ The last encounter can take place after the 
adventure, inside the abandoned fomorian fortress 
of Mross-Kagg. A band of traitorous drow and 
their duped cyclops companions set up a shrine 
to Orcus in the ruined fomorian fortress. This 
encounter can serve as an adventure hook for 
Demon Queen’s Enclave.

It's dark inside. . . . You hear the sound of deep 
breathing, like a large beast might make . . .
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ENCOUNTER 1: ENCOUNTER 1: 
DWELLERS IN THE RUINSDWELLERS IN THE RUINS

Encounter Level 11 (3,200 XP)
 2 bladerager troll enforcers (B)
 3 drow warriors (D)
 4 eladrin captives (E)

Setup
This encounter can take place in any of the ruins 
within the Trollhaunt (described in Adventure Book 
One, pages 8–9). You can make minor adjustments 
to suit the specific ruin (vegetation growing into 
the building in the forest ruin, more f looding in the 
 lakeside ruin, and so on).
 The PCs see light coming from one of the build-
ings (if it’s night) or hear deep, grotesque chortling 
(if it’s day). They find a building that appears to 
be occupied.
 The PCs can place their miniatures anywhere 
outside the building. Also make sure you know their 
passive Perception scores for the Perception checks 
below.

Perception Check
DC 16: There’s a smaller room within the larger structure. 
It’s dark inside, but you can just make out some eladrin 
captives chained to the far wall.
DC 21: You hear the sound of deep breathing, like a large 
beast might make, along with the sound of metal scraping 
against metal. It’s clearly coming from the smaller room.

A PC can look through the doorway (which has 
no door) or pull aside one of the ragged hides 
that serve as curtains. Read:

A few drow warriors sit in the middle of the room, gathered 
around a small fire. Several thick pillars support the roof, 
but they’re in bad shape, and piles of rubble cover the f loor 
around them.

Have any PC who looked in the building make a 
Stealth check and compare it to the drow warriors’ 
passive Perception of 21. The PC takes a –5 penalty 

to the check if he or she pulled aside a curtain 
at a window. If they are detected, roll initiative. 
Otherwise, the PCs have a surprise round.

When the bladerager troll enforcers join the 
fight, read:

This troll is covered in metal plates that have been bolted 
onto its body. Long metal claws extend from its fingers. 
Madness fills the creature’s eyes, and an expression of 
constant pain contorts its features.

Tactics
At the start of the encounter, the drow are sitting. 
Treat them as prone: They need to spend a move 
action to stand. The drow flank foes to gain combat 
advantage. After the bladeragers join the fray, the 
drow might have a chance to hide behind columns 
and use Stealth to gain combat advantage instead.

3 Drow Warriors (D) Level 11 Lurker
Medium fey humanoid XP 600 each

Initiative +13 Senses Perception +11; darkvision

HP 83; Bloodied 41

AC 24; Fortitude 20, Reflex 22, Will 19

Speed 6

m Rapier (standard; at-will) ✦ Poison, Weapon
 +14 vs. AC; 1d8 + 4 damage, and the drow warrior makes 

a secondary attack against the same target. Secondary 
Attack: +13 vs. Fortitude; see drow poison for the effect.

R Hand Crossbow (standard; at-will) ✦ Poison, Weapon
 Ranged 10/20; +14 vs. AC; 1d6 + 4 damage, and the drow 

warrior makes a secondary attack against the same target. 

Secondary Attack: +13 vs. Fortitude; see drow poison for the 

effect. 
R Darkfire (minor; encounter)

 Ranged 10; +12 vs. Reflex; until the end of the drow 

warrior’s next turn, the target grants combat advantage to 

all attackers, and the target cannot benefit from invisibility 

or concealment.

Combat Advantage
 The drow warrior deals an extra 2d6 damage on melee 

and ranged attacks against any target it has combat 

advantage against.

Drow Poison ✦ Poison
 A creature hit by a weapon coated in drow poison takes 

a –2 penalty to attack rolls (save ends). First Failed Saving 
Throw: The target is also weakened (save ends). Second 
Failed Saving Throw: The target falls unconscious until the 

end of the encounter. 

