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A Few Words from Dungeon Master
"Fear not, ranger, barbarian, magician , thief, cavalier, and acrobat. I am Dungeon Master, your guide in the
rea lm of DUNGEONS & DRAGONS. It is an exciting place of wonder and beauty-and grave danger .You are abou t
to emba rk upon a grand ad venture, and I am here to show you the way.To succeed in your quest, you will need
to be brave, smart, and jus t a little bit lucky. So keep your magic items close and your wits sharp. Good luck
adven turers. We shall mee t again."

WhatYou Need to Play
Benm th the Blade of Sword Mountain is a short
DUNGEONS & DRAGONS· adventure designed as
a prelude to "The Dragon's Graveyard" epis ode
of the DUNGEONS & DRAGONS cartoon. It
ass umes that you are familiar with th e D&D"
rules and makes use of the information in the
three D&D core books-PlanTs Handbook,
Dungeon Masters Guidt; and' Monster Manua],
These three books explain the rules of th e
D&D game and provide game statistics for the
monsters featured in this adve nture. If you 're
new to playing the DUNGEONS & DRAGO:"S
game, cons ider playing th e DUNGEO~S &
DRAGONS Basic Game be fore bu ying th e three
core books.

You mig ht find it fun to use official
DUNGEONS & DRAGONS min iatures to represent
the adventurers and monsters described here in.

Playing the A~venture
The following pages prese nt th e statistics an d
rules for playin g th e characters of the
DUNGEO:"S & DRAGONS cartoon. Four to six
players can play th e adventure with one other
pe rson acting as Dungeo n Master (DM). Each
player should pick one character, but the player
wh o picks Bobby gets to play Uni as well.
Experienced players will note that the cha rac­
ters have appro pr iate gea r for PCs of their level
but also each has a specia l ma gic item uniq ue
to th e cha racter.These gifts from Dungeon
Master are extra item s that give the characters
their powers from th e show, and th e adve nture
is designed to acco unt for the heroes having
th is extra help .

Maps: All maps used in the adventure have the sam e scale: O ne sq ua re equals 5 feet. Miniatures-sca le ma ps
for th e first two en counter ar eas can be mad e using the tiles from the DUNGEONS & DRAGONS Basic Game
Minia tures-scale ma ps for the other two encounter areas can be found in The Frostfell Rift, a se par ately published
D&D adventure .

Adventure Background
Hank and the rest of the hero es have been lookin g for a way hom e, and Dun geon Master told them to travel to
the Grea t Glaciers for wh at he believes is their most promisin g chance yet. After selling th ings right in the city
of Turadh, the adve nturers head ed north, skirting th e mountains of Darkhaven and pa ssin g through the fores t of
their friends, th e Cloud Bear s. Atthe base of on e of the frost y paths up into the mountains of ice, Dungeon
Mas ter ap pears onc e again to deliver a cryptic message.. ..



Hank, the Ranger
The oldest among the kids, Hank acts as their leader
throughout their adventures in the Realm. Self-disciplined
and depe ndab le, Hank leads because the others respect
his judgment, not because he's bossy or imperious.
Hank's greatest fear is that he'll do something to lose
his friends ' respect and thus lose their friendship.

Hank
Male hu man ranger 7
lG Medium humanoid (human)
!nit +3; Sen ses Listen +11, Spot +11
Languages Com mon

AC 19, touch 13, flat-footed 16 (+3 Dex, +1 natural,
+6 armor, +1 deflection); Dodge

hp 49 (7 HD)
Fort +7, Ref +8, Will +4

Speed 30 ft. (6 squares)
Melee masterwork longsword +10/+5 (ld8+2/19-20)
Ranged energy row +14/+9 (2d6+4/x3)
Base Atk +7; Grp +9
Atk Options Manys hot, Point Blank Shot, power shot

(see en"'ID" row description), Rapid Shot
Combat Gear potion of cure light wounds,

potion ofresist energy (cold) 20
Ranger Spells Prepared (Cl, 7th):

1st-delay poison, longstrider

Abilities Str 14, Dex 17, Con 15, Int 10, Wis 15, Cha 18
SA favored enemy (ore +4, giant +2)
SQ wild empathy, woodland stride
Feats Dodge, Endurance, Manyshot, Point Blank Shot,

Precise Shot,Rapid Shot,Track, Weapon Focus (longbow)
Skills Climb +11, Diplomacy +8, Hide +4, Jump +8,

Listen +11, Move Silently +8, Search +5, Sense
Motive +4, Spot +11, Survival +8 (+10 following
tracks), Swim +6, Use Rope +7

Possessions combat gear plus +3 studded leather
annaT, en"'ID" row, amulet of natural annar +1, lesser
bracersof archery, ring of protection +1, masterwork
longsword, waterskin, one day 's trail rations, 3
torches, flint and steel

Energy Bow
Price : 22,600 gp
Body Slot: - (held)
Caster Level: 6th
Aura: Moderate; (DC 18) evoca tion
Activation: See below
Weight: 3 lb.

Simply drawing your fingers in the air near this finely
crafted row causes it to be strung with an arrow of
gliI11Irffingen"'ID".

Hank's en"'ID" row acts as a +2 composite10nglxJwthat
accommodates a user of any Strength. Although
unstrung, it fires arrows of pure magica l force that
deal 2d6 points of damage. As they are force effects,
the arrows do not suffer a miss chance when used
against incorporeal creatures.The bow can be used to
fire normal or magic arrows, but in such cases the
bow does not confer its damage due to force. When
drawn, the energy bow sheds light like a torch.

In addition, Hank can use the bow to make power
shots. To do so, before making attack rolls, choose a
number to subtract from your attack rolls up to
Hank's base attack and add this same number to the
damage dealt by the bow with any attack that hits .
The penalty on attack rolls and bonus on damage
rolls last until Hank's next turn.

Prerequisites: Craft Magic Arms and Armor,
magic missile

Cost to Create: 11,500 gp, 888 XP, 23 days .
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Eric, the Cavalier
Sarcastic, pessimistic, and egotistical, Eric can ge t
on th e others' nerves. Benea th his prickly exterior,
however, Eric has a good heart and deepl y cares for
his friends , using th e powers of his shield to pro tec t
them time again. Ironically, Eric uses his bit ing wit as
a shiel d to pro tec t himself from his wors t fear -
being ridi culed .

Eric
Mal e human fighter 7
NG Medium humanoid (human)
lni t +5; Sen ses Listen +0, Spot +2
Languages Co mmon, Giant

AC 22, touch 11, flat- footed 21 (+1 Dex, +7 ar mo r,
+4 shield)

hp 57 (7 HD )
Fort +9, Ref +7, Will +4

Sp eed 30 ft. (6 squares)
Melee griffon shield +13/+8 (ld8+9)
Base Atk +7; Grp +11
Atk Option s Co mbat Expe rtise , Improved Disar m,

Improved Shiel d Bash
Co mbat Gear potion ofcure moderate ,munds

Abilities Str 18, Dex 13, Con 14, lnt13, Wis 10, Cha 9
Feats Combat Expe rtise, Imp roved Disarm,

Improved Init iat ive, Improved Shield Bash ,
Lightning Reflexes, Run, Weapon Focus (shield),
Weapon Specializa tion (shie ld)

Skill s Bluff +4, Dipl om acy +1, Disgui se -l(+1 acting),
Hid e +~, Intimidat e +1, Jump +9, Spot +2, Swim +6

Possessions comba t gear plus +2 elven chain, griffon
shield, lu g of holding (type I), cloak:of resistance +2,
gauntlets of ogre power +2, wat er skin, one day's trail
rati on s, 3 to rches, flint and stee l

Griffon Shield
Price : 20,370 gp
Body Slot: - (held)
Caster Level: 8th
Aura: Moderate; (DC 19) evoca tion
Activation: See below
Weight: 15 lb.

This b" /den shield bm rs the emblenl ofa white griffon 's
head on a black circle:It hum ' with po" 'er in your hands.

Eric's griffon shield is a +2 lu shing hm vy steel shield
that can be wield ed two-handed.Th e statistics for
Eric ass ume he wields it two-handed . If not , his
damage should be 1d8+7.

