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INTRODUCTION

This 16-page adventure booklet contains several challenging
encounters that can be combined to form a short Dunceons &
Dracons® adventure intended for four 9th-level characters. The
encounters play out on the battle maps included in this product.
To run these encounters properly, you (as the Dungeon Master)
need the Player’s Handbook, Dungeon Master’s Guide, and Monster
Manual, as well as some D&D® miniatures. The Adventure
Background (see below) contains all of the information you
need to get the adventure underway. Although designed for
9th-level characters, this adventure requires only minor adjust-
ments to adapt it to lower- or higher-level play.

UsiNg THE BATTLE MAPS

terrain. Any creature that enters a square of risky terrain has
a 25% chance of taking 2d6 points of damage.

For Skirmish Play: The maps in this product are carefully
designed for fast and exciting miniatures play. You can use these
maps for any D& D Miniatures Game battles. Starting in 2006,
you will be able to use Fantastic Locations maps in sanctioned
miniatures tournaments.

Refer to page 16 for specifics on using these maps with
official D&D miniatures.

ADVENTURE
BACKGROUND

Fantastic Locations: Hellspike Prison includes four miniatures-
scale maps that provide exciting battlegrounds for RPG
encounters or miniatures skirmishes. These maps allow for
dynamic and challenging encounters, encouraging you and
your players to make important tactical decisions while combat
is underway.

For the Roleplaying Game: Fantastic Locations battle
maps don't depict your average dungeon complex. The maps
aren’t meant to represent an entire adventure, either. Instead,
the maps provide interesting locations for key scenes and
important battles. It takes a lot of effort on your part to design
a complex encounter, but here the work is done for you. The
monster tactics take advantage of the maps provided, ensuring
that the battles range over large sections of the map terrain.
Small reproductions of the maps, with the numbered loca-
tions within each site identified, are printed on the inside
covers of this booklet. For obvious reasons, your players should
not be allowed to view these small maps.

If you decide not to run the Hellspike Prison adventure, you
can freely adapt the battle maps to other encounters in your
own campaign.

Some of the labels on the battle maps are intended for the
D& D Miniatures Game only. These include areas marked “Start
Area,” “Exit," and “Victory Area.” Room tags for the RPG adven-
ture have been deliberately left off of the battle maps, although
they appear on the DM’s maps on the inside cover.

Battle map labels that apply to the roleplaying game include
the following.

Difficult Terrain: Squares marked with a light-colored triangle
are considered difficult terrain. Each square of difficult ter-
rain costs 2 squares to move into (3 squares if it's a diagonal
move).

Risky Terrain: Squares marked with a light-colored skull
are considered risky terrain. Risky terrain counts as difficult

REUSING THE MAPS

All the encounters described in this adventure booklet unfold
on the miniatures-scale battle maps included in this product.
Although the maps in each Fantastic Locations product empha-
size specific terrain elements that allow for more exciting and
compelling battles, they are quite versatile, and we encourage

When an entire village’s population goes missing, clues point
to barghest mercenaries who operate out of nearby Castle Fer-
rule, even though the structure has partially collapsed into the
earth. Player characters are called upon to get to the bottom of
what happened and prevent it from happening again.

CHOOSING AN ADVENTURE HOOK

The player characters can become involved in the missing
village’s plight in one of several ways. Choose the hook that
best suits your particular group of characters:

—A character has a friend or relative in the village. Upon
arriving there, the PCs find no evidence that person died in the
attack but discover some sign that he or she was taken, such as
alocket dropped on the raiders’ trail.

If You Choose This Hook: The adventure assumes that you use
this option, and you need to make only minor modifications
to adapt the adventure to your own campaign world.

—A leader of a nearby nation or of a group the PCs belong
to requests that they investigate. Alternatively, the PCs get in
trouble with a powerful individual or group and are forced to
seek out someone captured from the village.

—The PCs learn that an old foe was staying in the village
before it was attacked. That person might be working with the
barghests, or the PCs might need something the missing foe
possessed.

If You Choose One of These Hooks: You need to make only minor
modifications to adapt the adventure to your own campaign
world.

—The PCs stumble upon one of the dungeon areas while
involved in some unrelated adventure.

If You Choose This Hook: The PCs can visit the adventure’s four
encounter areas (Magma Keep, Hellspike Grotto, Mushroom
Cavern, and Temple of the Prismatic Flame) in any order.

you to use them more than once in a campaign. Any of the maps
could be used to represent other portions of other underground
complexes later in your campaign.

Check the Wizards of the Coast website, RPGA® adventures,
and the pages of Dungeon® Magazine for variant encounters
using the Fantastic Locations maps.