Alignment Evil Languages Common, Elven

Skills Dungeoneering +11, Intimidate +8, Stealth +15

Str 14 (+7) Dex 19 (+9) Wis 13 (+6)

Con 11 (+5) Int 13 (+6) Cha 12 (+6)

Equipment chainmail, rapier*, hand crossbow, 20 bolts*

*These weapons are coated in drow poison.

2 Bladerager Troll Enforcers (B) Level 12 Brute
Large natural humanoid XP 700 each

Initiative +10 Senses Perception +9

HP 151; Bloodied 75

Regeneration 10 (if the bladerager troll enforcer takes acid or 

fire damage, its regeneration does not function until the 

end of its next turn)

AC 24; Fortitude 26, Reflex 24, Will 23

Speed 7

m Claws (standard; at-will)

 Reach 2; +15 vs. AC; 2d10 + 6 damage.

M Bladerager Rend (standard; recharge 5 6 )

 Reach 2; +15 vs. AC; 3d10 + 6 damage, and ongoing 5 

damage (save ends).

A Death Burst (when reduced to 0 hit points or less)

 The bladerager troll enforcer explodes in a burst of 

shrapnel. Close burst 2; +13 vs. Reflex; 2d6 + 5 damage.

Alignment Chaotic evil Languages Giant

Skills Athletics +17, Endurance +16

Str 23 (+12) Dex 18 (+10) Wis 16 (+9)

Con 21 (+11) Int 3 (+2) Cha 10 (+6)
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 The bladerager troll enforcers enter the fight in 
the second round (ignore the surprise round if the 
PCs have one). They swing wildly, lashing out at 
whoever is nearest. If an enemy is behind a pillar, a 
bladerager smashes down the pillar to hurt its foe, 
even if the troll or its allies take damage, too. It’s best 
if the trolls take out some pillars early—you don’t 
want their death burst to trigger a cascade of damage 
over a large area when they die.

Features of the Area
Illumination: Bright light inside the main 

area of the building, dim light in the smaller 
room. The outside area has bright light if the 
encounter occurs during the day or dim light if 
at night.

Bogs: These areas of marsh and mud are 
difficult terrain (requiring 1 extra square of 
movement to enter).

Campfire: A creature moving into the camp-
fire square or starting its turn there takes 2d6 
fire damage.

Curtains: A creature adjacent to a window 
can use the curtain as superior cover, but open it 
to shoot.

Crumbling Pillars: A creature can attack a 
pillar (AC 4, other defenses 12, and 10 hp). If a 
pillar is destroyed, the pillar begins to shatter, 
then the ceiling collapses at the end of the cur-
rent turn. The rubble hits all squares within 2 of 
the pillar. Make an attack against each creature 
in the area: +14 vs. Reflex; 3d6 damage.

Rubble: The rubble around the pillars is 
difficult terrain (requiring 1 extra square of 
movement to enter).

Treasure: The drow warriors have the equip-
ment noted in their stat blocks. In gratitude, the 
eladrin captives give the PCs a level 13 magic 
item. Pull it from the PCs’ wish lists or choose 
from the following list: periapt of wisdom +3, 
winged boots, wand of (power level 7 or lower) +3, or 
symbol of hope +3. This is treasure parcel 3 for a 
party of 11th-level characters.

Eladrin Captives
The eladrin captives chained in the back room were 
being tortured by the bladerager troll enforcers, but 
they’re all alive. They are from Celduilon and had 
been sent in secret to assist the people of Moonstair. 
They give the PCs a magic item in gratitude (see the 
“Treasure” section above), then leave to return home. 
They are injured, but are confident that they can 
make the return trip without assistance.

Secrets of the Drow
Among the possessions carried by the drow warriors, 
the PCs can find instructions that were given to the 
warriors. They indicate that the drow are supposed to 
accompany the bladerager troll enforcers so that they 
could show that the drow are committed to their pro-
posed alliance with Skalmad. Through various hints 
in the text, the PCs can figure out that these drow 
are refugees from a drow enclave that has been taken 
over by a rival group of drow. The rival group has dif-
fering beliefs from most drow, but the letter doesn’t 
make it clear what those beliefs are.
 This storyline is meant to tie into P2: Demon 
Queen’s Enclave. If you want to make the tie more 
 obvious, drop more hints about this proposed alliance 
into encounter W12.