In addition, as an immediate action (a frec action
usable even on other people's turns), Eric can use the
griffnn shield to crea te a 10-foot diameter sphere of
force like th at produced by the Otiluke's resilient
spherespell.
The effect mu st be centered on Eric, and an y
creatu res with in the area exce pt Eric can make a DC
16 Reflex save, being pu sh ed out to the nearest open
square on a success.The effect can be dism issed by
Eric as a standard action, but otherwise it lasts unti l
th e duration elapses. Eric can use th e griffon shield
for 5 rounds eac h day. Roun ds to not have to be
consec utive, but each activation always counts as
at lea st I round.

Prer eq uis ites: Craft Magic Arm s an d Armor,
bull 's strenb'lh Oti/uke's resilient sphere.

Cost to Create: 10,270 gp, 808 XP.21 days .
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Diana, the Acrobat
Diana was a gold-medal-winning gymnast and com­
petitive horseback rider long before coming to the
Realm, and her time fighting the monsters and dodg­
ing the dangers of the Dungeons & Dragons world
has honed her skills even further. Smart and outspo­
ken, Diana's confidence and courage in the face of
foes make her an excellen t leader when Hank isn't
around to do the job. Having been involved in sports
almost since the time she could walk, Diana takes
great pride in her physical skills and fears nothing
more than losing her edge.

Dian a
Female human monk 7
LG Medium humanoid (human)
lnit +3; Senses Listen +5, Spot +5
Languages Common, Giant

AC 22, touch 17, flat-footed 19 (+3 Dex, +3 Wis,
+1 monk, +1 natural, +3 armor, +1 deflection)

hp 56 (7 HD)
Immune disease
Resist evasion
Fort +8, Ref +10, Will +8 (+10 vs. enchantment)

Speed 50 ft. (10 squares)
Mele e javelin staff +11 (1d6+4) or

flurry javelin staff +10/+ 10 (ld6+4) or
unarmed strike +9 (ld8+2)

Ranged [avelin st3ff +11 (1d6+4)
Base Atk +5; Grp +7
Atk Options Combat Reflexes, Improved Trip,

Stunnihg Fist (7Iday; DC 16 Fortitude),
trip (see javelin staff)

Special Actions flurry of blows, wholeness of body
(14 points)

Combat Gear potion of cure seriouswounds

Abilities Sir 14, Dex 17, Con 16, Int13, Wis 17, Cha 11
SA flurry of blows, ki strike (magic), unarmed strike
SQ evasion, purity of body, slow fall 30 ft., still mind,

wholeness of body
Feats Combat Reflexes, Improved Trip, Lightning

Reflexes, Stunning Fist, Weapon Finesse,
Weapon Focus (quarterstaff), Weapon Focus
(unarmed strike)

Skills Balance +10, Climb +11, Escape Artis t +14,
Handle Animal +5, Hide +5, Jump +25, Listen +5,
Move Silently +4, Ride +8, Spot +5,Tumble +15,
Use Rope +3

Possessio ns combat gear plus javelin staff, amulet of
natural armor +1, bracers of am>:Jr +3, ring of protec­
tion +1, vestof escape waterskin, one day's trail
rations, 3 torches, flint and steel

Javelin Staff
Price: 25,000 gp
Body Slot: - (held)
Cas ter Level: 8th
Aura: Moderate; (DC 19) transmutation
Activation: See below
Weight: 2 lb.

This longgnm staffStuns to reill,de of solidifiedlight It
feelslightin thehands buthas trem-nchus heftwhenswung:

Diana's javelin staff acts as a +2 ki strike quarterstaff
when wielded or a +2 ki strike javelin when thrown,
allowing Diana to use her Stunning Fist feat with
javelin staff attacks in melee or at range. The staff can
extend up to 20 feet in length or diminish to a mere
inch, but in a longer or shorter form it is not useful as
a weapon . Extending"or retracting the weapon is a
standard action. Diana can also use the javelin staff to
help her jump, granting her a +5 bonus on Jump
checks (already incorporated in her Jump bonus).

In addition, Diana can knock down foes with her
javelin st3ff attacks. When Diana hits with a javelin
staff in melee, she can attempt to trip the opponent
as a free action without making a touch attack or
provoking attacks of opportunity. If the attempt
fails, the opponent cannot react to trip Diana. Due
to her Improved Trip feat, Diana gains an addition­
al +4 bonus on her Strength check to trip the foe,
and if successful she gets a free attack against the
prone enemy.

Prerequisites: Craft Magic Arms.and Armor,
creator must be a monk.

Cost to Creat e: 12,800 gp, 976 XP,25 days.
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Presto, the Magician
Presto always loved ma gic, but back on Earth he could
hardly do card tricks. When Dun geon Master dubbed
him the ma gician and gave him his hat of mmy spells,
Presto was both frightened and thrilled by the prospect
of using real magic . Although Presto possesses amazing
intelligence, he lacks self-confidence and often hesitates
or ge ts nervous in dangerous situations, making him
appear less smart than he rea lly is. Presto watches his
friends do stunning physical fea ts on a regu lar basis,
which makes him think of himself as weak and clums y.
He knows tha t magic is his best weap on, so it terrifies
him to be without his glasses and thus unable to see
what he's casting at.

Pre sto
Male human wizard 7
NG Medium humanoid (human)
lnit -1 ; Senses Listen +4, Spot +2
Languages Common, Dwarven, Elven, Giant, a rc

AC 11, touch 10, flat-footed 11 (- 1 Dex, +1 natural,
+1 deflection)

hp 40 (7 HD)
Fort +7, Ref +5, Will +9

Speed 30 ft. (6 squares)
Melee dagger +3 (ld4/19-20)
Ranged dagger +2 (ld4119-20)
Base Atk +3; Grp +3
Combat Gear potion of aiq potion of cure serious IIvuna;.

potion of dispJaClln!n~ wand of nugic missile (7th)
WIZard Spells Prepared (CL 7th ):

4th-i....storm wall of fire
3rd- fireball (DC 20), haste, lightning bolt (DC 20)
2nd-giitterdLL,t(DC 17), levitat e, extended mlge
amlOr, scorching ray (+2 ranged tou ch)
I st- bLLming hands (DC 18), Ieather fall, grfl1se(DC
16), rayofenfed1lement(+2 ranged tou ch), shieldx2
o-detect tragic;gha;t sound (DC 15), Jigh~ resistance

Abilities Str 11, Dex 9, Con 16, Int 20, Wis 15, Cha 13
Feats Combat Castin g, Empowe r Spell, Lightning

Reflexes, Magical Aptitude, Scribe Scroll ,
Spell Focus (Evocation)

Skills Climb +3, Conce ntration +13, Hid e +3, Jump +3,
Know led ge (ar cana) +15, Listen +4, Move Silently
+4, Sens e Motive +5, Spellcraft +19 (+21 deciph ering
scroll s), Use Magic Device +8 (+10 scrolls)

Possessions combat gear plus dagger, hat of m my
spells, amulet of mtural amlOr +1, doak of resistance
+2, headbend of intellect +2, ring ofprotection +1,
spellbook, waterskin , on e day's trail rati ons,
3 torches, flint and stee l

SpeUbook spe lls pre pa red plus o-all; 1st-color
spmy, exped itious retreat; identify, j ump, n"gic missile,
sleep, Tenser's flmting disk; 2nd-flaming sphere,
MeWs add alTOl.; resist energy, rope trick. touch of
idiocy, spider dimb, 3rd-dispel n~lgic, displacen1el1~

mljor imlge. sh'l1 storm; stinking douq suggestion;
4th-confusi01~ phanta sn"l killer, stoneskin

Hat of Many Spells
Price : 25,000 gp
Body Slot : - (held )
Caster Level: 10th
Aura: Mod erat e; (DC 20) enchantment
Activation: See below
Weight: -

This floppy, pointed green hat doesn 't look like IllU~ but
when you open it; its interior glows with mystic power.

Presto 's hat of mmy spells acts as a rod of .\Under and
can be activat ed as a standar d action whe n held
(wh ich doe s not provoke att acks of oppor tunity). It
also holds any mat erial component, up to a 1,000 gp
value, for any spell Presto casts. Presto need only
put his hand into his hat like he might do to draw
components from a spell component pouch. Such
components last 1 round before dissolving .