I: MAGMA KEEP

The first section of this adventure takes place in a sunken
section of Castle Ferrule called Magma Keep.

Recently, the barbed devil Kazarzikal gained control of
Castle Ferrule—in fact, the castle’s foundations weakened
and collapsed because of his machinations, killing most of the
previous occupants. Kazarzikal knows a secret about Castle
Ferrule—the structure hosts a minor planar breach that
allows direct access to the Nine Hells of Baator. The breach
is embodied in a mystical stone called the Hellspike, and the
devil craves control over it.

After causing the castle’s collapse and assuming control
of the surviving creatures, Kazarzikal began to experiment
directly with the Hellspike. In short order, the devil learned
that sacrifice was the key—the more creatures he sacrificed to
the lava around the Hellspike, the stronger the breach grew.
Whenever he sacrificed six or more creatures to the Hellspike,
he was able to open the breach wide enough to call more devil-
ish allies.

Kazarzikal has ordered his barghest minions to begin kidnap-
ping local people to fuel his use of the stone (which eventually
led to the depopulation of the nearby village). No matter how
many sacrifices he makes, though, he can never keep the breach
open for more than a few moments. The devil has recently
learned that this is caused by a flaw in the Hellspike.

Kazarzikal begins to make preparations for repairing the
flaw when the PCs become embroiled in the adventure.

JOURNEY To
CASTLE FERRULE

Once the adventurers decide to investigate the whereabouts
of the missing villagers, the first step in their journey takes
them to the site of the abandoned village.

The village was not only depopulated—it was torched.
However, few bodies are to be found. A clear trail of heavy
bootprints leads away over a ridge, mixed with the prints
of sandals, shoes, and barefoot human feet. Along the trail
are bloody shreds of cast-off garments, the shallow graves of
prisoners who died due to rough handling, and other refuse.
The signs are clear enough that no Search or Survival check is
needed to follow the trail, which leads a few short miles across
rocky highlands toward Castle Ferrule.

Read or paraphrase the following text to the players when
the PCs come upon the ruined fortress.

LAVA

Many areas of this adventure have open fissures and pits contain-
ing lava. See Lava Effects on page 304 of the Dungeon Master’s
Guide. A creature that falls into lava counts as exposed to it and
takes 2d6 points of fire damage in the first round. If it is not extri-
cated (a DC 15 Strength check, assuming the creature has some

A great smoking pit surmounts the ridge. A few half-collapsed
vetaining walls still surround it, hinting at the outlines of some
monumental structure that has vanished, swallowed into the earth.
The fumes rising from the pit ave black, and a stink of sulfur hangs
in the air. A veddish glow highlights the edges, hinting at active lava
in the pit's gullet.

Observers can see surviving structural elements of the
collapsed castle, although the central portion of the pit is
a bubbling pool of lava. A recently (if crudely) constructed
stairway descends down one side of the pit and into a worked
stone tunnel—presumably one of the sub-basements of the
absent fortress. The trail left by the barghest kidnappers leads
down the stairs to the subterranean opening.

ENCOUNTERS
IN THE MAGMA KEEP

Once the characters descend the stairs and enter the subter-
ranean tunnel, they reach the edge of the Magma Keep map.
Have the players place their miniatures in the area marked “1”
on the accompanying map.

I.PCS’ START AREA
A large cavern contains a stone structure, which looks like a small
keep. The keep is partially surrounded by a moat of lava.

Once the players place their miniatures on the battle map,
proceed with the fight against the Hellstrike barghest merce-
naries (described below).

2. HELLSTRIKE BARGHEST
MERCENARIES {EL 8)
A skilled group of barghest mercenaries have served Kazarzikal
since before the devil caused Castle Ferrule to collapse. These
barghests call themselves the Hellstrike Legion to signal the
patronage of their hellish lord.
Creatures: Four barghests from the Hellstrike Legion guard
the entrance to Magma Keep, split into two groups of two (one
group in each of the two locations labeled “2” on the map). As
soon as they become aware of intruders, the barghests shout
to alert all the other creatures within the area, then all rush to
join melee.

Barghests (4): hp 33 each; see Monster Manual page 23.
Suggested Miniature: Barghest (Harbinger 39/80).

means of pulling itself out or being pulled out), it then counts as
immersed and takes 20d6 points of fire damage per round.

Crossing a Fissure: Jumping across a lava fissure that is less
than 1 square wide requires a DC 10 Jump check (ora DC5 Jump
check with a running start). A character who fails this Jump check
must succeed on a DC 15 Reflex save or fall into the lava fissure.



