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Adventure	For	Levels	1-13	Available	at	your	local	game	store,	bookstores,	or	online	retailers.	Also	available	through	our	digital	partners.	Welcome	to	Baldur's	Gate,	a	city	of	ambition	and	corruption.	You’ve	just	started	your	adventuring	career,	but	already	find	yourself	embroiled	in	a	plot	that	sprawls	from	the	shadows	of	Baldur's	Gate	to	the	front
lines	of	the	planes-spanning	Blood	War!	Do	you	have	what	it	takes	to	turn	infernal	war	machines	and	nefarious	contracts	against	the	archdevil	Zariel	and	her	diabolical	hordes?	And	can	you	ever	hope	to	find	your	way	home	safely	when	pitted	against	the	infinite	evils	of	the	Nine	Hells?	This	heroic	Dungeons	&	Dragons	adventure	book	takes	players
from	levels	1	to	13	as	they	journey	through	Baldur's	Gate	and	into	Avernus,	the	first	layer	of	the	Nine	Hells.	Baldur's	Gate	is	among	the	most	iconic	locations	in	fantasy	culture.	A	mist-cloaked	metropolis	on	the	Sword	Coast,	it’s	a	place	of	history	and	a	home	to	heroes.	The	book	introduces	the	infernal	war	machines	to	fifth	edition	D&D—battle-ready
vehicles,	which	you	can	customize	as	you	blast	off	into	the	Blood	War.	Dungeon	Masters	will	entice	their	heroes	with	devils'	deals,	designed	to	lure	adventurers	with	the	ultimate	temptations	of	power	and	treasure.	Create	your	D&D	Beyond	account	today,	and	start	using	the	guided	character	builder.	For	Dungeon	Masters,	build	and	manage	your
campaigns	with	DM	tools.	All	with	official	Dungeons	&	Dragons	digital	content!	Plus,	sign	up	for	the	newsletter	in	order	to	get	the	latest	info	on	Dungeons	&	Dragons	products,	events,	and	special	offers—and	help	stay	informed!	Create	an	Account	We	use	necessary	cookies	to	allow	our	site	to	function	correctly	and	collect	anonymous	session	data.
Necessary	cookies	can	be	opted	out	through	your	browser	settings.	We	also	use	optional	cookies	to	personalize	content	and	ads,	provide	social	medial	features	and	analyze	web	traffic.	By	clicking	“OK,	I	agree,”	you	consent	to	optional	cookies.	(Learn	more	about	cookies)	B	A	L	D	U	R	'	S	G	A	T	·em	DESCENT	INTO	AVERNUS.	CREDITS	Story	Creators:
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VILLA	Vanthampur	Villa	is	a	stately	stone	edifice	with	a	detached	stable	house.	Both	buildings	have	sloped	rooftops	covered	with	red	clay	tiles.	A	12-foot-high	stone	wall	encloses	the	villa.	Lanterns	hanging	along	the	wall's	interior	are	lit	at	dusk	and	extinguished	at	dawn	to	illuminate	the	yard	and	villa	at	night.	The	wall	features	three	wooden	gates-
the	main	entrance	and	a	coach	gate	to	the	south,	and	a	postern	gate	to	the	north.	The	villa's	wooden	doors	and	lead-framed	windows	aren't	locked,	and	the	Vanthampurs	employ	guards	to	patrol	the	yard	(see	area	Vl).	The	guards	live	elsewhere	and	change	shifts	every	six	hours.	SERVANTS	The	Vanthampurs	employ	four	full-time	live-in	servants	(all
neutral	human	commoners):	•	Fendrick	Gray,	a	decrepit	seventy-year-old	butler	•	Sarvinder	Peck,	a	salty	fifty-two-year-old	groundskeeper	and	stable	master	•	Gabourey	D'Vaelan,	a	fussy	thirty-five-year-old	cook	•	Ambra	Fallwater,	a	plainspoken	nineteenyear-old	maid	Ambra	is	a	recent	hire	to	replace	the	previous	maid,	whom	Duke	Vanthampur
threw	down	the	stairs	for	breaking	a	vase.	"'	0	g	z	~	VILLA	LOCATIONS	The	following	area	descriptions	are	keyed	to	map	1.5.	VI.	YARD	Nine	lawful	evil	human	guards	patrol	the	yard	in	three	groups	of	three.	When	the	characters	first	arrive,	these	groups	are	located	at	the	points	marked	"Vl"	on	map	1.5,	and	are	circling	the	yard	counterclockwise.
The	guards	attack	anyone	who	trespasses	onto	the	estate	without	the	consent	or	prior	notification	of	Duke	Vanthampur	or	one	of	her	sons.	If	the	characters	have	Amrik	or	Mortlock	with	them,	they	can	convince	either	of	the	duke's	sons	to	talk	them	past	the	guards.	Otherwise,	the	characters	need	to	kill	the	guards	or	sneak	past	them.	The	guards	are
too	well	paid	to	accept	bribes,	and	they	have	no	respect	for	the	Flaming	Fist.	To	sneak	past	a	group	of	guards,	each	character	must	succeed	on	a	DC	13	Dexterity	(Stealth)	check.	This	check	is	made	with	advantage	at	night	or	in	fog.	V2.	STABLE	HOUSE	This	stone	building	contains	stables	for	four	draft	horses.	plus	a	fully	equipped	smithy	with	an
anvil	and	a	hearth.	Sarvinder	Peck	(see	"Servants"	above)	can	be	encountered	here,	making	and	fitting	new	shoes	for	the	horses.	Trapdoor.	A	3-foot-square	flagstone	in	the	southwest	corner	of	the	stable	doubles	as	a	hidden	trapdoor	in	the	floor.	Any	character	who	searches	the	area	finds	the	trapdoor	with	a	successful	DC	15	Wisdom	(Perception)
check.	The	stone	covers	a	brick-walled	shaft	and	a	wooden	ladder	that	descends	15	feet	to	area	V27	of	the	dungeon.	If	the	Vanthampurs	need	to	flee	the	dungeon,	they	can	use	the	trapdoor	to	reach	their	horses	quickly.	CHAPTER	I	I	A	TALE	OF	TWO	ClTlES	33	V3.	FOYER	If	the	characters	knock	on	the	front	doors,	the	butler,	Fendrick	Gray	(see
"Servants,"	page	33),	makes	his	way	here	from	area	VlO	to	greet	them.	He	ushers	them	in	if	they	are	expected,	but	turns	them	away	otherwise.	Describe	this	area	to	the	players	as	follows:	Apart	from	the	main	entrance,	this	room	has	two	exits.	A	plaster	shelf	lined	with	ornate	vases	circles	the	room	at	a	height	of	nine	feet.	Spread	across	the	flagstone
floor	is	a	ten-foot-wide,	fifteen-foot-long	rug	of	exquisite	design,	depicting	a	royal	coronation.	Two	tapestries	hanging	on	the	walls	depict	a	dragon	flying	over	a	ship	and	pilgrims	on	camels,	respectively.	Four	invisible	imps	lurk	among	the	vases	on	the	high	shelf,	one	in	each	corner.	The	imps	swoop	down	to	attack	anyone	they	perceive	as	intruders,
including	char·	acters	who	have	Mortlock	or	Amrik	as	a	prisoner.	Treasure.	The	vases,	rug,	and	tapestries	are	valuable	art	objects,	though	they	don't	go	well	together.	Each	of	the	sixteen	vases	weighs	2	pounds	and	is	worth	25	gp.	The	rug	weighs	50	pounds	and	is	worth	250	gp.	Each	of	the	two	tapestries	weighs	5	pounds	and	is	worth	75	gp.	V4.