In addition, Presto can use his h.lt of n"ny spells
to either empower a spell he is cas ting (per th e
Empower Spell feat but with no increa se in the level
of the spell ) or to cas t a sp ell from his spellboo k in
place of one he has pr epared (the sp ells mu st be th e
same level, and the prepared spe ll is lost ). In either
case, usin g the hat is pa rt of the action of spe llcasting.
Usin g the hat of mlllY spells in either of tho se two
manners can have unpredictable results . Whenever
Presto uses th e hat of mlllY spells to em power a spell
or switch it for one from his spe llbook, roll d %.
On a roll of 1 to 35, the sp ell is wasted, bu t a rod of
.mnder effect happen s inst ead. On a roll of 36 to 65,
the spe ll takes effect as de sired , but a rod ofl\Under
effect happen s as well. On a roll of 66 to 100, the
spe ll is cast as desired.

Prerequisites: Craft Wondrous Item,
Empower Spell , confusion.

Cost to Create: 12,500 gp, 1,000 XI',25 days.





Sheila, the Thief
Sensitive and caring, Sheila would never have chosen
the role of the thief for herself, and that's exactly why
Dun geon Master gave it to her. He knew she would
be abl e to responsibly use the power of the doak of
invisibility. As Bobby's older sister, Sheila feels that
she has to take care of him in the Realm and provide
him with a good role model. Sheila cares for her
friends deeply and she fea rs losing them, but more
than that, Sheila has a phobia of being alo ne .
To prevent this, She ila maintains an open and friendly
attitude, hoping to win over people so they will like
being with her. This can make her seem gu llible, and
it sometimes gets Sheila in to tro uble .

Sheila
Female human rogue 7
NG Medium humanoid (human)
In it +4; Senses Listen +11, Spot +11
Languages Common, Sylvan, Elven

AC 21, touch 15, flat-footed 21 (+4 Dex, +6 armor,
+1 deflection)

hp 48 (7 HD)
Resist evasion, trap sense +2
Fort +5, Ref +9, Will +3

Spe ed 30 ft. (6 squares)
Me lee masterwork rapier +11 (ld6111>-20) or

masterwork rapiers +9/+9 (ld6/18-20)
Base Atk +5; Grp +5
Atk Options sneak attack +4d6, Two-Weapon Fighting
Combat Ge ar potion of cure nvderate wounds, scroll of

raise &ad, scroll of ssnctuety, wand of cure moderate
wowlds (25 charges)

Abilities Str 10, Dex 18, Can 17, Int 14, Wis 13, Cha 15
SA sneak attack +4d6
SQ evasion, trap sense +2, trapfinding,

uncanny dodge
Feats Skill Focus (Use Magic Device), Two-Weapon

Fighting, Weapon Finesse, Weapon Focus (rapier)
Skills Balance +11, Climb +6, Diplomacy +4, Disable

Device +7, Heal +4, Hide +14, Jump +9, Liste n +11,
Move Silently +14, Open Lock +9, Search +11, Sense
Motive +6, Spot +11,Swim +4,Tumble +13, Use
Magic Device +15

Possessions combat gear plus +2 mithral shirt, ring of
protection+1, two masterwork rapiers, waterskin,
one day 's trail rations, 3 torches, flint and steel

Cloak of Invisibility
Price: 26,000 gp
Body Slot: Shoulders
Caster Level: 7th
Aura: Moderate; (DC 18) illusion
Activation: Standard; see below
Weight: -

This purple doak seems sheer at times and opaque at
others. It is soft to the touch and light as a [eather:

Sheila's doak of invisibili ty can render her invisible
(as per the invisibility spe ll) five times per day. In
addi tion, twice per day, Sheila can activate the cloak
to cast greater invisibility on herself, but the greater
invisibility lasts only 1d4 rounds. Activating the
doak of invisibility is a standard action that does not
provoke attacks of opportunity. Sheila must have a
hand free to pull up her hood and thus activate the
cloak. If Sheila is damaged while invisible, the doak
of invisibility's magic fails, Sheila is rendered visible ,
and the cloak cannot be activated again until 2d4
rounds have elapsed.

Prerequisites: Craft Wondrous Item, greaterinvisibility.
Cost to Create: 13,000 gp, 1,040 XP,26 days .
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Bobby, the Barbarian
Bobb y is the younges t of the group and the mos t
imp etuous. Swift to anger and always ready for a
fight , Bobby makes a perfect barbarian despite his
small size. Although stro ng for his age, Bobby gets
most of his str eng th from his thunder dub, and he
greatly fears both ap pearing and being weak.

Bobb y
Male human barbarian 7
CG Medium humanoid (human)
Init +1; Senses Listen +9, Spot +4
Languages Common

AC 18, tou ch 11, flat-footed 18 (+1 Dex, +2 na tural,
+5 armor)

hp 79 (7 HD); DR 1/­
Resist trap sense +2
Fort +9, Ref +3, Will +1

Speed 40 ft. (8 squares)
Melee thunder d ub +14/+9 (ld10+8)
Base Atk +7; Grp +11
Atk Options Power Attack
Special Action s Cleave , Improved Sunder
Combat Gear potion cf run' lil'Jlt'''XIna; potion cf heroism

salve cf slipperiness,sov<m'gnglue, univesal solvent

Abilities Str 19, Dex 13, Ca n 18, Int 11, Wis 8, Cha 10
SA rage 2/day (see second stat block)
SQ fast movement, improved un canny dodge (can 't

be flanked) , trap sen se +2
Feats Cleave, Improved Sunder, Power Attack ,

Weapon Focus (greatc1ub)
Skills Climb +12, Intimidate +10, Jump +16, Listen +9,

Spot +4
Possession s combat gear plu s thunder d ub, +2 hide

a1l1XJI; amulet ofnatural a1l1XJr +2, bootsof the
winterlends. waterskin , one day'S trail rations

Vv'hen raging, Bobby has the following changed statistics:
AC 16, touch 9, flat- footed 16
hp 93 (7HD)
Fort +11, Will +3
Melee thunder dub +16/+11 (l d10+11)
Grp +13
Abilities Str 23, Ca n 22
Skills Climb +14, Jump +18

Thunder Club
Price : 31,305 gp
Body Slot: - (held )
Caster Level: 15th
Aura: Strong; (DC 22) evocation
Activation: See below
Weight: 10 lb.

This thick wooden club seems lik e li ttle more than a log
until y ou pick it up. Wh en it's in your hands, y ou feel as
strong as a bull.

Bobby's thunder dubis a +2 greatclub that grants its
wielder a +4 enhancement bonus to Stren gth (already
factored into Bobby's statistics). In addition, thr ee
time s per day, Bobby can strik e the ground as an
attack and cause ear th tremor in a 30-foot line .
Creatures in the area mu st succee d at DC 20 Reflex
save or fall prone.

Prerequisites: Craft Magic Arms and Armor, bull's
strength eerthqueke

Cost to Create: 15,805 gp, 1,240 Xp,31 days.
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Allcorn (Su) Uni's horn is treat ed as a +1 ma gic
weapon .Thi s power fades if it is rem oved from Uni.

Abilities Str 10, Dex 17, Co n 21, Int lO, Wis 16, Cha 17
SA alicorn
SQ dark vision 60 ft., low-li ght vision, magi c circle
against evil, scent, spell-like abilities
Feats Aler tness, Skill Focus (Su rvival)
Skills Jump +9, Listen +6, Move Silently +7, Spo t +6,

Survival +7

Speed 40 ft. (8 squares)
Melee horn +5 (l d4+1)
Base Atk +3; Grp -1
Spell-Like Abilities (CL 5th):

3/d ay-cure light ,munds
lIday-curt' moderate II VU n<i\ grei te: teleport (within
fores t only), neutralize poison (touch only, DC 17)

AC 18, touch 14, flat-footed 15 (+1 size, +3 Dex,
+4 natural)

hp 31 (3 HD )
Immune charm, compulsion, poison
Fort +8, Ref +6, Will +4

The ga ng met Uni not lon g after ente ring the Realm .
Bobby and Uni formed a n instant bond, and the two
remain inseparable . Uni is a young unicorn and
doesn 't yet possess all of a grown unic orn 's powers.
Even so, she can be very useful to the ad venturers,
thou gh she so metimes gels herself in to trouble.