Tactics: The barghests attempt to do as much damage to the
intruders as possible, with little regard for their own safety
—they've been promised a prince’s welcome in Baator if they
should perish while serving Kazarzikal, and they believe it.
Development: After just 1 round, reinforcements arrive
from area 3 (see below).

3. REINFORCEMENTS (EL 7)
Read or paraphrase the following to the players when the PCs
see this area.

This broken chamber has been partially cleaned up. It now serves
as a rough-and-veady barracks for several humanoid creatures, as
evidenced by the half-dozen cots, metal cooking implements, and
related mundane equipment.

The barghests that serve Kazarzikal spend their off hours in this
room (or in area 4, torturing the remaining living prisoners).
Creatures: Three Hellstrike Legion barghests lounge in the
chamber. They instantly respond to the sounds of conflict in
any adjoining area.

Barghests (3): hp 33 each; see Monster Manual page 23.
Suggested Miniature: Barghest (Harbinger 39/80).

Tactics: These barghests take a moment to use their spell-
like abilities before attacking. One uses mass enlarge; the next,
mass bull’s strength; and the last, invisibility sphere.
Development: Fights that take place in areas 1, 2 or 3
are loud and alert other creatures in the keep of intruders.
However, instead of sending reinforcements, the remaining
inhabitants quietly prepare ambushes.

4. CAPTIVES

The surviving, yet-to-be sacrificed villagers are kept in this
large chamber.

Rusted shackles drape the north and west walls of this open court-
yard. About half of the shackles retain prisoners, and a sorry lot they
avre—half dead from torture, heat, and thirst. The floor is covered
in blood, old and new. Implements of torture ave strewn negligently
avound the voom. All told, nearly thirty living captives languish
here, some weeping, others moaning in pain, but most staring dully
forward, all hope extinguished.

Creatures: If the PCs enter the chamber after fighting
barghests, then some of the prisoners (human commoner 1) are
alert and begin to call out for help as soon as they see anyone
who is not a barghest. Releasing them is simple enough, should
the PCs choose to do so: A large key hangs on the north wall,
just out of reach of the closest prisoner.

If the prisoners are released, they thank the PCs and leave
through the exit at area 1. However, they express concern that
other still-living captives are being kept deeper within the
complex, somewhere to the north. They know that those taken
from their number are sacrificed to some sort of relic called
the Hellspike—when enough are killed, a new devil travels
from the Nine Hells into the world to serve Kazarzikal.

Development: If the PCs managed to slip into this chamber
without alerting the barghests in areas 2 and 3, the rising
excitement of the prisoners alerts the fiends, who attack while
the PCs are dealing with the captives.

The chain devils in area 5 (see below) slowly awaken after
initial sounds of combat in areas 1-3, or with the rising sound
of prisoner excitement at the approach of the PCs. If so roused,
they launch an attack into area 4 while the PCs are distracted
by the prisoners. However, see the tactics described in area 5
for how the chain devils prefer to fight.

S. CHAIN CHRYSALISES {EL 9)
Kazarzikal has been seeding various portions of his new keep
with devils he has summoned with the Hellspike.

When the characters enter this area, read or paraphrase the
following text.

Like thick spider’s webbing, a tangle of ivon chains covers the ceiling
and the south, east, and north walls of this chamber. Hanging down
like insect chrysalises are three cocoons composed completely of iron
chains. A break in the chains on the northern wall reveals a breach into
the next chamber, but the debris of collapsed masonyy lies underfoot
within that cavity.

Creatures: The chain devils in this area lie quiescent within
their chrysalises until commanded by Kazarzikal, or until the
sound of conflict or excited prisoners rouses them (or they
are directly disturbed by PCs). Once roused, they move to
investigate—but not before one darts into area 6 and alerts
Zencelada, a chain devil of particular deadliness (see area 6
below).

Chain Devils (3): hp 52 each; see Monster Manual page 53.
Suggested Miniature: Chain Devil (Angelfire 36/60).

Tactics: The chain devils have a plan to deal with intruders—
feint with a strong attack, then fall back to their chain-wrapped
room at the first sign of a strong defense. Ideally, they retreat
through area 5, through the breach in the wall, and into area 6.
The floor of the breach counts as dense rubble (see the sidebar),
but because the breach is hung with chains, the chain devils can
move through the area without penalty.

Development: If the chain devils are successful in luring
intruders into room 5, they use their dancing chains ability to
attack intruders in area 5 or 6. Any PCs entering (or adjacent to)
area 6 must also deal with Zencelada (see below).

Treasure: A search through the cocoons finds a total of 17
fire opals, each worth 200 gp.