Running a 
Higher-Level Encounter
Exploring the ruins might be the PCs’ next adven-
ture after the end of P1. If you use this encounter in 
this way, replace the three drow warriors with two 
drow blademasters, and add one more bladerager 
troll enforcer. This makes the encounter level 14 
(5,300 XP).



Beyond the Trollhaunt

8No ve m b e r  20 0 8   |   DU NGEON 16 0

ENCOUNTER 2: ENCOUNTER 2: 
STEAM CAVERNSTEAM CAVERN

Encounter Level 13 (3,800 XP)
 4 galeb duhr rockcallers (G)
 2 redspawn firebelchers (R)

Setup
This encounter is in the general area of the Great 
Warren, but off the map. If the PCs travel down one 
of the passages that leads off the map, you can place 
this encounter in any passage.
 A superheated rock in this cavern boils off water 
and fills the room with steam, making it a comfort-
able environment for redspawn firebelchers. Trolls 
rarely come into this area, fearing the creatures’ fire 
and not seeing any advantage to passing through it. 
There might even be warnings scrawled in Giant 
telling trolls to keep out.
 The PCs can place their miniatures inside the 
room’s entrance. Also make sure you know their pas-
sive Perception scores for the Perception check below.

As the PCs near the cavern, read:

As you move along, you feel the temperature growing 
constantly warmer, and the air begins to cloud with steam.

When they look in the cave, read:

Ahead of you, a cavern opens up around the stream. A little 
ways into this cavern sits a small, rocky outcropping. It 
glows faintly, and the water all around it bubbles as though 
it’s boiling. Some areas of the cavern are higher ground, 
with no water covering them. You can make out reddish, 
reptilian creatures on the far side of the room.

4 Galeb Duhr Rockcallers (G) Level 11 Controller
Medium elemental humanoid (earth) XP 600 each

Initiative +5 Senses Perception +12; tremorsense 10

HP 118; Bloodied 59

AC 25; Fortitude 26, Reflex 21, Will 22

Immune petrification, poison

Speed 4 (earth walk), burrow 6

m Slam (standard; at-will)

 +16 vs. AC; 2d8 + 4 damage.

M Rolling Attack (standard; at-will)

 The galeb duhr rockcaller moves 4 squares and then 

attacks an adjacent target; +14 vs. Fortitude; 2d8 + 6 

damage, and the target is pushed 1 square and knocked 

prone.

R Earthen Grasp (standard; at-will)

 An earthen fist rises up to restrain a target. Ranged 10; 

+14 vs. Fortitude; the target is restrained (save ends). The 

target must be in direct contact with the ground or the 

attack fails. The rockcaller can use earthen grasp against 

only one creature at a time.

R Rocky Terrain (minor; at-will)

 Ranged 10; 4 squares within range become difficult 

terrain. The squares need not be contiguous, but the 

affected terrain must consist of earth or stone.

Alignment Unaligned Languages Dwarven, Giant

Skills Stealth +10

Str 19 (+9) Dex 10 (+5) Wis 15 (+7)

Con 22 (+11) Int 13 (+6) Cha 13 (+6)

Roll a Stealth check for each galeb duhr rock-
caller (+10 bonus). If a PC’s passive Perception 
exceeds the Stealth check, read:

You see that one of the rocks is moving slightly.

Point out all the galeb duhr rockcallers each player 
detected.

2 Redspawn Firebelchers (R) Level 12 Artillery
Large natural beast (reptile) XP 700 each

Initiative +7 Senses Perception +6; low-light vision

Fire Within (Fire) aura 5; allies in the aura gain resist 10 fire.

HP 97; Bloodied 48

AC 25; Fortitude 25, Reflex 22, Will 21

Resist 20 fire

Speed 4
m Bite (standard; at-will) ✦ Fire
 +16 vs. AC; 1d10 + 4 damage, and ongoing 5 fire damage 

(save ends).