Vni CR 2
LG Small Ma gical Beast
lnit +3; Se ns es darkvision 60 ft., low-light vision,
scent ; Listen +6, Spo t +6
Aura magic circle aga ins t evil (lO-ft. rad ius)
Languages Common, Sylvan (can ' t speak)

Uni



The Adventure Begins
The adve nture begins with the PCs having traveled up
into the G rea l Glaciers ,They've just struc k camp after
spendi ng a chilly night in a mountain cave , b ut they
don't know what to do becau se Dungeon Master hasn 't
told them yet.

Youled outsier the dUllycan' \ 'OU slept in tos<'"the SlH1
cresinga Ixrizoo cfial'l,'n~ icy proks.Darl< daud; .md
fallingsnow 00wreyour ,;sion cf the gladers to the ncrtIt If
you rontinuc fartha-up the trailthst led "OU to this can:
you'll surelymelupin the nid;t cfa tfuz.nu You'n'alUII to
19,'e up hopt:butyou tum alUWldand S<'l' Dungmn Master
sitting ~' your fin' and "amling his hane!;!

"Good ot:ming Youhll'e ciJncwell togff OOPso soon.
Thtre is still tim:Ylt to find the "ay tuck toyour home"-,
Knoll' th.,tyou ri!stedwithin S"urdMountain.a pile cfmck
and ice that is I:oth e>cIracrdimrily sheerand long YourgUll
lieson the otherside.

"Yet '*'nd 1= hope like the "mpon thst 19"es it its
m Oll: the cmuntain is "6)' narrow, Youmust tra"elthe futh
throughthe nvun~lin and the andent han",cf the fm;t

d"",,,cs, though ther rule ended longolga
"Onceyou h lVe foundyour "ay thmughthe cmun~lin to

the othersick you ,,;]J stand upon onecf the Gmt Clacies
and then the fin' in the ice ,,;]J show you the "ay,Youmust

mIdI theglada- More the ,sun s<'Is, or this way hom .'sh ,1I 1'l'
deN'll toyou fonver

"What' is thisJ'lth? You~lnd Up J/1it Net all aus hlVe
hinb'L"i, and nuny an'the lcOO th.,t ,,;JJ el"n to IXI key:'

At tbo« "UrU; you feela rush cl' mld ,,;ndmnr in the
can: and you instincti'ocJy 1m/.: to so: wOOP the "ind is
gUng Just a fell' fat allay tnxn "here you sit.,. thtn, now
I>lf'<'5a ";erdJon,,,y "here there,,\1S nothingbutsaid mck
only a mxren: olga &,'ond the a.",,,,y Iie", a cnldstone h,1I
th.lt Imd> off into dlrkntss. IVhmyou Imk tuck to your gut­
using fire toaskDungc\J1l !ltaslff atnI! it he'sa/rm0'b'Orle

Allow the players to make any preparations they want
before ente ring the tunnel. If they think about climbing
Sword Mountain or tryin g to go around it, remind them
that a b lizzard is coming and that it would be impossi­
ble for th em to arrive on the glacier before sundown,

The tunnel is 10 feet wid e, 10 feet tall, and carved
smoo th except wh ere periodic carvings depict dwarves
of all stations going about their daily lives. The carvings
are unremarkable except that wh en the dwarves are
shown wo rking at forg es, which is quite common, they
see m to be pulling items of ice out of them rather than
metal tools and weapons.The tunnel goes for nearly half
a mile, seemin g to rise slightly as it goes , before entering
Area 1: A Cold Welcome,
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Area 1: A Cold Welcome
(EL 9, or 10 with the spectre)
The tunnels were once ruled by the frost dwarves, but
a tribe of orcs and other monsters led by a frost giant
claimed it for their own and enslaved the frost
dwarves two decades ago. The frost giant, named
Yragmul, defeated the king of the frost dwarves and
broke his magic crown in two. With the crow n's
destruction, the frost dwarves became normal
dwarves, and the spirit to fight left them.

When the PCs come near the rooms of Area 1, one
of the two dwarves there has already gone to alert the
orcs, having heard the PCs' approach down the long
tun nel. The other dwarf. Dorrin, talks to the PCs, hop­
ing to better understand what new threat has invad­
ed their home.

From the darkness aheaq. y ou hear a gruff voicecoming
from what must be some room ahead

" Wh o goes there? Who dares enter Yragmul's realm?
Come no further until y ou identify yourselves! "

If the PCs attack, begin the encounter described
below . If the PCs talk to Dorrin, he is suspicious an'd
unfriendly. The PCs have a couple minutes to talk to
Dorrin before the guards come . If the PCs manage to
shift Dorrin's attitude to indifferent, he tells them
how his people were enslaved and how they lost their
frost magic after their king and queen were killed,
and the king's crown was broken. Dejectedly, he tells
them that without an heir apparent. even repairing
the crown will not return their frost magic to them. If
the PCs manage to make Dorrin friendly, he tells the
PCs that ore and ogre guards are on their way, and



thatYragmul also has ice mephits and a winter wolf
in his employ. If the PCs promise to defeatYragmul,
give them a +5 bonus on any Diplomacy check they
make with Dorrin. Making Dorrin helpful through
Diplomacy checks results in Dorrin warning the PCs
not to disturb the sarcophagi in the next room and in
him being willing to talk to the other dwarves and
convince them not to fight the PCs or get in their way.

The Battle Begins
When the conversation with Dorrin is winding down,
or if the PCs attacked Dorrin, have them make a DC
14 Listen check to hear the approaching guards.
Those participating in the conversation with Dorrin
take a -5 pe nalty for being distracted. Those who suc­
ceed aren't surprised when the orcs enter from Entry
1 (as marked on the map).

Surprise Round: During the surprise round, posi­
tion six orcs (Monster Manual page 203) as shown on
the encounter map. Roll initiative for the orcs, and
have the players who made their Listen checks roll
initiative.

1st Full Round: Six mo re orcs enter the area from
Entry 2, and another six orcs en ter from Entry 3. All
take their actions as though they started just off the
map. If the PCs talked to Dorrin, he runs for Entry 5.
The monsters do not impede him .

2nd Full Round: Two ogres (Monster Manual page
199) arrive, entering from Entry 4 and Entry 5.

3rd Full Round: Two more ogres arrive from Entry
4 and Entry 5 and six more orcs come from Entry 1.

4th Full Round: Gorz, the ogre captain (an ogre
4th-level barbarian, Monster Manual page 199), enters
from Entry 5 and shouts at the PCs, speaking in
Giant, "I Gorz, captain of guard, fourth in command.
You die! Here! Now!" If the PCs fought Dorrin rather
than talking to him, six dwarves (MmslffManualpage
91)followCorz in to fight the PCs.

I Monster Roster (Area 1)
24 orcs (Monster Manual page 203)

4 ogres (Monster Manual page 199) J'
Corz, ogre cap tain (ogre 4th -level barbarian,
Monster Manual page 199)
6 dwarves (Monster Manual page 91)
1 spectre (Monster Manua l page 232)
• - _ ••_ • • • ._ 0 • • __

Terrain Features
In addition to the monsters, elements of the map
offer challenges to the PCs.

Mu shrooms: Squares with mushrooms are considered
light undergrowth (Dung,nl M'lSlfr'sGuidepage 87).

Red Squares: The red squares spattered with
blood are blood rock. A creature that stands on a
square of blood rock and threatens a critical hit auto­
matically confirms.

Rubble: Squares with rubble are considered dense
rubble (Dungeon Masters Guide page 90).

Sarcophagi: A character that touches or attacks a
sarcophagus (including with area-affecting spells)
causes a dwarf spectre (Monster Manual page 232) to
arise from the altar to attack the offending Pc. This
happens only once .

Water. Squares with water are coated in ice and con­
sidered an ice sheet (Dun~,'frrJ Maslff's Guidepage 91).