SERVANTS'	QUARTERS	This	undecorated	room	contains	four	single	beds	and	a	dining	table	for	the	manor's	servants.	The	servants	keep	spare	uniforms	and	other	personal	belongings	in	draw·	ers	under	their	beds.	Nothing	of	value	is	kept	here.	TuURSTWELL	VANTHAMPU	R	V5.	Medium	humanoid	(human),	lawful	evil	Armor	Class	9	Hit	Points	5	(2d8
-	4)	Speed	30	ft.	STR	DEX	7	(-2)	8	(-	1)	CON	6	(-2)	INT	15	(+2)	WIS	CHA	17	(+3)	12	(+l	)	Skills	Deception	+3,	Insight	+5,	Perception	+5,	Religion	+4	Senses	passive	Perception	15	Languages	Common,	Elvish,	Infernal	Challenge	1/8	(25	XP)	Dark	Devotion.	Thurstwell	has	advantage	on	saving	throws	against	being	charmed	or	frightened.	Spe//casting.
Thurstwell	is	a	2nd-level	spellcaster.	His	spellcasting	ability	is	Wisdom	(spell	save	DC	13).	He	has	the	following	cleric	spells	prepared:	Cantrips	(at	will):	guidance,	sacred	flame	(see	"Actions"	below),	thaumaturgy	lst	level	(3	slots):	command,	detect	evil	and	good,	sanctuary	V6.	ACTIONS	PANTRY	Food	and	drink	is	stored	on	shelves	in	this	musty	room.
Sacred	Flame	(Cantrip).	Flame-like	radiance	descends	on	one	creature	Thurstwell	can	see	within	60	feet	of	him.	The	target	must	succeed	on	a	DC	13	Dexterity	saving	throw	or	take	4	(ld8)	radia	nt	damage,	gaining	no	benefit	from	cover.	CHAPTER	1	KITCHEN	Pleasant	aromas	fill	this	area	throughout	the	day	as	cook	Gabourey	D'Vaelan	(see
"Servants,"	page	33)	prepares	meals	for	the	Vanthampurs	and	their	staff.	Gabourey	doesn't	like	other	people	in	the	kitchen	while	she	works.	Pots,	pans,	and	cooking	utensils	dangle	above	three	wooden	preparation	tables	in	the	middle	of	the	room,	and	shelves	are	lined	with	bowls,	platters.	herbs,	spices,	and	dried	goods.	A	dumbwaiter	with	a	manually
operated	rope-and-pulley	system	allows	meals	to	be	delivered	to	Duke	Vanthampur's	bedroom	(area	Vl	7).	A	tiny	bell	near	the	dumbwaiter	rings	whenever	the	duke	wants	food	sent	up	to	her.	Slobberchops	the	tressym	(see	page	241	for	its	stat	block)	prowls	the	kitchen,	killing	rats	and	eating	whatever	Gabourey	drops	on	the	floor.	Slobberchops	bas	no
loyalty	to	the	Vanthampur	family,	and	detests	Thurstwell	and	his	imp	spies.	The	tressym	befriends	any	character	who	feeds	it,	following	that	character	around	the	house	and	using	its	Detect	Invisibility	trait	to	warn	of	invisible	imps	nearby.	I	A	TALE	OF	TWO	CITIES	V7.	STAIRS	DOWN	This	room	contains	a	barrel	of	fresh	water	and	a	brick·	walled
staircase	that	descends	15	feet	to	area	V20.	V8.	PARLOR	While	entertaining	visitors	in	this	room,	the	duke	likes	to	sit	in	an	austere,	high-backed	chair	facing	a	pair	of	padded	couches	and	a	coffee	table.	A	hidden	compartment	in	the	left	armrest	of	the	duke's	chair	contains	a	silvered	dagger.	A	character	who	examines	the	chair	can	locate	the	hidden
compartment	with	a	successful	DC	12	Wisdom	(Perception)	check.	Thin	drapes	cover	the	windows	to	diffuse	the	natural	light,	and	the	walls	are	lined	with	framed	paintings	of	the	duke,	her	three	dead	husbands,	her	three	sons,	and	the	family's	winged	cat,	Slobberchops.	Treasure.	A	tapestry	hanging	on	the	north	wall	depicts	burning	angels	falling	from
the	sky	into	a	pit	of	fire.	T	he	tapestry	weighs	5	pounds	and	is	worth	150	gp.	V9.	DINING	ROOM	Thalamra	Vanthampur	and	her	sons	gather	here	once	a	tenday	for	an	always-tense	family	dinner.	Read	the	following	when	the	characters	can	see	this	area:	An	iron·wrought	chandel	ier	hangs	above	a	black	oak	din·	ing	table	surrounded	by	eight	high-
backed	chairs	carved	to	look	like	devils.	A	fireplace	dominates	one	wall,	flanked	by	red-curtained	windows.	A	handsome,	glass-doored	wine	cabinet	stands	against	one	wall.	Perched	on	the	chandelier	are	three	invisible	imps	that	behave	like	the	imps	in	area	V3.	A	rope-and-pulley	mechanism	allows	the	chandelier	to	be	lowered	and	raised.	The	rope	is
tied	around	a	hook	mounted	on	the	east	wall	near	the	wine	cabinet.	Treasure.	The	cabinet	contains	a	set	of	eight	red	crystal	goblets	(25	gp	each)	and	sixteen	bottles	of	wine.	Fifteen	of	the	bottles	contain	fine	wine	(10	gp	each).	The	last	bottle	is	laced	with	midnight	tears,	a	tasteless	poison	(see	"Poisons"	in	chapter	8	of	the	Dungeon	Master's	Guide).