R Fire Belch (standard; at-will) ✦ Fire
 Ranged 12; +15 vs. Reflex; 2d6 + 1 damage, and ongoing 5 

fire damage (save ends).

A Fire Burst (standard; recharge 5 6 ) ✦ Fire
 Area burst 2 within 10; +15 vs. Reflex; 3d6 + 1 damage, 

and ongoing 5 fire damage (save ends). Miss: Half damage, 

and no ongoing fire damage.

Alignment Unaligned Languages —
Str 18 (+10) Dex 13 (+7) Wis 13 (+6)

Con 19 (+10) Int 2 (+2) Cha 8 (+5)

Tactics
The monsters here have a simple division of labor 
in combat, with the galeb duhr rockcallers attack-
ing anyone who comes onto land, and the redspawn 
firebelchers lobbing f lames at creatures that stay in 
the water.
 The galeb duhr stick to using earthen grasp against 
creatures on the ground to keep them from moving 
back into the water. However, they sometimes use roll-
ing attack to knock creatures into boiling water.
 If a creature moves far from the waterline, several 
galeb duhrs use rocky terrain to surround the creature 
and the water with difficult terrain.
 If the PCs don’t move onto the ground, the galeb 
duhr rockcallers use rolling attack to hit them. If no 
one is within reach, a galeb duhr burrows underneath 
the water and arises on the other side.
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 The redspawn firebelchers prefer to stay away 
from the entrance and away from combat, letting 
the galeb duhrs and difficult terrain keep back 
their foes. The space they occupy is limited, so 
they’re easy targets. They might move into the 
water to escape melee combatants who move up to 
them. Keep in mind that the firebelchers’ attacks 
can create steam, but fire burst and fire belch ignore 
concealment since they affect an area.

Features of the Area
 Illumination: Dim light.
 Water: A creature in the water gains a +2 
bonus to saving throws against ongoing fire 
damage. The water is difficult terrain, and it isn’t 
deep enough to require creatures to swim.
 Boiling Water: A creature that moves into 
the area of boiling water or starts its turn in the 
area takes 5 fire damage.
 Portcullis: This wooden portcullis blocks the 
exiting section of the stream. It can be broken 
with a Strength check (DC 23) or smashed 
(AC 4, Fortitude 12, and 40 hp).

Rocks: The rocks are difficult terrain. Treat 
the galeb duhrs as normal rocks if they have not 
yet revealed themselves.

Superheated Rock: The large rock in the 
middle of the stream is extremely hot. A creature 
moving onto it or starting its turn on it takes 10 
fire damage. The rock is also difficult terrain. 
The rock is not tall enough to provide cover.

Steam: The room is filled with steam. The 
squares adjacent to the superheated rock are 
lightly obscured (providing concealment), but the 
steam isn’t thick enough in the rest of the room. 
Fire attacks can create thicker steam (see the 
“Fire Attacks” sidebar).

Treasure: The galeb duhrs buried some gems 
taken from humanoids who passed through this 
area. It takes a DC 20 Perception check to find 
where the ground was disturbed. If the PCs miss 
the treasure, include it in a hoard later in the 
adventure. There are four 1,000 gp gems and 
nine 500 gp gems. This is treasure parcel 6 for a 
party of 13th-level characters.

FIRE ATTACKS MAKE STEAM

If a fire attack hits squares of water, it creates a column of dense steam. The steam appears in any 

squares of an area or close attack or in the same square as the target of a melee or ranged attack. 

The square or squares become lightly obscured, providing concealment.
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ENCOUNTER 3: ENCOUNTER 3: 
SHIPWRECKSHIPWRECK

Encounter Level 12 (3,300 XP)
 1 anchor troll (A)
 1 troll timber slinger (S)
 4 trolls (T)

Setup
This encounter occurs during the raid on Moonstair. 
You can place it at any point during the raid and on 
either shoreline of the town.
 A group of six trolls hijacked a sailing ship and 
killed the crew. They then crashed the ship into the 
shore (and through a house) and have begun to ram-
page through the town. The PCs can see the wreck (if 
they’re close enough) or hear the thundering crash as 
the ship runs aground.
 The PCs can place their miniatures on the south 
edge of the map, either on the road or the blank area 
on the southeast.