After the Battle
When the battle is finished, dwarves rush in from all
directions and cheer the PCs. Dorrin (or another
dwarf if Dorrin was killed) encourages the PCs to
continue on through Entry 5. He explai ns that mo re
dangerous foes lie ahead, includingYragm ul's second
and third in command, Dur and Joss .The dwarves
have never seen Our or Joss because the dwarves are
kept in the tunnels near the mines, but they have
heard that Dur and Joss are terrible gian ts of some
kind .The dwarf tells the PCs that Dur and Joss sup­
posedly live in an ice cavern just before the exit from
the mountain. Between here and there lie several
miles of tunnels, and if the PCs want to get out the
other side of the mountain before sundown they
should hurry.

To help them on their way, the dwarves give the
PCs a rough map and directions tha t will lead them
to the ice cave . If the PCs would prefer to look
around their surroundings a bit, that's okay. They are
near the mines and living quarters of the enslaved
dwarves. You can render this in as much or as little
detail as you prefer.

When the PCs set off, the dwarves offer hearty
cheers of encouragement and wishes of good luck,
and they smile for the first time in years.The PCs
travel a long distance through the hallways until th ey
reach Area 2. •

Treasure
Gorz wielded a +1 greatduband wore both +1 hide
annorand a ring of protection +1.The dwarves, orcs,
and normal ogres possess nothing more than mun­
dane tools and some non magical weapons an d
armor. Even the sarcophagi are devoid of treasure .



Area 2: A Door With No Key (EL 9)
In this encounter the PCs confront an unexpected
impediment to their path home. It's Venger's handiwork,
but the PCs can figur e out the way if they rem ember
Dungeon Master's advice.

You've beUI foilOld ng the dI"" Ves' nul" for what StHlli lik e
an hour,p.lssing down long tunnels and through grand halls,
all in disrepair and in 111111Y places vandalized byYragmul's
nvnstff'S. You tum a = and aH:ne upon a frotore nat
describLtJon the dI"" Ve;'mlJ1SThe J\lth you'resuppa;ed In
Ira"el b'OeS through a Romm-style arch tlanke<!~' hm stil t·
ues ~displaCffa mts. IVithin the arch is a g101dng C11ergv
bartie: through which you GlIl seea ro011 l1l'ith a fountain.

Set up th e map as show n, but do not place an y of the
monsters yet. Allow the players to pla ce th eir PCs.

Ha ve Presto make a DC 25 Knowledge (ar cana)
check to understand tha t the glowing en er gy barri er
is similar to a wal! of force spell. If Presto fails , th e PCs
can find out with some investigation that altho ug h
the glowing en er gy does not harm th em, nothing can
ph ysically penetrate or harm it. If th e PCs cons ult
their map for a way around, they see that the d wa rves
d id not include mu ch detail abo ut this area, and if
they start wandering th e halls, they could ge t lost for
hours . As the PCs ar e thinking about th e problem ,
seve ral ice mephits fly into the room beyond the barrier.

Suddenly, four cre.1turestly into the room btyond the
energv barrier. They are shaped like sm l lJ people but with
bat wings and bodies nude enti rely of ice They spat you
and tlutter over to look at you through the transparent
energv.

The tallest among them sp81ks, " Hey, you 're nol sup­
posedto be here! !'\(lit a minut e You're the ones \mger told
Yr,lgrllul about! Ritre: tly back and tell YragrnulwlJ.1t's
gI1ing on ,111d then find Venger."

One of the others , apf\lTmtly the one celled Rime,
whines, " W hat? Go all the way h Ick? It's a long way!"

"That's righ~"the tall one says. "So ge! mol'ing!"A,
Rime tli ts off, the tal! one GlIJs after him "And tell that big
chicken to hurry up! I \ \>"'e gr>t trouble here!"

Then the tall one toms back to yOIL " Hello,"hesays
\\;th an evi l gr; n. "My name is Tc,rfa>t. This here is Trice
and Renu. I thought \\'e should b'tt acousin ted as yo u're
gI1;ng to be here .1 whi le"

Allow the PCs to con verse with Torfos t. He freely
tell s th e PCs that the energy barrier was put in place
by Venger to hel p con ta in the dwarves. The ice
mephit gleefully describes how there's a passw ord
that a llows yo u to pass th rough it, bu t he'll never tell
th e PCs. The meph it can' t be inti m ida ted by the PCs
or talked in to giving up th e password. If th ey try to
blu ff him (us ing th e Bluff skill), he tells them a fake
pa ssw ord and th en laugh s when they try to wa lk
through th e field and bounce off. If th e PCs have a

captive from their ea rlie r fight, such as an ore, the ore
would rat her die than give up the password .Trice and
Rema seem nervous and fid gety, but th ey won't talk
to th e PCs and see m a little frighten ed of th em .They
keep flitting over to the passage the y cam e down to
se e if"the big chicke n" is ge tt ing close .

Getting Past the Energy Barrier
Th e heroes can get th rough the energy barrier . All
th ey need to do is remember Dungeon Master's last
words to them:"N ot all doors have hin ges, a nd ma~y

ar e th e locks that will open to no key."To bring down
the energy barrier, th e PCs need to destroy the key­
stone of the arch in wh ich the force field sits . If th e
pla yer s ne ed help rem embering what Dun geon
Master said and figuring it out, have th em make
Int elli gen ce che cks, revealing th e information for th e
highest success and fro m lower DCs :

DC 10 or below: Dungeon Master said something
ab out do ors without hinges before he left.

DC 15: Dungeon Master said something about
doors before he left :" Not all doors have hin ges, and
many ar e th e locks that will o pen to no key."

DC 20: The high est stone in the arch is called a
keyston e. It's the last stone put in place when build­
ing an arch, and if removed, the arch will often crumble.

The ar chw ay's keystone has a hardn ess of 8 and 50
hit points. The PCs can attempt to de stroy it with
attacks, or th ey can try to pry it lose with a DC 25
Stre ngth check. To so, they'll ne ed to be able to reach
th e keystone, whi ch is 10 feet up the wall. Standing
o n one of the di splacer beast sta tues works, and so
does one of the characte rs liftin g Bobby,

The Battle Begins
Wh en th e keystone is rem oved or destroyed, the
ene rgy barri er vani sh es in a flash of sparks that ra in s
down on th e di sp lacer beast sta tues.The ice mephits
shriek in shoc k, and the two displacer beast sta tues
come to life (if th e PCs haven't already des troyed
th em ). Have th e PCs roll initia tive, and then roll ini­
tiati ve for th e three ice mephits (Monster Manual pa ge
182) and two displ acer bea sts (Mon.<ter ,\'1,111ual pa ge
66). There is no sur pri se round.The ice m~phits (M)
and d ispl acer bea sts (D) sta rt th e figh t at th e loca­
tions noted on the map, or the nearest unoccupied
sq uares. Thr ee rounds in to th e fight,the "big chicken"
(W) rounds the corn er int o th e room from the passage
the ice mephits us ed . It's a wyvern (Monster Manual
page 259), and it's re:~2:.~~ fight.

Monster Roster (Area 2)
3 ice mephits (M ons ter AI,111ual page 182)
2 di spla cer beasts (Monster Manual page 66)
1 wyvern (Monster Manual pa ge 259)

______ _ . . J



After the Battle
After the combat, the PCs can continue to follow the
map , selling off in pursuit of Rime. Rime has too
much of a head start for the PCs to catch him, but his
frantic flight through the tunnels leaves bits of frost
on the walls and ceiling as he scrambles back to his
master.This makes finding their way even easier, so
the PCs can make up for the time they lost dealing
with the energy barrier.The PCs don't encounter any
resistance on the way because Yragmul has ordered
his forces to gather in the ice cavern and outside on
the glacier.
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Fountain :The fountain in the room ru ns with cool
clean water that the PCs can drink after their fight
and use to fill their waterskins. A PC doing so or oth­
erwise investigating the fountain spies the treasure.

Treasure
In the bollom of the fountain lies a ring of feather fallin/;



Area 3: On Thin Ice (EL 9)
In thi s encounter, the PCs confront Yragmul 's seco nd­
and third-in-command, th e ellin Ou r and joss. (Our is
th e name of one of the ellin's heads; joss is th e name
of th e oth er.) As the PCs approach this cavern, th ey
can easily hear Our and joss sho uting commands at
th e othe r mon sters.

You hear detp-thm1ted shouting from up ahead The
shouting echoes in a ''''y that leads you to believe the per­
son shouting must be in a large room JlL<;t then a mid
fresh bret2e .",its 0/you. According to the maJ]. y ou're
dose to the ice caws. It mlL,t be the edt to the gIader!