This	tainted	bottle	is	set	aside	for	guests	whom	the	duke	intends	to	eliminate.	VI	0.	GALLERY	Black	curtains	are	drawn	over	the	windows	to	the	south,	keeping	this	hall	dark	and	cool.	Unless	otherwise	occupied,	Fendrick	Gray,	the	venerable	butler,	paces	the	hall	with	a	lantern	while	the	maid,	Ambra	Fallwater,	dusts	(see	"Servants,"	page	33).	A
wooden	staircase	at	the	north	end	of	the	hall	climbs	15	feet	to	area	Vll.	This	gallery	contains	an	eclectic	collection	of	tapestries,	paintings,	and	alabaster	busts	on	pedestals	meant	to	impress	guests.	The	duke	bought	the	pieces	thinking	them	to	be	valuable	art	objects,	but	all	are	knockoffs	acquired	from	dubious	sources.	The	haphazardly	assembled
collection	is	a	testament	to	bad	taste.	Wax	Statue.	A	6-foot-tall	wax	statue	in	one	corner	depicts	Duke	Thalamra	Vanthampur	cradling	the	family	pet,	Slobberchops,	in	her	arms.	The	tressym	has	a	wax	rat	in	its	mouth.	Visitors	who	enter	the	gallery	from	the	foyer	(area	V3)	are	often	startled	by	the	statue	because	of	its	location	just	inside	the	door	and
its	lifelike	appearance.	VIL	UPSTAIRS	HALL	Lanterns	hang	from	the	rafters	of	this	d	rafty	hall.	The	staircase	to	the	north	descends	15	feet	to	area	VlO.	Five	lawful	evil	human	guards	stand	watch	here-	one	by	each	door.	They	attack	anyone	not	accompanied	by	a	Vanthampur	fam	ily	member.	If	they	hear	trouble	elsewhere,	the	guards	can't	be
surprised,	but	they	stay	put	unless	ordered	to	move	by	a	member	of	the	family.	Combat	here	alerts	Thurstwell	Vanthampur	in	area	V13.	V12.	BALCONY	A	crenelated	stone	battlement	encloses	this	balcony	overlooking	the	front	yard.	It's	a	15-foot	drop	from	the	balcony	to	the	ground.	Vl3.	ThURSTWELL'S	BEDROOM	Drab	curtains	cover	the	windows	of
this	plain	room,	which	contains	a	bed,	a	padlocked	iron	chest,	a	clawfooted	iron	bathtub,	and	a	fireplace.	Standing	in	the	middle	of	the	room	is	Thurstwell	Vanthampur	(see	the	accompanying	stat	block),	a	frail	and	hateful	fortytwo-year-old	man	clutching	an	infernal	puzzle	box	(see	"Treasure"	below).	If	alerted	to	intruders,	ThurstweU	has	locked	the
puzzle	box	in	the	iron	chest	and	tucked	the	key	into	his	robe	pocket.	Thurstwell	commands	several	imp	spies	who	enter	and	leave	his	room	through	the	chimney,	but	only	one	such	creature	is	present	when	the	characters	arrive.	This	imp	is	invisible,	lurks	in	the	fireplace,	and	attacks	anyone	who	threatens	Thurstwell.	Thurstwell	greets	intruders	in	the
most	uncivil	fashion-by	casting	sacred	flame	at	the	nearest	one.	On	the	same	turn,	he	casts	sanctuary	on	himself	as	a	bonus	action	and	uses	his	movement	to	cower	behind	the	bed	while	the	imp	defends	him.	If	taken	prisoner,	he	whines	about	the	failure	of	his	guards	to	protect	him	and	bides	his	time,	hoping	his	captors	get	in	over	their	heads	and
afford	him	a	chance	to	escape.	If	interrogated,	be	offers	the	following	information	in	exchange	for	his	release:	•	His	mother,	the	duke,	is	in	the	dungeon	below	the	villa	with	Thavius	Kreeg.	She	and	the	former	high	overseer	of	Elturel	are	plotting	to	seize	control	of	Baldur's	Gate.	•	He	and	his	brothers	recently	stole	the	Shield	of	the	Hidden	Lord	from	a
crypt	under	the	city.	A	powerful	devil	named	Gargauth	is	trapped	in	the	shield,	and	has	vowed	to	help	the	Vanthampurs	conquer	Baldur's	Gate	if	released.	Thavius	Kreeg	is	confident	that	he	can	devise	a	way	to	release	Gargauth	from	the	shield.	•	Thavius	arrived	in	the	city	a	few	days	ago	with	the	puzzle	box.	The	duke	insisted	that	Thavius	let	the
family	safeguard	the	item	while	he	studies	the	shield.	Treasure.	The	infernal	puzzle	box	is	a	new	magic	item	described	on	page	224.	Each	puzzle	box	is	unique	in	its	design.	This	particular	box	belongs	to	Thavius	Kreeg	and	was	entrusted	to	Duke	Vanthampur	for	safekeeping.	Curious	to	know	what's	inside	the	box,	the	duke	gave	it	to	Thurstwell-
supposedly	her	smartest	son-	to	see	if	he	could	open	it,	but	he's	had	no	luck	so	far.	Thurstwell	can	be	threatened	into	relinquishing	the	box,	or	it	can	easily	be	taken	from	him.	However,	opening	the	box	is	beyond	the	ability	of	any	of	the	characters.	Falaster	Fisk,	CHAPTER	1	I	A	TALE	OF	TWO	CITI	ES	35	This	dark	room	contains	a	bed,	a	wooden	chest