When the PCs arrive on the scene, read:

Near the shore, a cloud of dust rises from the site of a 
wreckage. A sailing ship has run aground and plowed into 
a house here. Both the house and ship are demolished, and 
enormous timbers litter the ground. Barrels from the ship 
have scattered all around, and you can see and smell that 
some of them are leaking lamp oil.
 Amid the houses several trolls roam, looking for trouble. 
One of them carries a blood-spattered sail it must have 
ripped from the ship’s mast.
 Another troll stands atop the smashed house, tearing 
beams loose from the roof in a senseless rage.

 A larger, more muscular troll wanders about, dragging 
a massive metal chain. At the end of the chain, you see the 
ship’s anchor scraping along the ground.
 When the trolls see you, they roar at you. The one with 
the anchor begins swinging it over its head in wide circles. 
The troll atop the house hefts a beam like it’s ready to throw 
it, and the other trolls rush toward you.

Roll initiative.

Tactics
Choose one of the normal trolls to carry the ship’s 
sail. It can use a standard action to toss the sail over a 
creature. It gains the following attack:

M Sail Wrap (standard; encounter) ✦ Weapon
 Reach 2; +14 vs. Reflex; The target is blinded and slowed 

(save ends). If the target attacks the sail, the sail is 

destroyed and both conditions end.

The anchor troll uses wrapping chain, followed by 
chain slam if the target doesn’t save. If a PC creates a 
damaging zone, or if the barrels or lamp oil are lit on 
fire, the anchor troll uses chain slam to toss its allies 
into the damaging effect.

Anchor Troll (A) Level 14 Controller
Large natural humanoid XP 1,000

Initiative +12 Senses Perception +14

HP 139; Bloodied 69; see also troll healing
 Regeneration 10 (if the troll takes acid or fire damage, 

regeneration does not function until the end of its next turn)

AC 28; Fortitude 27, Reflex 27, Will 23

Speed 7

m Claw (standard; at-will)

 Reach 2; +16 vs. AC; 2d8 + 5 damage.

M Wrapping Chain (standard; at-will) ✦ Weapon
 Reach 5; +18 vs. Reflex; 1d6 + 6 damage, and the target 

is restrained (save ends). The restrained effect ends if the 

troll and the target move more than 5 squares apart.

M Chain Slam (standard; at-will) ✦ Weapon
 This attack can be used only against a creature restrained 

by wrapping chain. The troll swings the chain that has 

snared its target, and slams the creature against the 

ground. Move the target to any square within 5 of the troll 

and make an attack: +18 vs. Fortitude; 4d8 + 6 damage, 

and the target is knocked prone. Effect: The target is no 

longer restrained.

C Anchor Tornado (standard; recharge 5 6 ) ✦ Weapon
 Close burst 5; +19 vs. AC; 3d8 + 6 damage, and the target is 

knocked prone.

Troll Healing ✦ Healing
 If the troll is reduced to 0 hit points by an attack that does 

not deal acid or fire damage, it rises on its next turn (as a 

move action) with 15 hit points.

Alignment Chaotic evil Languages Giant

Skills Athletics +18, Endurance +16

Str 23 (+13) Dex 20 (+12) Wis 14 (+9)

Con 19 (+11) Int 5 (+4) Cha 12 (+8)

Equipment ship’s anchor

Troll Timber Slinger (S) Level 12 Artillery
Large natural humanoid XP 700

Initiative +10 Senses Perception +12

HP 109; Bloodied 54; see also troll healing
 Regeneration 10 (if the troll takes acid or fire damage, 

regeneration does not function until the end of its next 

turn)

AC 24; Fortitude 25, Reflex 23, Will 21

Speed 8

m Claw (standard; at-will)

 Reach 2; +16 vs. AC; 2d8 + 5 damage.

A Timber Toss (standard; at-will) ✦ Weapon
 Area burst 1 within 15; +16 vs. Reflex; 2d6 + 5 damage. 

If you hit the creature in the origin square of the burst, 

that creature takes 1d6 extra damage.