DENSE RUBBLE

Castle Ferrule’s fall into the cavern caused the collapse of many
walls, leaving heaps of fallen rock that count as dense rubble.
Moving into a square of dense rubble costs 2 squares of move-
ment, increases the DC of Tumble and Balance checks by 5, and
adds 2 to the DC of Move Silently checks.



6. CHAINED CHAIN DEVIL {EL 10}
Though most devils Kazarzikal brought through the Hellspike
have been predisposed to obey him, not all were keen on fol-
lowing the barbed devil’s lead. One of those was the chain devil
Zencelada. Through the combined efforts of other devils loyal
to Kazarzikal, she was magically transformed and confined to
this chamber.

When the PCs enter this area, read or paraphrase the follow-
ing text.

This chamber is draped with chains. A particularly large chain,
solidly connected to the center of the floov, appears to be the magically
animated lower body of an otherwise humanoid creatuve, completely
wrapped in chains like a shroud.

ZENCELADA CR10
Female chain devil fighter 4
LE Medium outsider (evil, extraplanar, lawful)
Init +7; Senses darkvision 60 ft.; Listen +12, Spot +12
Languages Common, Infernal

AC 22, touch 14, flat-footed 19
hp 98 (12 HD); regeneration 2; DR 5/silver or good
Immune cold

SR 18

Fort +13, Ref +12, Will +8

Speed 30 ft. (6 squares)

Melee 2 +1 chains +19 (2d4+8/19-20)
Space 5 ft.; Reach 5 ft. (10 ft. with chains)
Base Atk +12; Grp +17

Atk Options Combat Reflexes

Special Actions dancing chains, unnerving gaze (DC 17)
Combat Gear potion of cure serious wounds

Abilities Str 20, Dex 17, Con 16, Int 6, Wis 8, Cha 16

Feats Alertness, Combat Reflexes, Improved Critical
(chain), Improved Initiative, Iron Will, Lightning
Reflexes, Weapon Focus (chain), Weapon
Specialization (chain)

Skills Climb +16, Craft (blacksmithing)
+17, Escape Artist +14, Intimidate +18,
Listen +12, Spot +12, Use Rope +3
(+5 with bindings)

Possessions combat gear plus ring of
protection +1, 2 +1 chains

Dancing Chains (Su) MM 53.
Unnerving Gaze (Su) MM 54.
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Hook Stumbles over simple words when 2
speaking, enraging her all the more.

Creatures: Inanactof cruel irony, Zencelada Yz

X

the chain devil has been partially transformed
into a chain herself. She is furious at her
imprisonment and eager to attack any
creature she can reach, except for
other chain devils. Her lower body
is a thick iron chain connected to a
massive iron ring in the center of this
chamber; however, she has enough

slack to move anywhere in her room Using the Hellspike, Kazarzikal summoned chain devils

to defend his keep
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of bondage and thus can reach 15 feet into area 5, area 8, or
the hallway between areas 6 and 7.

Zencelada (Chain Devil 4th-Level Fighter): hp 98; see
above. Suggested Miniature: Chain Devil (Angelfire 36/60).

Tactics: Zencelada uses her own chain body to beat down
any creature she can reach.

Development: As described in area 5 above, the other
chain devils seek to lure intruders into either this room or a
space adjacent to it. If this occurs, they aid Zencelada, using
their dancing chains ability against foes in area 5 or 6, or
making melee attacks against creatures in the hallway or in
room 8.

7. RUINED STUuDY

This room houses remnants from the time before Kazarzikal’s
arrival and subsequent takeover of the castle.

When the characters enter this area, read or paraphrase the
following text.

This avea shows clear signs of earlier habitation. The chamber contains
a desk, bookshelves, a few overturned chairs, and several leather
satchels lying open with scattered bits of pavchment surrounding each.
A rug in the center of the floor is dappled with pale brown fungus,
and three former paintings on the wall are now only empty frames
that hang askew.

At first glance, it seems that every bit of furniture and docu-
ment in the chamber has been opened, rifled through, and
destroyed. However, a DC 20 Search check reveals a locked
drawer in the desk, which holds a small bundle of nonmagi-
cal scrolls.

Development: These scrolls describe the efforts of the
previous owner of Castle Ferrule, a man known only as the Iron
Lord, to control a relic called the Hellspike he discovered in
the subcellars of the castle. After several months of research,
the Iron Lord learned several things. First, the Hellspike's true
power could be realized (or permanently destroyed) only by
finding and returning to it a shard broken from the relic in
some ancient conflict. The shard, called the Cacofex Splinter, is
hidden away in a secret location.