with	clawed	feet,	and	a	night	table.	The	chest	weighs	2S	pounds	and	contains	a	few	drab	garments	made	for	a	man	of	Mortlock's	size,	a	few	worthless	personal	effects,	and	a	stuffed	troll	doll	from	Mortlock's	childhood.	Thalamra	Vanthampur	carries	the	key	to	the	padlock	(see	area	V28),	which	can	be	picked	by	a	character	with	thieves'	tools	who
succeeds	on	a	DC	17	Dexterity	check.	Treasure.	The	chest	weighs	6S	pounds	and	is	trapped	(see	"Trap"	below).	It	contains	three	thin,	black-covered	ledgers	with	entries	written	in	Infernal	(records	or	Duke	Vanthampur's	legitimate	business	dealings),	a	set	of	calligrapher's	supplies	(lS	gp),	a	poisoner's	kit	(SO	gp),	a	coin	pouch	made	from	a	sheep's
bladder	(containing	22	pp,	8S	gp,	and	113	sp),	and	pipes	ofthe	sewers.	Trap.	The	chest	has	a	false	bottom	underlaid	with	metal	springs.	The	combined	weight	of	the	items	in	the	chest	holds	the	false	bottom	down,	but	if	three	or	more	items	are	removed,	the	false	bottom	rises	and	pulls	the	cork	out	of	a	thin	glass	vial	hidden	underneath	it.	The	uncorked
vial	releases	a	cloud	or	poisonous	gas	that	fills	a	10-foot-radius	sphere	centered	on	the	chest.	The	cloud	is	stationary	and	lasts	for	1	minute,	or	until	it's	dispersed	by	a	strong	wind.	Any	creature	that	starts	its	turn	in	the	cloud	must	succeed	on	a	DC	13	Constitution	saving	throw	or	take	11	(2d10)	poison	damage.	Vl5.	AMRIK'S	Vl8.	a	spy	imprisoned	in
the	dungeon	(area	V29),	can	advise	the	characters	that	taking	the	box	to	Candlekeep	is	their	best	bet	for	learning	what	it	contains	(see	page	4S).	The	box	bolds	a	copy	of	the	contract	Thavius	forged	with	Zariel	to	doom	the	city	or	Elturel.	The	padlock	on	the	chest	can	be	picked	by	a	character	with	thieves'	tools	who	succeeds	on	a	DC	lS	Dexterity
check.	The	chest	weighs	SO	pounds	and	contains	a	jumble	of	wrinkled	garments,	red	wax	candles,	quills,	blank	sheets	of	parchment,	and	jars	of	ink.	it	also	holds	an	unlocked	wooden	coffer	containing	73	gp,	120	sp,	and	a	potion	ofhealing,	as	well	as	a	black-covered	tome	titled	Apocalypto-	a	poetic	prophecy	by	an	unknown	author	envisioning	the	end	of
the	multiverse	(worth	SO	gp).	Vl4.	MORTLOCK'S	BEDROOM	BEDROOM	This	tastefully	appointed	room	contains	a	bed,	a	side	table,	a	claw-footed	iron	bathtub,	a	fireplace.	and	an	iron-banded	wooden	chest.	A	three-foot-wide,	six-foottall	mirror	is	mounted	to	the	east	wall	opposite	the	fireplace.	The	mirror's	varnished	wooden	frame	is	carved	with
images	of	rats,	ravens,	and	spiders.	Treasure.	Amrik's	chest	contains	neatly	folded	and	tailored	apparel	to	fit	a	slender	noble,	and	a	jewelry	box	carved	from	bone	(10	gp).	This	tiny	box	contains	a	gold	signet	ring	(S	gp)	bearing	the	Vanthampur	motto,	"Stone	hearts	never	bleed."	Vl6.	DUKE'S	POWDER	ROOM	This	room	contains	a	vanity	topped	with	a
framed	oval	mirror,	bottles	of	perfume,	brushes,	cosmetics,	needles,	and	spools	of	thread.	Other	furnishings	in	the	room	include	a	folding	wooden	partition	adorned	with	a	bird	or	prey	rendered	in	gold	leaf,	a	tall	black	wardrobe	filled	with	corsets	and	fine	clothes,	and	a	decorative	gold	rug	laid	out	in	front	or	three	unlocked	wooden	chests.	One	chest	is
full	of	shoes,	another	conta	ins	three	old	bridal	gowns,	and	the	third	contains	seasonal	hats.	Treasure.	The	vanity	holds	six	bottles	of	fine	perfume	(20	gp	each),	a	silver	hairbrush	inlaid	with	lapis	lazuli	(100	gp),	and	a	wooden	jewelry	box	with	electrum	filigree	(7S	gp)	holding	a	pearl	necklace	(2SO	gp),	a	platinum	cameo	shaped	like	a	winged	cat	(SO
gp),	and	two	potions	of	healing	in	thin	crystal	vials.	Vl7.	Vl9.	MASTER	BEDROOM	Duke	Vanthampur	retires	to	this	chamber	when	she	needs	to	rest	or	shake	off	a	headache.	She	also	takes	most	of	her	meals	here.	Food	is	delivered	via	a	dumbwaiter	in	the	southwest	corner	(see	area	VS	for	details),	which	has	a	cord	that	rings	a	bell	in	the	kitchen.	Other
features	of	the	room	include	a	canopied	bed	with	a	gossamer	shroud	for	keeping	insects	at	bay,	a	freestanding	wooden	privacy	screen,	a	cast-iron	bathtub	with	clawed	feet,	a	fireplace,	and	a	padlocked	iron	chest.	The	padlock	is	cast	in	the	shape	of	a	horned	devil's	scowling	visage.	CHAPTER	I	I	A	TALE	Of	TWO	OITJJ!S	DUKE'S	STUDY	An	oak	writing
desk	angled	to	face	the	middle	of	the	room	has	a	matching	chair	behind	it	and	two	black	candlesticks	atop	it.	Other	furnishings	include	three	bookcases	and	a	freestanding	suit	of	black	plate	armor	topped	with	a	bucket	helm	and	equipped	with	a	longsword	and	a	shield.	A	wrought-iron	spiral	staircase	leads	up	to	area	V19.	The	suit	of	armor	is	a	helmed