M Timber Swing (standard; encounter) ✦ Weapon
 Reach 3; +16 vs. Fortitude; 4d8 + 3 damage, and the target 

is pushed 3 squares.

Troll Healing ✦ Healing
 If the troll is reduced to 0 hit points by an attack that does 

not deal acid or fire damage, it rises on its next turn (as a 

move action) with 10 hit points.

Alignment Chaotic evil Languages Giant

Skills Athletics +15, Endurance +15

Str 22 (+12) Dex 19 (+10) Wis 13 (+7)

Con 18 (+10) Int 5 (+3) Cha 11 (+6)
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 The timber slinger stays atop the house and uses 
its area attack. It uses timber swing only if creatures 
move close, then grabs an armful of timbers (a minor 
action) and retreats to throw timber from a distance.
 The trolls avoid fighting in the water if at all 
possible.

Features of the Area
 Illumination: Bright light.
 Deep Water: The water varies from 10 to 15 feet 
deep. Creatures in deep water must use the Athletics 
skill to move. Creatures in deep water gain cover 
(–2 to attack rolls) except against attacks from sub-
merged enemies. Fighting in the water imposes a –2 
penalty to attack rolls except with spears and cross-
bows, and powers that have the fire keyword take a 
–2 penalty to attack rolls.
 A creature in the water can move onto the shore by 
spending 1 extra square of movement.
 Barrels: Numerous barrels have tumbled out 
of the smashed ship. They are filled with lamp oil, 
and some have ruptured. If a barrel is hit with a 
fire attack, it explodes in a burst 1, dealing 2d6 fire 
damage to each creature in the burst. The area of the 
burst burns until the end of the encounter, dealing 
2d6 fire damage to each creature that moves into the 
square or starts its turn in the square.

 Some barrels are already ruptured, and oil has 
leaked on the ground. If a square of spilled oil is 
hit with a fire attack, it burns until the end of the 
encounter, as described above.
 A nonruptured barrel can be destroyed (AC 10, 
Fortitude 5, and 5 hp). This fills the barrel’s square 
and all adjacent squares with oil.
 Smashed Ship: The debris from the front of the 
ship is difficult terrain. A creature can gain cover by 
hiding inside the ship.
 Houses: The DC to climb the buildings’ walls is 
20. A house is 2 squares tall.
 Treasure: The trolls don’t have any treasure on 
them. The owners of the wrecked ship, a group of 
merchants, offer 3,000 gp as thanks to the PCs for 
stopping the creatures that attacked their friends and 
employees. This is a treasure parcel 8 for a party of 
11th-level characters.

4 Trolls (T) Level 9 Brute
Large natural humanoid XP 400 each

Initiative +7 Senses Perception +11

HP 100; Bloodied 50; see also troll healing
 Regeneration 10 (if the troll takes acid or fire damage, 

regeneration does not function until the end of its 

next turn)

AC 20; Fortitude 21, Reflex 18, Will 17

Speed 8

m Claw (standard; at-will)

 Reach 2; +13 vs. AC; 2d6 + 6 damage; see also frenzied 

strike.

M Frenzied Strike (free, when the troll’s attack bloodies an 

enemy; at-will)

 The troll makes a claw attack.

Troll Healing ✦ Healing
 If the troll is reduced to 0 hit points by an attack that does 

not deal acid or fire damage, it rises on its next turn (as a 

move action) with 10 hit points.

Alignment Chaotic evil Languages Giant

Skills Athletics +15, Endurance +14

Str 22 (+10) Dex 16 (+7) Wis 14 (+6)

Con 20 (+9) Int 5 (+1) Cha 10 (+4)
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ENCOUNTER 4: ENCOUNTER 4: 
CULTISTS IN THE KEEPCULTISTS IN THE KEEP

Encounter Level 14 (5,000 XP)
 2 cyclops ramblers (C)
 1 drow necromancer (N)
 2 drow warriors (D)

Setup
After the final encounter of King of the Trollhaunt 
 Warrens (C6), this encounter takes place in the 
abandoned fomorian fortress of Mross-Kagg. The 
encounter has strong ties to P2: Demon Queen’s 
Enclave. Remove references to Orcus if you don’t 
plan to run that adventure.