As you eaWly IIIJI'e fOIllard the shouting be:vme5
IIIJre distinct. " Hurry uJ]. you!"

" Yeah"a similar mice echoes. "Hurry up!"
" Tbev' l! be here soon and we have to be resdv!" savs

the first 'voice . .

"Be ready! " echo» the S<'lvnd

The PCs (pa rticularly Sheila ) might want to sco ut the
roo m. Allow them to do so, making Liste n and Spo t
checks for th e mon sters as necessary. A PC lookin g
int o the room sees the followin g:

ley bridges C1U'iS from one side of the cave to the other,
spanning ,1 30-foot-dt'l'P rift. TIm great pillars of ice rise to
the ceiling, each containing some large Cffilture that has
beenfrozen solid In the opposite comer of the cavern, you
can see wha t looks like sunlight filtering through a cave It
must be the way out of Sword Mountain!

Several Cffillun!s block your path. One is ,1 huge. two­
headed giant! It mllrs halfan ice crown on one head and
the other half on its other head It's shouting orders at orcs
whoare~' splashing water on the ice bridges.

"Move faster whm I say!"says one head " Righ t! Do
....-hat Joss sayar Dur .. ;]1 crush you!"shouts the other as it
makes a fist.

If all th e PCs try to be stealthy, th ey might gain th e
advantage of surprise . Otherwise, simply ro ll for
initiati ve as soon as one of PCs is spoiled. Comba t
begins immediately.

The Battle Begins
In th is enco un te r, th e heroes do battl e with an ettin
(E), th ree ice meph its (M), and 16 orcs (0). The ell in
(Monster M anual pag e 259) waits to see what the PCs
do, hopi ng to block their pa th and draw them into
melee on th e ice bridges.The thr ee ice me phits
(Monster Ma nual page 182) hover out of reach ove r th e
rift squares, using first their m lgic missiles, then th eir
chill met,11spells, and finall y their breath weapons
before closing int o melee. Half of the orcs (Monster
Manual page 203) rus h toward the heroes to engage
them in m elee combat while the res t take cover and
hurl javelin s.

Monster Roster (Area 3)
16 orcs (M ons ter M snual page 203)
3 ice mephits (Monster Manu.1 l page 182)
Our and joss , ellin (Monster Manual pag e 259)

Ending the Battle
Once the bailie is over. the PCs can leave Sword
Mountain to confrontYragmul.lf they leave before combat
is finished, they have a rough time of it because their
foes follow them out, Hopefully th e PCs take a moment
to recuperat e before leaving the ice cave.Yragmul and
the last of his servants have an ambush plann ed for the
PCs, and they allack as soon as the PCs get out on the
glacier. If the PCs han g around in the ice cavern. allow
them time to heal themselves and make other preparations,
but as soon as they are finished. they hear the harpy's
call and the next encounter in Area ~ begins.

Terrain Features.
The follow-ing terrain features are present in this
encounter:

Difficult Terrain: Squares marked wit h a whi te
trian gle are difficult to move through. It cost . one
extra sq uare of movement to enter a difficult square.
In addition, Move Silently and Tumbl e checks suffer
a - 5 penalty in such squares.

Ice Bridges:The ice bridges (ar eas wit h the white
squiggly marks in the middle) are extraordinarily
slippery. It costs 2 squares of movement to enter an
ice bridge square, an d the DC of Balance and Tumbl e
checks there increases by 5. A DC 15 Balanc e check is
required to run or cha rge across the ice bridge.
Failure by 4 or less means the character can still act,
but can' t run or charge this round. Failure by 5 to 9
res ults in the character falling pro ne, Failure by 10 or
more results in the character slipping off the bridge. A
creature slipping off the bridge can make a DC 15
Reflex save to grab the side .

A creature that ends its mov e on a squar e of ice
bridge must succeed on a DC 10 Balance check or fall
prone. Failure by 5 or more result s in the character slip­
ping off the brid ge. Bobb y's bootscJ'the winterlands
make him immune to the slippery effect of the brid ges.

A square of ice bridge has 20 hit points and collapses
into the rift if dealt that much dama ge. If squares in a
line across the brid ge are destr oyed. the whole brid ge
collapse s. A creature in a collapsing square is allowed a
DC 15 Reflex save to jump to an adjacent unoccupi ed
safe square. Note that Bobby's earth tremor attack
aut oma tically destroys ice bridge squares affected by
the line. and Presto's fireballs and ..all of fire have a
good cha nce to des troy sq uares of brid ge.

Rift: The rift is 30 feet deep, and any creature that
falls in takes 3d6 points of damage unless it can
somehow slow its fall. Climbi ng out of the rift
requires a DC 25 Climb chec k.

Ice Pillars: Two 10-foot-thick pillars of ice stand in
the cave rn. Upo n close exami nation, they app ear to
have demons frozen within them . Each has no hardness
and can take 180 hit points of dam age before splitting
and collapsing. Sho uld thi s happen to a pillar. it frees

I



an unconscious dwarf, not a demon. The dwarves in
the pillars , one male and one female, will not awake
unl ess the broken ice crown worn by Joss and Ou r is
reformed (see Treasure).

Treasure
If the PCs claim the brok en halv es of the crow n from
Joss an d Our, the y find that th ey appear to fit toget h­
er . Touching the halves of the crown together causes
it to meld into one piece. Wh en this happens, the
crow n flies out of the r c s' hands and into one of the
icc pilla rs like a stone into water.The icc pillars melt
away, revealing not demons but two dwarves in the
ra ime nt of a king and queen . Read the following text
sho uld this occur:

The ice of the pillars melts ."'''y with miraculous speed.
simply misting into the air and floating away . The imJge
of the demons in the pilla rs also vanishes, reI'mling t"v
dlm n 'es lying on the ice one mlle wearing the ice C7V'm
and one female Both look \ '<'l'}' old but they have a regal
besting as they each roll slOl\'ly up to one kn~ boning
before y OlL Each wears sumptuous robes and is bedtrked
nith jewelry.

The old male dI.-arf looks up to yo u and speaks fist,
"Thank yOlL Youha\ 'e restored~ C7V'm and thus freed us
from our icy prisons . 1am King Ulfgor Frostbom and this
is~ queen, Audhild"

The queen looks up at you then and says with teir« in
her eyes,"By freeing us .md repairing the crown, you have
giv en the £rest dn"rves h,ck their magic. Soon we shall be

.15 we n'~ and our people will be proud once again."
As she speaks, the dn"rves stand and you ,,,,tch in

nvnder as their skin /Jacomes., pale whitt; and their hair
and the king's bmrd transfom1 into sparking ire

" Your heroics inspire us, and they have shOlm lL'.' btt­
ter way," King Frostbom says. "Our kingoom fell bt'l"lL'l'
we n 't'Tl' ...-ii lik e H:nge.; and 1 thought we could partner
" ith him lostmd he sent his minions to enslave us,
Yragm ul ruptured us, and Im ger impri soned us in those
ice pilla rs, disguising our shapes " ith his mJgic so that he
could tell our people we were dead l""s a fool for trust ­
ing Imger,and 1see now that l""s a foo/long before that."

The king ffi' ches into his robes and pulls out a few
scrolls, and the queen takes a h'l'nJ from one ofher rings.
Then they hold all this out to YOlL

"Take these gifts," says the king. " We cannot R'F"Yyou
for what y ou have oone and what yo u have taught lL',but
we hope these items help yo u in your quest. 1suspecty ou
know how to use the scrolls. With the gem you must sim­
ply throw it dOIm upon the ground and it will sunlllVn
an ally to figh t "ith yOlL Queen Audhild and 1mus: nOl"
go to our people and explain what has befallen. Hewill
not be tricked 0/ Imger again. and if he sends his nvn­
sters, we wil! be rmo/."

"Goodo/e friends,"say both the king and queen. join­
ing hands. Then the king touches his C7V'mand they both
vanish in a swirl of nindblonn snow.

King Frostborn gives the r c s two scrolls of lesser
restoration. a scroll ofhaste; and an elemental h'CllJ(ea rth).