horror	that	was	fashioned	on	Avernus.	The	construct	understands	Infernal	but	can't	speak,	and	it	is	immune	to	the	following	spells:	fire	bolt,	sacred	flame,	and	shocking	grasp.	The	only	creatures	permitted	in	this	area	are	Duke	Vanthampur	and	her	sons.	If	any	other	creature	enters	the	room	unescorted,	a	fiery	orange	light	fills	the	helmed	horror's
hollow	interior	as	it	attacks.	The	helmed	horror	pursues	intruders	beyond	the	room,	returning	here	only	after	the	trespassers	leave	the	villa	or	are	hacked	to	pieces.	Bookcases.	Duke	Vanthampur	abhors	reading	but	keeps	a	modest	library	of	fin	e	literature	for	the	sake	of	appearances.	Her	study	contains	two	hundred	books.	A	character	who	spends	1
hour	sifting	through	the	collection	can	find	twenty	rare	first	editions	(2S	gp	each).	The	remaining	books	are	worth	S	gp	each	to	interested	buyers,	except	for	a	worthless	book	titled	Last	Charge	of	the	Hellriders.	A	cavity	cut	into	its	pages	holds	a	small	iron	ring	with	two	keys	hanging	from	it.	These	keys	unlock	the	cages	in	area	Vl	9.	TOWER	PEAK	lf
the	characters	climb	the	wrought-iron	spiral	staircase	from	area	V18,	describe	this	room	as	follows:	The	spiral	staircase	climbs	fifteen	feet	to	a	square	room	with	crisscrossing	rafters	ten	feet	overhead	and	a	peaked	roof	above	that.	An	empty	bookcase	dominates	the	west	wall,	and	two	filthy	padlocked	cages	stand	on	the	floor.	Each	cage	holds	a
human	prisoner	and	a	chamberpot.	1	square	=5	feet	M	11P	1.G:	U	N	DER	THC	VILLI'	The	keys	to	open	the	cages'	padlocks	can	be	found	in	area	Vl8.	A	character	with	thieves'	tools	can	also	pick	a	lock	with	a	successful	DC	15	Dexterity	check.	The	locks	can't	be	picked	from	inside	the	cages.	Perched	atop	the	cages	are	two	invisible	imps.	When	no	one
else	is	around,	the	imps	torment	the	prisoners	with	idle	threats	and	taunts,	and	the	prisoners	know	not	to	speak	or	cry	out	lest	the	imps	sting	them.	The	imps	avoid	combat	with	well-armed	intruders.	If	anyone	tries	to	free	a	prisoner,	the	invisible	imp	closest	to	that	prisoner	slips	through	the	bars	of	the	cage	and	stings	the	prisoner	to	death,	turning
visible	as	it	does	so.	On	its	next	turn,	the	imp	turns	invisible	and	takes	refuge	above	the	rafters.	Prisoners.	The	prisoner	in	the	northern	cage	is	Shaleen	Zoraz	(neutral	female	human	commoner),	a	sewer	maintenance	supervisor	who	was	backing	an	effort	to	extend	the	Lower	City's	sewer	system	into	the	underground	space	occupied	by	the	Dungeon	of
the	Dead	Three	(see	page	20).	Duke	Vantbampur	plans	to	hold	Shaleen	for	a	few	days	before	letting	her	go.	The	imps	have	so	terrorized	Shaleen	that,	if	freed,	she	intends	to	abandon	her	expansion	plans	and	never	say	an	unkind	word	about	the	Vanthampurs	for	the	rest	of	her	life.	The	prisoner	in	the	southern	cage	is	Kaejil	Orunmar	(neutral	evil	male
human	commoner),	a	tax	collector	who	has	been	giving	the	Vanthampurs	a	hard	time.	Once	Duke	Vanthampur	is	satisfied	that	no	one	important	will	miss	him,	she	plans	to	kill	Kaejil	and	feed	his	remains	to	the	rats	in	the	city	sewers.	If	freed,	Kaejil	plans	to	leave	Baldur's	Gate	and	never	return.	UNDER	THE	VILLA	As	the	minister	responsible	for	the
city's	sewer	system,	Thalamra	Vanthampur	cordoned	off	the	sewers	beneath	her	villa,	creating	a	private	dungeon	complex	where	she	could	conduct	religious	ceremonies	and	harbor	guests	who	s	hare	her	devotion	to	the	archdevil	Zariel.	DUNGEON	FEATURES	The	dungeon	is	remarkably	clean	and	kept	in	excellent	condition.	Its	common	features	are
summarized	here.	Lit	Tunnels.	Tunnels	a	re	9	feet	high	and	have	curved	ceilings.	Oil	lanterns	fitted	with	thick	panes	of	greentinted	glass	hang	at	regular	intervals	on	1-foot-long	iron	chains.	Each	lantern	sheds	dim	light	in	a	10foot	radius.	Iron	Doors.	Doors	are	made	of	riveted	iron	plates,	with	iron	handles	and	well-oiled	hinges.	Some	doors	have	locks
or	barred	windows	set	into	them,	as	noted	in	the	text.	A	character	can	use	thieves'	tools	to	pick	a	door's	lock	with	a	successful	DC	15	Dexterity	check.	or	force	open	a	locked	door	with	a	successful	DC	24	Strength	(Athletics)	check.	Surfaces	a	nd	S	ecret	Doors.	The	dungeon	has	brick	walls	and	stone-tiled	floors.	Rooms	have	10-foot-high	plaster	ceilings.