 Some refugees from the drow outpost of 
Phaervorul have come to Skalmad and the fomorians, 
and these drow want to form an alliance against the 
Orcus-worshiping drow who are trying to kill them 
and take over Phaervorul. The drow in this encounter 
are cultists of Orcus who have taken advantage of this 

situation. After mentally dominating some cyclops 
guards, they come to Mross-Kagg to set up a shrine 
to Orcus, where they sacrifice the drow emissaries 
(there are more than just the ones in encounter W12).
 When the PCs have finished encounter C6 (prob-
ably while they’re looking through the treasure vault), 

2 Drow Warriors (D) Level 11 Lurker
Medium fey humanoid XP 600 each

Initiative +13 Senses Perception +11; darkvision

HP 83; Bloodied 41

AC 24; Fortitude 20, Reflex 22, Will 19

Speed 6
m Rapier (standard; at-will) ✦ Poison, Weapon
+14 vs. AC; 1d8 + 4 damage (×2)

R Hand Crossbow (standard; at-will) ✦ Poison, Weapon
 Ranged 10/20; +14 vs. AC; 1d6 + 4 damage, and the drow 

warrior makes a secondary attack against the same target.

 Secondary Attack: +13 vs. Fortitude; see drow poison for the 

effect.

R Darkfire (minor; encounter)

 Ranged 10; +12 vs. Reflex; until the end of the drow 

warrior’s next turn, the target grants combat advantage to 

all attackers, and the target cannot benefit from invisibility 

or concealment.

Combat Advantage
 The drow warrior deals 2d6 extra damage on melee and 

ranged attacks against any target it has combat advantage 

against.

Drow Poison ✦ Poison
 A creature hit by a weapon coated in drow poison takes a 

–2 penalty to attack rolls (save ends). First Failed Save: The 

target is also weakened (save ends). Second Failed Save: The 

target falls unconscious until the end of the encounter.

Alignment Evil Languages Common, Elven

Skills Dungeoneering +11, Intimidate +8, Stealth +15

Str 14 (+7) Dex 19 (+9) Wis 13 (+6)

Con 11 (+5) Int 13 (+6) Cha 12 (+6)

Equipment chainmail, rapier*, hand crossbow, 20 bolts*

*These weapons are coated in drow poison.

Drow Necromancer (N) Level 15 Controller (Leader)
Medium fey humanoid XP 1,200

Initiative +10 Senses Perception +9; darkvision

 Orcus’s Rage aura 10; living allies in the aura gain a +2 

power bonus to attack rolls and take a –2 penalty to 

defenses.

HP 142; Bloodied 71

AC 29; Fortitude 25, Reflex 28, Will 28

Speed 6

m Skull Rod (standard; at-will) ✦ Necrotic
 +20 vs. AC; 1d8 + 6 necrotic damage.

R Skull Ray (standard; at-will) ✦ Necrotic
 Ranged 10; +19 vs. Fortitude; 1d6 + 6 necrotic damage, 

and ongoing 5 necrotic (save ends).

C Dark Enervation (standard; encounter) ✦ Necrotic
 Close burst 3; each enemy in burst; +19 vs. Fortitude; 1d10 

+ 6 necrotic damage, the target is pushed 1, and the target 

is weakened until the end of the necromancer’s next turn.

A Voices of Undeath (standard; recharge 5 6 ) ✦ Necrotic
 Area burst 1 within 10; +19 vs. Fortitude; 3d8 + 6 necrotic 

damage, and the target is deafened (save ends). Until the 

target is no longer deafened, he or she has vulnerable 

necrotic 5.

Life Leech (minor, usable only while bloodied; at-will)

 Each ally within 10 takes 5 damage, and the drow 

necromancer regains hit points equal to the total damage 

dealt.

R Zombify (minor; at-will)

 Ranged 20; target a cyclops rambler that has been reduced 

to 0 hit points or fewer. It becomes a cyclops rambler 

zombie, and is now alive with full hit points (but still 

prone). Roll initiative for the creature.