The Iron Lord expanded his search for the Cacofex Splinter,
further exploring the tunnels that lead every which way from
below Castle Ferrule. Eventually, through the tunnels to the
east, he discovered a creature called Vereorax that knew the
location of the shard. The knowledge of its secret location was
contained in an item highly prized by Vereorax—the Eye of
Erramu. Supposedly the image of the location lies in the Eye
(see the magic item entry on page 12). Unfortunately, the Iron
Lord could not convince Vereorax to give up the Eye of Erramu
even briefly, such was the creature’s power.

The very last document in the drawer records the Iron Lord’s
intention to try to activate the Hellspike, despite his imperfect
control and knowledge of it without the Cacofex Splinter. He
hoped to summon a devil strong enough to overcome Vereorax,
though he knew it would be a dangerous undertaking since he
might not be able to control the creature.

No documents record the Iron Lord’s fate, but he was right—
the devil he summoned, Kazarzikal, was in no way bound to
his caller’s will. Kazarzikal slew the Iron Lord and collapsed
his castle, and now rules the remnants—himself searching
constantly for the splintered shard of the Hellspike.

8. STORAGE
This room was a convenient storage area for the castle’s previ-
ous occupants.

Several barrels and crates are stacked in the northeast corner of this
chamber. All ave coveved in a thick layer of dust.

The containers hold cloth, water, coal, oil, torches, twine, chalk,
lime, and other common items. A DC 20 Search check reveals
asecret compartment in the bottom of one barrel that contains
500 sheets of highest-grade vellum.

9. WAR STUDY

This room served as an auxiliary study for the Iron Lord when
he wasn’t conducting research on the Hellspike.

Martial banners, crossed swords, and shields beaving the device of
a devilish face ave hung around this chamber, all covered in dust. A
collapsed oak table occupies most of the floov, though the splinters of a
dozen demolished chairs ave visible around it. The southern portion
of the west wall holds a blackened, scorched scroll case stuffed with
charred vemnants of parchment.

An examination of the scroll case (Search DC 20) reveals one
parchment not completely destroyed—it is a map of what Castle
Ferrule looked like before it was collapsed.

2: MELLSPIKE
GROTTO

The devil Kazarzikal knows there is a flaw in the Hellspike,
and he knows how to repair it: Obtain the missing shard, also
known as the Cacofex Splinter. The key to finding the splinter
is guarded by a powerful creature in a nearby cavern. Ever
cautious, Kazarzikal has been focusing all his energies on
opening the Hellspike to draw through other powerful allies
(two more barbed devils) to help him safely find and obtain the
shard. Once he has it, he can permanently expand his power
base by gaining complete control of the Hellspike.

JOURNEY To THE
HELLSPIKE GROTTO

The north side of the Magma Keep map matches up with the
south side of the Hellspike Grotto map, which is the preferred
orientation for this adventure. (The east side of the Hellspike
Grotto map also matches up with the west side of the Magma
Keep map, and the two can be combined in this way for adven-
tures of your own design.)

The PCs can get to the Hellspike Grotto simply by walking
off the northern portion of the Magma Keep map.



ENCOUNTERS IN THE
HELLSPIKE GROTTO

Once the characters reach the Hellspike Grotto, have the
players place their miniatures in the area marked “10” on the
accompanying map.

10. PCS’ START AREA
Once the players place their miniatures on the battle map, read
or paraphrase the following text.

Gaping fissures flicker with lava-ved light, and clouds of black smoke
hover in the aiv, hiding the extent of the large cavern. Even above
the overlying noise of bubbling lava, cries and screams are audible
to the northwest.

Creatures: An imp (using invisibility) is on watch here.
When it spies intruders, the invisible imp screams out a
warning to alert Kazarzikal (in area 15) of the threat, as well
as the vargouilles in area 11, the Hellstrike Legion barghests
in area 12, and the erinyes in area 13. As soon as Kazarzikal
knows intruders are in the vicinity, the devil begins sacrific-
ing assembled captives to the Hellspike to draw forth other
powerful devils (he was planning to do so anyway, but the
warning accelerates his schedule). If the PCs somehow spot the
imp despite its invisibility, they might prevent this warning,
but the commotion of battle still alerts the creatures in the
surrounding areas (unless the PCs eliminate the imp without
making any noise).

Imp: hp 13; see Monster Manual page 56. Suggested Miniature:
Imp (Angelfive 43/60).

Tactics: Once it gives its warning, the imp hangs back,
watches the situation, and calls out in Infernal to keep Kazar-
zikal informed of how the PCs are doing against the devil’s
defenders. It avoids conflict and flees if necessary (only to
return invisibly 1 round later and continue with its task).