Secret	doors	blend	in	with	the	surrounding	walls,	but	a	character	with	darkvision	or	sufficient	light	can	find	a	secret	door	with	a	successful	DC	10	Wisdom	(Perception)	check.	CHAPTER	I	(	A	TALE	OF	TWO	CITIES	37	Smell	of	Incense.	Pairs	of	black-robed	human	cultists	march	through	the	corridors	with	censers,	constantly	perfuming	the	sewers	with
incense	to	counteract	what	would	otherwise	be	a	mildly	nauseating	stench.	DUNGEON	LOCATIONS	Before	the	characters	descend	into	the	dungeon,	allow	them	to	advance	to	4th	level.	The	following	area	descriptions	are	keyed	to	map	1.6	(page	37).	V20.	CELLAR	The	characters	might	enter	this	cellar	by	descending	the	stairs	from	area	V7,	or	they
might	enter	through	the	eastern	door.	Read	the	following	boxed	text	to	establish	what	they	see	from	either	direction:	Four	stone	pillars	brace	the	ten-foot-high	vaulted	ceiling	of	this	dry	cellar,	the	walls	of	which	are	lined	by	a	dozen	barrels	on	wooden	braces.	Half	the	barrels	have	brass	spigots	tapped	into	them.	The	room	also	contains	two	stacks	of
wooden	crates-	one	in	the	middle	of	the	room	and	another	by	the	south	wall.	DUKElHALAMRAVANTHAMPUR	Medium	humanoid	(human),	lawful	e11il	Armor	Class	10	Hit	Points	78	(12d8	+	24)	Speed	30	ft.	STR	17	(+3)	DEX	10	(+O)	CON	15	(+2)	INT	13	(+1)	WIS	16	(+3)	CHA	18	(+4)	Skills	Deception	+6,	Insight	+5,	Intimidation	+6,	Religion	+3
Senses	passive	Perception	13;	see	also	"Devil's	Sight"	below	Languages	Common,	Infernal	Challenge	4	(1,100	XP)	Dark	Devotion.	Thalamra	has	advantage	on	saving	throws	against	being	charmed	or	frightened.	Devil's	Sight.	Thalamra	can	see	normally	in	darkness,	both	magical	and	nonmagical,	out	to	a	distance	of120	feet.	A	CT	IO	N	S	Multiattack.
Thalamra	uses	eldritch	blast	twice	or	makes	two	unarmed	strikes.	Eldritch	Blast	(Cantrip).	Ranged	Spell	Attack:	+6	to	hit,	range	120	ft.,	one	creature.	Hit:	9	(ldlO	+	4)	force	damage.	Unarmed	Strike.	Melee	Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	target.	Hit:	4	bludgeoning	damage.	REACT	ION	S	Hellish	Rebuke	(1st-Level	Spell;	2/Day).	When
Thalamra	is	damaged	by	a	creature	within	60	feet	of	her	that	she	can	see,	the	creature	that	damaged	her	is	engulfed	in	hellish	flames	and	must	make	a	DC	14	Dexterity	saving	throw,	taking	16	(3d10)	fire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	suc·	cessful	one.	CHAPTER	I	'\..	__,	I	A	TALE	Of'	TWO	ClTIES	The	topmost	crate	in	the	middle
of	the	room	contains	three	spined	devils	that	spy	on	this	area	through	knotholes	in	the	crate's	sides.	These	devils	burst	forth	and	attack	intruders	on	sight.	The	other	crates	in	the	middle	of	the	cellar	contain	dried	meat,	loaves	of	bread.	wheels	of	cheese,	and	other	assorted	foodstuffs-enough	to	sustain	the	Vanthampurs	and	the	cultists	in	the	dungeon
for	a	month.	The	crates	by	the	south	wall	contain	candles,	oil	fiasks,	incense,	and	rat	traps.	Six	of	the	barrels	contain	drinking	water,	and	six	contain	ale.	V21.	WINE	CELLAR	More	than	two	hundred	corked	bottles	of	wine	are	displayed	in	seven-foot-tall	wooden	racks	that	span	the	west	and	south	walls.	Empty	wooden	crates	are	stacked	in	the	middle
of	the	room.	Treasure.	Seventeen	of	the	bottles	contain	fine	wine	(10	gp	per	bottle).	The	remaining	wines	on	display	are	common	vintages	(1	sp	per	bottle).	V22.	SEWER	TuNNELS	The	dungeon's	denizens	make	frequent	use	of	these	lit	tunnels.	The	thick	smell	of	incense	hangs	in	the	air	(see	"Dungeon	Features"	above).	Smooth	stone	trenches	cut	into
the	floors	channel	water	and	waste	toward	area	V30.	These	trenches	are	4	feet	wide	and	3	feet	deep,	with	arching	stone	bridges	spanning	them	at	irregular	intervals.	The	ledge	on	either	side	of	a	trench	is	3	feet	wide.	WanderinA	Monsters.	Ordinary	rats	occasionally	enter	the	dungeon	through	the	open	pipes	in	the	walls.	The	cultists	lay	traps	to	catch
and	kill	these	rats	while	they	perfume	the	dungeon	with	incense.	As	the	characters	make	their	way	through	the	tunnels,	they	might	encounter	these	cultists.	A	typical	encounter	consists	of	two	lawful	evil	human	cultists	dressed	in	black	robes,	each	carrying	a	censer	and	wearing	a	thin,	golden	mask	shaped	like	a	devil's	face	(and	worth	25	gp	to	an
interested	buyer).	The	censers	contain	burning	incense.	A	devil	mask	covers	its	wearer's	whole	face	except	for	the	eyes,	nostrils,	and	mouth.	No	two	masks	look	exactly	alike.	If	this	encounter	occurs	in	a	tunnel	that	has	a	sewer	trench	running	down	the	middle	of	it,	the	two	cultists	are	walking	on	opposite	sides	of	the	trench,	moving	in	the	same
direction	while	swinging	their	censers	gently.	You	can	make	the	encounter	harder	by	replacing	the	cultists	with	cuJt	fanatics,	or	adding	one	or	more	invisible	imps	as	escorts.	If	any	wandering	cultists	are	defeated,	reduce	the	number	of	cultists	encountered	in	area	V33	accordingly.	If	the	characters	make	no	effort	to	hide	the	bodies	of	the	cultists	they
defeat,	someone	stumbles	upon	them	eventually	and	warns	the	barbed	devil	in	area	V26.	Assuming	it	hasn't	been	defeated	already,	the	devil	scours	the	dungeon	for	trespassers	once	notified	of	their	presence.	V23.	COLD	STORAGE	The	Vanthampurs	store	animal	carcasses	and	other	fresh	meat	in	this	room.	Hanging	in	the	middle	of	the	room	from	the