Alignment Evil Languages Common, Elven

Skills Arcana +19, Bluff +14, Intimidate +19, Stealth +12

Str 13 (+8) Dex 17 (+10) Wis 14 (+9)

Con 14 (+9) Int 25 (+14) Cha 20 (+12)

Equipment skull rod, robes

2 Cyclops Ramblers (C) Level 14 Skirmisher
Large fey humanoid XP 1,000 each

Initiative +12 Senses Perception +16; truesight 6

 Mocking Eye aura 10; an enemy in the aura that makes an 

opportunity attack against any target takes a –5 penalty to 

the attack roll.

HP 141; Bloodied 70

AC 29; Fortitude 28, Reflex 25, Will 26

Speed 8
m Greatsword (standard; at-will) ✦ Weapon
 Reach 2; +20 vs. AC; 1d12 + 6 damage.

R Evil Eye (minor; at-will)

 Ranged 20; the cyclops rambler can designate only one 

target with its evil eye at a time. It can move 2 squares any 

time it shifts from a square adjacent to the designated 

target.

Feywild Alacrity (free, when the cyclops rambler hits the 

target of its evil eye power; recharge 6 )

 The cyclops rambler gains an extra move action, which it 

must use before the end of its turn.

Alignment Unaligned Languages Elven

Str 23 (+13) Dex 16 (+10) Wis 19 (+11)

Con 21 (+12) Int 10 (+7) Cha 12 (+8)

Equipment chainmail, greatsword
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they hear a pounding sound from up above. After a 
few seconds, it becomes clear they’re hearing heavy 
footsteps. When they go back above, they find that 
someone is guarding the former throne room.
 The PCs can place their miniatures on the south 
side of the map.
 The cyclops ramblers can turn into zombies later 
in the fight.

When the PCs see the drow and 
cyclopses, read:

Ahead you see two drow standing 
guard. Their armor is adorned with 
skull motifs. Behind them, two cyclopses 
stand guard in the middle of massive 
doorways. Their eyes are glazed over 
and a faint aura of purple energy 
surrounds them.

When the necromancer turns a 
dead cyclops into a zombie, read:

The necromancer gestures at the 
cyclops’s corpse and says, “In the name 
of Orcus, return to fight again!” The corpse lurches back to 
its feet.

When a cyclops rambler zombie is killed, read:

The cyclops zombie falls apart into a pile of bone and 
decayed f lesh, its undead energy depleted.

Tactics
All the creatures here regard the drow necromancer 
as the most important of their group, either because 
of its connection to Orcus (in the case of the drow 
warriors) or because they’re mentally compelled to 
(the cyclopses). The cyclopses protect the drow necro-
mancer at all costs, and the drow warriors f lank with 
the cyclopses.

 The necromancer focuses fire on a target it hits 
with voices of undeath, taking advantage of the vul-
nerability to necrotic. When enemies come close, 
the necromancer uses dark enervation. As soon as a 
cyclops falls in battle, the necromancer uses zombify.

Features of the Area
 Illumination: Bright light (from sunlight during 
the day or torchlight at night).
 Rift: The rift is 100 feet deep (falling damage 
10d10).  G
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2 Cyclops Rambler Zombies Level 15 Brute
Large fey humanoid (undead) XP 600* each

Initiative +9 Senses Perception +11; darkvision

HP 92*; Bloodied 46; see also zombie weakness
AC 27; Fortitude 29, Reflex 25, Will 27

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

Speed 6

m Slam (standard; at-will)

 Reach 2; +18 vs. AC; 2d8 + 6 damage.

M Double Slam (standard; encounter)

 The zombie makes two slam attacks against different 

targets.

R Undead Eye (minor; at-will) ✦ Necrotic
 Ranged 20; the cyclops rambler zombie can designate 

only one target with its undead eye at a time. If it hits the 

designated creature, the cyclops rambler zombie deals 1d8 

extra necrotic damage.

Zombie Weakness
 Any critical hit to the cyclops rambler zombie reduces it to 

0 hit points instantly.

Alignment Unaligned Languages —
Str 24 (+14) Dex 15 (+9) Wis 18 (+11)

Con 24 (+14) Int 1 (+1) Cha 9 (+6)

Equipment chainmail

*  This creature has half hit points and is worth half experience 

for a creature of its level.