Area 4: Against the Giant (EL 10)
The frost giant Yragmul and his minions await the
PCs out side on the glacier, having set a trap for them.
Yragmul's plan is for the harpy to call them out, and
then to creat e an avalanche to crus h them.Then the
monsters hop e to pick off any survivors.

This enc ounter begins in Area 3, but it should
swifUy move out onto the glacier and Area 4. While
the PCs ar e in Area 3 after the fight, read or para ­
phrase the following read-aloud text. If the PCs
decid e to run out onto the glacier during the fight in
Area 3, modi fy the encounte r accordingly.

Suddenly you hear a dremlY, wordless song roming from
outside the cave lt seems to mingle ..ith the warm sun­
light roming through the cave exit Its sound fills you ..ith
a sense of romforl and safety, but also of looging.

Have everyone make a DC 16 Will save.Those who
fail are compelled by the harpy's captivating song to
move out of the cave and toward her. Out side, the
winter wolf (W) is out of view behind a crest of rock,
and Yragmul (Y) stands out of sight behind the ruins
of an old tower.The harpy (H) is also hidd en, bein g
beyond the cave attached to the tower. The win ter
wolf and Yragmul have made a save against the
harpy's son g already and thu s are not capti vated .

Read or paraphrase the following read- aloud text
when the PCs step out onto the glacier:

The sunligh t on the snow is blinding after the darkness of
the ca ves, but c15yo u squin t into it;you can make out a
ruined tower built against the side ofa huge rock seeming­
ly thrust up through the glacier. lt stands upon a small
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platmu in a field of snow and stone The song y ou hear
St'ClllS to be corning from a cave entrance in the hUb'"rock.

The PCs spot the wint er wolf as soo n as they move
around the rocky crest. Upon bein g spotted, the win­
ter wolf howls and combat begins. Have the PCs roll
initiative, and roll initiative for the monsters.

The Battle Begins
On their initiatives,Yragmul and his minions do the
following th ings:

The ha rpy (Monster Manual page 151) moves
th rough the tower to see if anyone is captiva ted. She
continues to sing if they are, and she moves up to
attack if that's not the case .

The winter wolf (Mons ter Man ual page 256) moves
to catch as many foes in its br eath wea pon as possi­
ble, thereafte r making melee attacks un til it can
brea the cold again .

Yragmul (Monster Man ual page 122) rema ins on
the plat ea u, taking c'lver be hind the tower. His first
action is to hurl a boulder far above the PCs' heads.
This causes an avalanche that collapses the cave
entra nce and affects the area with in 15 feet of the
cave en trance like an ice storm spe ll. Allow any PC
still inside the cave to mak e a DC 10 Reflex save to
dive pron e outside the cave and thu s participate in
the fight. The Otiluke's resilient sphere effect of Eric's
griffon shield can protect the PCs from the ice storm
and allow them to exit the collapsing cave safely.
There after,Yragmul hurls boulder s at the PCs (he has
a read y supply of rocks anywhere he moves on the

G Yragmul
• Harpy
G Winter Wolf
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map). Yragm ul enters me lee only whe n both the ha rpy
and win ter wolf have been defeated.

J Mo ns ter Roster (Area 4) ':

lYragmul, fros t giant (Mons ter Manual page 122) :
Harpy (Monster Manual pa ge 151) )
Win ter wolf (Monster Manual pa ge 256)
~_. - --- -_ . .

Terrai n Features
The following terrain elements are present in this
encounter:

Difficult Terrain: Squares marked wit h a white tri­
an gle are diffic ult to move thro ugh . It cos ts one ext ra
square of movem ent to en ter a difficul t sq uare. In addi­
tion, Move Silently and Tumble checks suffer a -5
penalty in such squares.

Rock Walls: The gray rock squares on th e map indi­
cate steep rocky inclines. Each is 15 feet high and
requires a DC 20 Climb check to sca le.

Mystic Circle: The glowing bl ue design inside the
tower is a special spell effect created by Venger. Any
creature standing in the area benefits from protection
from grxxi and resist energy (fire).Yragmul moves onto it
if Presto uses fire spells on him or if the PCs get on to

the pla teau and it looks like melee comba t is inevitable.
A burning brazier th at billows gree n smo ke is the

source of the mystic circle effect, and if the brazier is
knocked over, the mystic circle is ruined and no longer
provides its benefits. Presto can make a DC 20 Spellcraft
checkto determine that this is the case once he sees the brazier.

After the Battle
When the PCs defeatYragmul an d his minion s, thev
are left to wonder how to find their way home. Read or para ­
phrase the following text to conclude the adventure, then
watch"The Dragon's Graveyard" to see what happens next!

You've defmtedYragmul the frost gia nt but there's no sign
of a way horne Dungeon Master said something aboutHfire
in the ice showing you the way,"but there's no fire in any
of the ice you can see

Just then, the sunlight from the setting sun shines
through the peak of Sword Mountain, becoming a glowing
beam that strike the tip of a nearby nvuntain of ice That
must be what Dungeon Master meant. This is it! Yau'w
found your ""y home!



Venger
Veng er doesn't appear in " Benea th the Blad e of Sword
Mountain.r but if voud like to continue the kids' adventures
in the Realm, you can use his stati stics presented
below. Als o, if the PCs a re havin g an easy tim e w ith
Yragmul, yo u might als o cons ide r having Ven ger make
a cam eo appearance. He can fly in with Rime, the ice
mephit that went to warn Yragmul and th en Venge r.
Venge r casts a couple low-level spells and th en se nds
Rime in to fight before la ughing at the PCs' effo rts a nd
flying off. He shouldn't confront the PCs more directly
as they aren't yet powerful enough to defeat him wit h­
ou t the ma gic of the Dra gon's G raveya rd.

Dungeon Master calls Ven ger his greates t mis take -
a comment heavy wi th mysterious meaning because
Venger is both his son and former stu de n t.Venger once
had a good soul, but that wa s lon g ago - before Venge r
ca me into contact with th e for ce of evil that tu rn ed him
against his father. Just what or wh o that influentia l
force was remains unknown to all but Ven ge r, Dungeon
Master, and Karina, Venger's twin sister. Like Dungeon
Mast er, Venger is over a thousa nd yea rs old, and during
his life he has killed many of the heroes that Dungeon
Ma ster e mploys to oppose him . O nly Hank, Eric, Diana,
Presto, Sheila, Bobby, and Uni hav e managed to th wart
Ven ger for so lon g and so often.

Ven ge r has m any a llies a nd vast resources at h is
disp osal. Mos t often, he employs a nightmare (M onster
Ma nus! page 194) as his mount and Shadow Dem on as
his spy .Veng er opposes Dungeon Master an d the kid s
at every turn, always seeking to gain po sse ssion of their
powerful magic items. With them ,Ven ger hopes to defea t
Tiarnat and achieve complete contro l over all the Realm .

Venger CR21
Male half-fiend human sorce re r 13/a rchmage S
N E Medium outsider (native)
!nit +6; Senses darkvision 60 ft.; List en +7, Spot +12
Lan guages Abyssal, Common, Dr acon ic, Elven , Infernal

AC 2S, touch 16, flat -footed 19 (+S Dex, +8 a rmo r,
+1 na tura l)

hp 190 (18 110 ); DR 10/magic
Immune poison
Resist aci d, cold, e lec tric ity, fire 10; SR 28
Fort - is,Ref +13, Will +16

Speed 30 ft. (6 squares); fly 30 ft. (ave rage )
Melee claws +12/+12 (1d 6+4 ) and bite +7 (l d4+2)
Ranged arcane fire +lS ranged touch (Sd6 +ld6 pe r

leve l of spell us ed)
Base Atk +8; Grp +12
Special Actions a rcane reach, Empower Sp e ll,

ma st e ry of e lemen ts, mast e ry of shaping
Comba t Gear bead 01forc~ elt'Tllt'flt,11b"",,( fire) ,

tnaximize nlttarrugi c nxt potion of bsrkskin +3,
potionof n1t'sgmct.'