IO-foot-high	ceiling	are	six	3-foot-long	chains,	each	ending	in	a	hook.	Flayed	boar	carcasses	hang	from	four	of	the	hooks,	while	the	remaining	two	hooks	are	bare.	V24.	DINING	ROOM	The	cultists	dine	here,	though	none	are	present	when	the	characters	first	arrive.	Two	wooden	trestle	tables	with	benches	stand	in	the	middle	of	the	room,	which	is
brightly	lit	by	six	tall	wrought-iron	candlesticks	spaced	along	the	walls.	Each	candlestick	stands	six	feet	high	and	has	nine	lit	candles	at	the	top	of	it.	V25	.	KITCHEN	The	cultists	prepare	their	meals	here,	though	no	cultists	are	present	when	the	characters	first	arrive.	The	kitchen	is	uncomfortably	warm	and	contains	a	pair	of	brightly	burning	cast-iron
stoves	with	piles	of	wood	next	to	them.	Other	furnishings	include	a	wooden	trestle	table	where	food	is	prepared,	as	well	as	shelves	lined	with	plates,	mugs,	pots,	utensils,	and	jars	of	ingredients	and	spices.	V26.	TEMPLE	OF	ZARIEL	The	iron	double	door	leading	to	this	room	has	Infernal	runes	carved	into	its	arched	door	frame.	A	character	who
understands	Infernal	can	translate	these	runes	as	follows:	"That	which	falls	can	rise	again."	A	character	who	listens	at	the	double	door	or	one	of	the	secret	doors	leading	to	this	room	hears	a	half	dozen	humanoid	voices	chanting	in	Infernal.	Characters	who	DISGUISED	CHARACTERS	Characters	can	disguise	themselves	using	masks	and	robes	taken
from	defeated	cultists.	While	disguised	in	this	fashion,	characters	have	adva	ntage	on	Charisma	(Decep·	tion)	checks	made	to	fool	devils	and	cult	members	in	the	dungeon	under	Vanthampur	Villa.	listen	to	the	chants	and	understand	that	language	can	discern	praise	heaped	upon	the	archdevil	Zariel	for	her	tireless	effort	to	win	the	Blood	War.	When
the	characters	enter	the	room,	set	the	scene	by	reading	aloud	the	following	boxed	text:	Two	rows	of	tall	wrought·iron	candlesticks	light	this	vaulted	chamber,	each	one	bearing	nine	flickering	can·	dies.	A	seven-foot·	tall	statue	of	an	angel	with	white	glowing	eyes	and	a	longsword	stands	atop	a	dais	to	the	south.	A	six-foot-tall	fiend	bristling	with	spines
stands	west	of	the	statue,	glaring	at	four	black-robed	cultists	who	kneel	and	chant	in	the	middle	of	the	room,	their	faces	hidden	behind	golden	devil	masks.	Nine	tapestries	depicting	the	layers	of	the	Nine	Hells	adorn	the	walls.	The	spined	fiend	is	a	barbed	devil	named	Odious.	Sent	by	Zariel	to	serve	Duke	Vanthampur,	the	devil	answers	only	to	those
two.	The	chanting	figures	are	four	lawful	evil	human	cultists	wearing	black	robes	and	golden	devil	masks	similar	to	those	worn	by	the	cultists	in	area	V22.	The	devil	and	the	cultists	attack	intruders	on	sight,	but	can	be	duped	by	characters	wearing	disguises	(see	the	"Disguised	Characters"	sidebar).	Statue.	The	statue	represents	Zariel	in	her	angelic
form.	It's	a	Large	object	with	AC	17,	33	hit	points,	and	immunity	to	fire,	poison,	and	psychic	damage.	Toppling	the	statue	with	a	successful	DC	20	Strength	(Athletics)	check	causes	it	to	shatter	on	the	floor.	Treasure.	The	statue's	head	and	neck	are	hollow.	Lodged	in	this	cavity	is	a	+l	mace	that	can	be	removed	only	if	the	statue	is	destroyed.	The	head
of	the	mace	sheds	bright	light	in	a	5-foot-radius	and	di.m	light	for	an	additional	5	feet.	The	wielder	of	the	mace	can	extinguish	or	ignite	its	light	as	an	action.	(This	light	is	what	causes	the	statue's	eyes	to	glow.)	V27.	ESCAPE	T'uNNEL	Hidden	behind	a	secret	door,	this	tunnel	has	a	wooden	ladder	at	its	north	end.	The	ladder	climbs	a	15-foot-high	shaft
to	a	trapdoor	that	opens	into	area	V2.	V28.	SECRET	SHRINE	This	room	is	hidden	behind	secret	doors	(see	"Dungeon	Features,"	page	37).	The	scraping	noise	either	door	makes	when	opened	is	loud	enough	to	alert	the	room's	occupant.	Read	the	following	when	the	characters	enter:	This	room	is	lit	by	a	pair	of	tall	wrought-iron	candlesticks	in	the
northeast	and	southeast	corners.	Nine	candles	burn	atop	each	one,	casting	flickering	light	across	a	clawfooted	altar	carved	from	a	single	block	of	obsidian,	and	which	has	a	small	angel-shaped	Aame	erupting	from	its	top.	A	gray·haired	woman	kneels	before	the	altar.	Duke	Thalamra	Vanthampur	(see	the	accompanying	stat	block)	kneels	before	the
altar.	She	wears	fine	CHAPTER	I	J	A	TALE	OF	TWO	CITIES	39	clothing	fit	for	a	noble	of	her	stature	and	carries	no	weapons.	However,	she	possesses	magical	powers	bestowed	upon	her	by	Zariel,	her	infernal	patron.	Any	intrusion	is	greeted	with	hostility,	and	the	duke	is	not	squeamish	about	smashing	foes	with	her	bare	bands	if	she	finds	herself	in
melee.	Don't	forget	her	Hellish	Rebuke	reaction,	which	she	can	use	twice	per	day	(but	only	once	before	her	next	turn).	If	she	is	reduced	to	fewer	than	half	her	hit	points,	Thalamra	tries	to	escape	through	the	nearest	secret	door	that	isn't	blocked.	She	either	moves	to	area	V36	or	attempts	to	Hee	via	area	V27.	Proud	to	a	fault,	she	would	rather	die	than