Development: After the imp’s warning (or after the charac-
ters attack the imp), other creatures respond according to the
following timeline. These creatures attack the PCs and seek
to keep them bottled up in area 10, or failing that, attempt to
keep them away from area 15.

After 1 Round: The vargouilles arrive from area 11.

After 2 Rounds: The Hellstrike Legion barghests arrive from
area 12.

After 3 Rounds: There is a sudden increase in the volume and
intensity of the screams to the northwest. This is the audible
clue that Kazarzikal has begun sacrificing captives (see area

15). The screams are in Common, along the lines of “No! Don’t

throw me in the lava!” :
After 4 Rounds: The erinyes in area 13 makes her presence

known.

II. VARGOUILLE ROOST (EL 8)
A swarm of creatures on leathery wings flap forward, shrieking with
unholy glee. The creatures have no bodies, only humanoid heads
crowned with writhing tendrils and eyes that burn with emerald
flame.

Creatures: When not roused, eight vargouilles roost in a
slight concavity of the ceiling in this area (Spot DC 19 to see
when passing directly beneath). If warned by the imp’s alarm
or the sound of conflict, or if they see the PCs passing beneath
the area of their roost, they attack.

Vargouilles (8): hp 5 each; see Monster Manual page 254.
Suggested Miniature: Vargouille (Angelfive 49/60).

Tactics: The vargouilles fly forward, hoping to paralyze the
PCs with their shriek special ability, then clamp down with
their poisoned bites to deliver awful transformative kisses.
Even if the vargouilles are unsuccessful in their attacks, their
shrieking serves as a secondary alarm system for the cavern’s
inhabitants.

12. HELLSTRIKE BARGHEST
MEKCEI\II%A%ES (EKg 7)

More Hellstrike Legionnaires are camped in this area.

This area has been partially cleaned up and now holds several cots,
camp gear, and velated mundane equipment.

Creatures: Three barghests from the Hellstrike Legion
keep a watch on area 11 and their own area. As soon as they
become aware of intruders, they shout to alert all the other
nearby creatures, then rush to join melee.

Barghests (3): hp 33 each; see Monster Manual page 23.
Suggested Miniature: Barghest (Harbinger 39/80).

Tactics: The barghests try to keep intruders away from area
15, and they are willing to give their lives in the process.

Development: If the PCs manage to find the barghests before
encountering any other creature in the Hellspike Grotto, they
give the warning instead of the imp in area 10. The timeline of
responses is otherwise the same as described above, except that
2 rounds after the barghests attack, the erinyes arrives (and of
course, the barghests are already present).

SMOICE

Squares that contain smoke block line of sight, but do not
impede movement or block line of effect. A creature in a square
filled with smoke is invisible to all nonadjacent creatures.

Likewise, a creature in a smoke-filled square can see adjacent
creatures normally, but all nonadjacent creatures are invisible
with respect to it. This means that creatures in a smoke-filled
area, even at the very edge, cannot see out of it.
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[3. HELLMAIDEN’S SUITE (EL 8)

In a major coup, Kazarzikal gained the aid of an erinyes who
agreed to pledge herself to his cause.

Beyond the veil of sulfurous smoke lies a strangely enchanting bower.
Between two mismatched masonry walls is slung a long, delicate
hammock, seemingly woven of silver light. On the northern surface
of the western wall is a large mirror, whose wooden frame is skill-
fully carved with all manner of nymphs, fairies, and other woodland
creatures. Beneath the mirvor sits a lavge ivon chest.

Creatures: An erinyes spends much of her free time napping
in the silver hammock or preening in front of the mirror, imag-
ining the day when she and her kind will reclaim their stolen
celestial heritage. The first step in her plan is Kazarzikal’s bid for
dominance in the material world by establishing a permanent
breach, which she hopes will be successful.

When she hears the alarm given by the imp, the shrieks of the
vargouilles, or the clamor of the Hellstrike Legionnaires, she
mentally prepares herself, then finally responds 4 rounds later.
If encountered prior to that time, she attacks immediately.

Erinyes: hp 85; see Monster Manual page 54. Suggested Min-
iature: Erinyes (Archfiends 33/60).

Tactics: If the erinyes observes a lone PC, she uses her
entangling rope in an attempt to grab that person and drop
him or her into a nearby lava fissure. If she responds to an alarm
from other denizens of the grotto, she moves up through the
smoke to stand just out of it. From this position, she fires her
flaming longbow at PCs for as long as possible. If targeted, she
steps back, then (using her intimate knowledge of the cavern’s
layout) moves through the smoke to another position where
she can get off a few more shots. She keeps up these guerrilla
tactics as long as she can get away with them, even continuing
to pepper PCs as they move into areas 14 and 15.