Sorcerer Spells Kn own (C L 19th):
9th (2/ day )- imprisoIlIllt'Jlt
8th (4/day)- Otiluke's telekinetic sphere (DC 28),
polar ray (+16 ran ged touch )
7th (6/day)-rontroJ unoold (DC 27), delayed blast
ii rebal! (DC 27), limi ted " i sh
6th (6/day)-chain lightning (DC 26), flesh to s tone
(DC 24), Otiluke's freezing sphere (DC 26)
Sth (6/ day)-rone of cold(DC 2S), symbololpain
(DC 2S), teJeJJnesis (D C 22), wall 01 force
4th (7/day)-anim l te dead besto"'curse(DC 23),
poly nltJrph. wall ofice (DC 23)
3rd (8/day)-dispe' mlgic. displ,lCt'T1lt'11t finb1ll (DC 22),
hddJU5lHl (DC 20)
2nd (8/d ay)-knock, false life, scorching ray (+16
ran ged touch), touch 01idiocy (+12 tou ch), web (DC 21)
1st (8/day)-expeditious retreat; m lgic missile, protec­
tion from good ray of enfeebl enrnt (+16 ranged
tou ch ), shield
o(6/day)-arcane (JllTJ;. ddlU nllgiC. ghost soWld (DC
16), light nllge hand open /dose. read magic. resist­
ance, touchoffatigue(+ 12 tou ch; DC 16)

Spell-Uke Abili ties (CL 18th):
3/day-<iuia""" JUsm (+12 tou ch; DC 23), unhdy,1l1ra
l /day-bl"sphen~v(DC 26), ron~lgion (DC 23), d.."itrrate,
honid " illing (DC 27), summJn nvnster IX, unnalkxv

Ab ilities Str 18, Dex 22, Co n 26, Int 18, Wis is, C ha 24
SA a rcan e fire, mas te ry of ele me n ts, mastery of sha p­

in g, spell -like abilities, spe ll power
SQ darkvision 60 ft., DR lO/magic, resistance to acid ,

co ld, elec tr icity, and fire 10, SR 28
Feats Empo we r Spell, Great Fortitude, Iron Will ,

Lightning Reflexes , Skill Focus (Spellcraft), Spell
Foc us (Evoca tion ), Sp ell Focu s (N ecromancy),
We apon Focu s (r ay)

Skills Bluff +23, Co nce ntra tio n +27, Diplomacy +9,
Disgu ise +7 (+9 acting), Intimidate +18, Knowled ge
(arcana) +22, Knowledge (h istory) +17, Knowl ed ge
(the planes) +13, Listen +7, Spe llcra ft +2S, Sp ot +12,
Survival +2 (4 on othe r planes)

Possessions comba t gea r plus amuld ofhealth +6,
bracers 01amlt1r +8, cape 01the nlt1ntebank

Arcane Fire (Su) Venger ca n expe nd a spell to cr eat e a
bo lt of a rca ne e ne rgy and hurl it up to 600 fee t. Th e
bo lt is a ranged touch attack (+l S ranged touch)
an d ca uses Sd 6 points of damage p lus ld6 points
of dam age per lev e l of the sp ell us ed to create the
effec t. Th is a bili ty cost Venge r a 9th -leve l sp ell slot.

Arcane Rea ch (Su) Venger ca n cas t an y touch spe ll as
a ran ged tou ch spe ll (+l S ran ged tou ch) at a ta rge t
wi th 30 fee t. Thi s ab ility cos t Ven ger a Zth-l evel .
spe ll s lot.

Mastery of Elements Venger ca n alt er th e energy typ e
of an y spell that he cas ts that ca uses acid , cold,
electricity, fire, or so nic damage, choo sing a differ­
en t type of energy da mage. Thi s ability cos t Venge r
a 8th- leve l spe ll s lot.

Mastery of Shap ing Ven ger ca n a lte r a burst, cone,
cylinder, e ma na tio n, or sp read a rea of any spell he
cas ts , leaving spaces within th at th e spell does not
affect. This ability cos t Venger a 6th- leve l spe ll s lot .

Spell Power Ven ger's effective cas te r level is +1 high er
than norm al.This ability costVenger a Sth-level spell slot.
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Shadow Demon
Shad ow Dem on serves Venger as a spy, servant, and
second-in-command. Shadow Demon is infallibly loyal
toVenger out of fear but also due to tremendous admiration
oNenger's evilpower.This awe oN enger is supposedly
what caused Shadow Demon to seek him out. At first
Venger was suspicious of Shadow Demon, suspecting
that the fiend was sent to spy upon him. Since then ,
however,Venger has come to rely on Shadow Demon
and trust him implicitly.

Shad ow Demon CR 8
CE Medium outsider (chao tic, evil, extraplanar,

inco rpo rea l)
!ni t +11; Senses darkvision 60 ft.; Listen +16, Spot +16
Lan gu ages Co mmo n, Abyssal

AC 22, touch 22, flat -footed 15 (+7 Dex, +5 deflection)
Immune fire, cold, electrici ty, mind-affecting. poison,
slee p, paralysis, stunning. d isease, critical hit s, non­
lethal dam age, ability damage, energy drain, death
effects
Fort +9, Ref +16, Will +10
Weakness light powerl essness

Speed fly 40 ft. (8 squares ) (perfect)
Melee claws +17/+17 mel ee touch (ld6 vile )
Base Atk +10; Grp +17 (see flesh-ripping claws)
Atk Options darkness enhancement, Improved Crab
Special Actions Flyby Attack , pounce
Spell-Like Abili ties (CL 10th ):

l /w eek-mlgic jar (DC 20)
l /d ay-detper dlrkness, d1n111ing darkness
(see bel ow)
At will- d lTkness

Abilities Str - , Dex 24, Con 10, Int1O , Wis 17, Cha 20
SA dar kn ess enhanceme nt, flesh-ripping claws,
improved grab, pounce, rak e, spe ll-like abilities,
vile damage
SQ darkvision 60 ft., im munities, incorporeal traits,
light powerlessn ess, outsider traits
Fea ts Flyby Atta ck Creat Fortitude, Imp roved
Initia tive, Lightnin g Reflexes
Skills Bluff +18, Conce ntration +13, Hid e +30,
Int imidate +18, Knowled ge (a rca na) +13, Listen +16,
Move Silen tly +20, Spot +16

Darkn ess Enhance ment (Ex) When in total da rkn ess,
Shadow Demon gains a +4 enha ncement bonus to AC
and a +4 enha ncement bonus on att ack rolls, dam age
ro lls, saving th rows, skill checks, an d ab ility checks.
Fles h-Ripping Claws (Su) When Shadow Demon's
claws touc h flesh , they become cor po rea l and can
claw, rake, and gra pple opponen ts while ignoring
armor.Th ese attacks are made as tou ch atta cks.
Corporeal foes can only attempt to escape a grapple;
the y can 't deal damage or pin Shadow Demon in a
grapple.
Improved Grab (Ex) If Shadow Demon hit s wi th both
claw s, he can start a grapple as a free action withou t
provoking an attack of opportunity. If he win s the
grapple check, he establishes a hold and can rake .
Light Powerlessness (Ex) Within bri ght light , Shadow
Dem on tak es a -4 penalty to AC and a -4 penalty on
attack rolls, damage rolls, saving throws, skill checks,
a nd ability checks. •
Pounce (Ex) If Shadow Demon charges, he can mak e
a full atta ck, including two rak e attacks .
Rake (Ex) Attack bonus +17 melee, damage 2d6 vile.
Vile Damage (Ex) The damage from Sh ad ow Demon's
claw s and rake can only be heal ed by ma gic cas t
within th e ar ea of a consecrate or hal/ow spell.

Damning Darkness
Evoca tion [Darkness, Evil]
Level : Cleric 4, sorcerer/wizard 4
Components: V, MIDF
Casting Time: 1 standard action
Range: Touch
Target: Obj ect touched
Duration: 10 minutesllevel
Saving Throw: None
Spell Resistance: No
Ught dies, and in the darkness evil bloom;.

Thi s spe ll works like darkness (Play er'S Handbook
page 217), exce pt that those with in its area also tak e
damage. Goo d -aligne d creatures take 2d6 points of
damage per round while in th e spe ll's area, and
creatures that are neither goo d nor evil take Id 6
points of damage per round.

Damning darkness counter s or disp els any light
spell of equal or lower level.

Arcane Material Component: A dollop of pit ch with
a tin y needl e hidden insid e it. .
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