Treasure: The chest seems to hold only a selection of scandal-
ously low-cut dresses and a variety of high-heeled shoes (whose
spikes look painfully sharp). A successful Search check (DC
30) reveals a secret compartment in the bottom of the chest
that holds a silver comb with moonstones worth 500 gp and a
jeweled anklet of astonishing quality, worth 2,400 gp.

Of much greater significance isa small diary (bound in human
skin, of course) written in Infernal. It describes the erinyes’s secret
plan to liberate the Eye of Erramu from a creature called Vereorax
in a mushroom-filled cavern to the east, and from there to track
down a shard broken from the Hellspike—the Cacofex Splinter.
With it, she can either wrest control of all the summoned devils
from Kazarzikal, or send them all back to their plane of origin
by destroying the shard (which also permanently deactivates the
Hellspike). The erinyes laments that she cannot simply destroy
the Hellspike directly—she’s tried, but the stone monolith seems
immune to harm.

14. HELL PiLE (EL 8)

Read or paraphrase the following if PCs enter the area.

A molten mass of oozing flesh undulates and pulses in the center of
this avea. From within the mass, you catch glimpses of human-shaped

heads, torsos, arms, and hands before they are pulled back within.
Anguish is clearly visible on each briefly discernible face.

Creatures: Kazarzikal has obtained several lemures that he
uses in minor ways—he hasn’t posted them as guards because
he has little respect for these mindless creatures’ abilities. They
attack en masse against anything that disturbs them.

Lemures (12): hp 9 each; see Monster Manual page 57. Sug-
gested Miniature: Lemure (Giants of Legend 34/72).

Development: If Kazarzikal is attacked in area 15, he men-
tally commands the lemures here (as a free action) to provide
what aid they can.

I5. HELLSPIKE (EL IT; VARIABLE)
Read or paraphrase the following if the PCs enter the area
within 9 rounds of having alerted any creature in the grotto
of their presence.

A black stone obelisk, the Hellspike stands at the far end of a penin-
sula of rock surrounded by molten lava. The faces of devils and the
damned ave frozen in anger and fear on the surface of the stone. The
eyes and mouths of those faces glow as red as the surrounding lava,
as if the Hellspike were mevely a thin shell of rock vestraining a tide
of evil and five.

Standing directly in front of the Hellspike is a tall, humanoid-look-
ing creature covered with sharp bavbs. It is busily grabbing bound
human captives and unceremoniously dumping them, as they scream
horribly, into the burning lava.

Close observation of the Hellspike reveals that one carved face
is splintered, and a slender chunk of stone is missing.

Creatures: Kazarzikal has six human prisoners trussed
and stacked like cordwood along the western portion of the
peninsula, ready for sacrifice when all his preparations are in
place. He is ready to act quickly should he become aware of
intruders.

Kazarzikal (Barbed Devil): hp 126; see Monster Manual
page 51. Suggested Miniature: Barbed Devil (Angelfive 35/60).

Tactics: As soon as Kazarzikal knows intruders are in the
Hellspike Grotto, the devil begins to activate the Hellspike to
open a brief doorway to Baator, which requires the sacrifice of
six captives.

Three rounds after the PCs first trigger the imp’s warning
or become embroiled in combat with other creatures in the
cavern, Kazarzikal begins tossing captives into the lava one at
a time. If he is allowed to finish (6 rounds later, or a total of 9
rounds after characters first alert the inhabitants of the grotto),
see Development below.

If the PCs manage to get to this area and engage Kazarzikal
before he finishes the sacrifice, the barbed evil fights defen-
sively and keeps trying to throw in the captives even while
under attack. Each time a victim is consumed by the lava, the
Hellspike glows brighter. Only if reduced to 30 hit points or
below does the devil use greater teleport to escape.

Even if Kazarzikal retreats, he is refreshed and ready to



attack the PCs again should they return to the grotto with
the Cacofex Splinter. :

Development: If Kazarzikal finishes his sacrifice, the
Hellspike activates at the beginning of the following round
(round 10).

The Hellspike seems to suddenly vecede into a dimension behind the
air. In its place is a long, burning tunnel through which two ter-
vible barbed figuves stalk closer. Outside the portal, the devil capers
and claps its claws together, exclaiming jubilantly in Infernal: “My
brothers answer—when we find the Cacofex Splintey, our rule will
truly begin!

No force can close the portal before two additional barbed
devils arrive, at the end of the same round (round 10). In the
meantime, Kazarzikal fights defensively, or steps back and
disappears altogether.
PC Options: Try to make clear to the players that all three
barbed devils are likely a force too potent for the PCs to face
(although they might try to fight anyway). If they decide they
are not up to such a challenge and flee, Kazarzikal allows them
to leave. Now that he has a proper force to seize the Eye of Ervamu
from its current owner, he believes it is only a matter of time
before he obtains the Cacofex Splinter and opens the planar
breach permanently.
At this point, the PCs’ best bet is to find the Cacofex Splinter
before the devils get to it (which they do in one full day’s time).
If they haven’t discovered any of the clues about the location
of the shard, then they will have great difficulty overcoming
that challenge unless you give the players some assistance.

3: MUSHROOM
CAVERN

Characters seeking to permanently close the Hellspike breach
(or possibly, control it for themselves) eventually learn that
they must find the Eye of Erramu, which in turn points the way
to the location of the Cacofex Splinter. As described eatlier, the
PCs discover that a powerful being called Vereorax has the
Eye of Evramu.
Vereorax is a beholder that lairs in a large cavern filled
with its many minions and natural beds of giant mush-
rooms. Vereorax seems insane by most standards, but the
beholder is nonetheless a deadly monster. Those who
hope to deal amicably or reasonably with the owner of
the Eye are bound to be disappointed.

GIANT MUSHROOMS
The patches of giant mushrooms indicated on the
map count as light undergrowth. A square contain-
ing light undergrowth costs 2 squares of movement to enter
and provides concealment. The DCs of Move Silently and
Tumble checks increase by 2 in these squares.

Opening a portal to Hell exacts a payment in souls



JOURNEY To THE
MUSHROOM CAVERN

The Mushroom Cavern map is not contiguous with any of
the other maps—the only guidance provided to the PCs is
that Vereorax can be found somewhere to the east of Castle
Ferrule. Exiting any of the openings on either the Hellspike
Grotto or the Magma Keep map leads into a series of winding
tunnels that eventually narrow down to a single track leading
east. Traveling a few miles through various nondescript,
natural cavern tunnels eventually leads the characters to the
mushroom cavern.

ENCOUNTERS IN THE
MUSHROOM CAVERN

All the creatures that inhabit areas 1620 either serve the
beholder Vereorax or are allied with it. The beholder has
stationed its minions so as to maximize their defensive value,
as well as to provide the greatest amount of warning should
any intruder make it all the way to its lair (area 21).

Once the characters reach the mushroom cavern, have the
players place their miniatures in the area marked “16” on the
accompanying map.

16. PCS” START AREA

Giant mushrooms have successfully colonized this large, many-walled
cavern, vestricting vision in the sections wheve fungus is most densely
clumped. The mushrooms grow in a vich bed of decaying plant and
fecal matter that covers the entire floov, giving the cave a pungent,
earthy scent with a hint of ammonia.
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Unless the PCs are attempting to hide, the derro in area 17
(who routinely hide while maintaining their watch; see below)
become aware of their arrival.

Development: The derro are on the lookout for intruders.
They attack as soon as they are alerted to such an intrusion;
proceed with the next encounter.

17. DERRO SERVITORS (EL 9)

These vicious derro serve Vereorax, who lairs in area 21. They
obey the beholder out of a fear so strong that even potential
death at the hands of invaders does not deter them.
Creatures: Eight derro are spread out and hiding among
the clumps of giant mushrooms (Hide +10). As soon as combat
begins, they yell out to alert other creatures in areas 18—21.
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Derro (8): hp 16 each; see Monster Manual page 49. Each has
five poisoned crossbow bolts. Suggested Miniature: Derro (War
Drums 46/60).

Tactics: The derro spend as long as possible firing poisoned
bolts before entering melee. (Their first shots might well be
sneak attacks.) If one or more derro engage the PCs, the rest
attempt to set up flanking situations so as to take advantage of
their sneak attack ability.

Development: When the derro in this area lose half of their
total number, eight reinforcing derro arrive from area 18 (see

below). If their total numbers (including reinforcements) drop
to three or fewer, the survivors attempt to flee through area
19 or 20, whichever is closer, and then on to area 21. PCs who
pursue them are subject to attack by the creatures that lair in
those two respective areas.

18. DERRO DIGS {EL 9)
Ratty bedrolls and vusted cookware are scattered throughout this por-
tion of the cave, along with the odiferous evidence of a lair inhabited
by creatures unconcerned with cleanliness.

Creatures: This area contains derro warriors in various
states of repose: Half are drowsing, the others fully a