surrender	or	be	taken	prisoner-	and	she	happily	watches	any	of	her	sons	die	before	consenting	to	ransom	demands.	When	death	finally	takes	her,	Thalamra's	dying	words	to	her	killers	are,	"See	you	in	hell."	Thalamra	keeps	two	keys	in	a	pocket	of	her	dress.	One	key	unlocks	the	chest	in	her	bedroom	(area	V17);	the	other	key	unlocks	the	door	to	the
vault	(area	V36).	Obsidian	Altar.	The	black	altar	weighs	800	pounds	and	has	tiny	Infernal	runes	carved	in	a	ring	around	the	nine-inch-tall,	angel-shaped	flame	erupting	from	its	top.	This	Harne	bears	only	a	vague	resemblance	to	Zariel.	Defacing	any	of	the	altar's	runes	extinguishes	the	flame	and	causes	the	altar	to	crack	in	two.	V29.	PRISON	Read	the
following	boxed	text	when	the	characters	open	the	door	to	this	room:	A	broad-shouldered	figure	with	purple	skin	and	a	beard	of	writhing	snakelike	tentacles	stands	in	the	middle	of	a	room	lined	by	iron	doors,	tightening	its	grip	on	a	glaive	as	it	glares	at	you	through	the	darkness.	Each	door	is	set	with	a	small	barred	window,	and	a	ring	of	keys	hangs
from	the	creature's	belt.	The	prison	guard	is	a	bearded	devil	named	Thoss,	which	attacks	anyone	it	perceives	as	an	intruder	or	a	threat.	Characters	disguised	as	cultists	can	try	to	dupe	Thoss	into	allowing	them	to	interrogate	or	release	prisoners	(see	the	"Disguised	Characters"	sidebar	on	page	39).	The	keys	dangling	from	the	devil's	belt	unlock	the
cell	doors.	Two	of	the	cells	(your	choice)	contain	prisoners.	The	other	four	cells	are	empty,	though	captured	characters	might	end	up	here	(see	the	"Imprisoned	Characters"	sidebar).	If	you	need	to	introduce	a	new	party	member	to	replace	one	who	died,	that	character	can	begin	the	adventure	locked	in	one	of	the	empty	cells.	Falaster	Fisk.	The	first
prisoner	is	a	short,	lean,	erudite	male	human	in	his	fifties	named	Falaster	Fisk.	Originally	from	Calimshan,	Falaster	is	a	neutral	spy	with	no	weapons.	He	speaks	Common	and	Infernal,	wears	an	ankle-length	caftan,	and	has	dark	hair.	His	neatly	trimmed	goatee	beard	is	dyed	crimson.	Fa	laster	works	for	Sylvira	Savikas,	a	tiefling	expert	on	the	Nine
Hells	currently	based	in	Candlekeep.	When	Thavius	Kreeg	arrived	in	Baldur's	Gate	a	few	days	4-0	CHAPTER	I	I	A	TALF	OF	TWO	CITIES	ago,	it	didn't	take	Falaster	long	to	hear	rumors	that	the	Vanthampurs	were	sheltering	him.	Falaster	tried	to	find	out	why	and	was	caught.	He	can	provide	his	rescuers	with	the	following	useful	information:	•	"Sylvira
Savikas	is	a	sage	who	operates	out	of	Candlekeep.	A	good	friend	of	mine!	She's	been	monitoring	devil	activity	in	Baldur's	Gate	and	Elturel	for	months."	•	"Sylvira	is	convinced	that	Thavius	Kreeg	struck	a	bargain	with	an	archdevil,	and	that	a	copy	of	the	contract	he	signed	is	hidden	inside	a	magic	puzzle	box.	She	asked	me	to	help	her	obtain	proof	of
Kreeg's	crimes."	•	"Sylvira	is	no	friend	ofThavius	Kreeg's.	She	thinks	she	can	open	his	puzzle	box,	and	is	willing	to	pay	for	it-	in	gold	or	magic	items.''	If	released,	Falaster	helps	the	characters	as	best	he	can	while	staying	out	of	harm's	way.	Expecting	that	he	might	be	caught,	he	obtained	and	memorized	a	floor	plan	of	the	dungeon	under	Vanthampur
Villa.	He	can	thus	lead	his	rescuers	to	secret	rooms	(areas	V28	and	V34)	and	the	Vanthampurs'	vault	(area	V36).	Satiir	Thione-Hhune.	The	second	prisoner	is	a	fit,	aristocratic	human	woman	in	her	seventies	named	Lady	Satiir	Thione-Hhune.	Born	into	the	rich	and	politically	powerful	Hhune	patriar	fam	ily,	Satiir	is	a	neutral	evil	noble	with	no	weapons
or	armor	(AC	11).	She	was	kidnapped	by	the	Vanthampurs	to	be	used	as	leverage	in	the	event	that	the	Hhunes	find	out	who	stole	the	Shield	of	the	Hidden	Lord	from	their	family's	crypt.	Unknown	to	the	Vanthampurs,	Satiir	is	a	member	of	a	secret	evil	order	whose	members	call	themselves	the	Knights	of	the	Shield,	and	who	are	the	self-appointed
guardians	of	the	Shield	of	the	Hidden	Lord.	Sailir	doesn't	speak	of	the	shield.	Instead,	she	tells	her	rescuers	that	the	Vanthampurs	were	planning	to	use	her	to	keep	the	Hhunes	from	opposing	Duke	Vanthampur's	bid	to	become	the	new	grand	duke.	If	Satiir	is	allowed	to	escape,	she	informs	her	family	and	associates	that	the	Vanthampurs	stole	the
shield,	destroying	Duke	Vanthampur's	political	future	in	Baldur·s	Gate.	The	characters	might	encounter	more	of	Satiir's	friends	on	the	way	to	Candlekeep	(see	"Knights	of	the	Shield,"	page	44).	V30.	BARRIER	OF	IRON	BARS	This	sewer	tunnel	slopes	down	gradually	toward	the	south,	channeling	water	and	sewage	into	the	city's	sewer	system.	The
tunnel	is	blocked	by	a	10-foot-square	barrier	composed	of	vertical	iron	bars	with	6-inch	gaps	between	them-	enough	room	for	a	rat	to	saunter	through,	but	too	narrow	for	normal-sized	characters	to	squeeze	through.	The	bars	are	embedded	deep	into	the	stone	of	the	floor	and	ceiling.	IMPRISONED	CHARACTERS	If	the	characters	are	defeated	in
Vanthampur	Villa	or	the	dungeon	below,	you	can	have	the	bad	guys	stabilize	dying	party	members,	strip	them	of	their	gear	(which	is	stored	in	area	V28),	and	lock	them	in	the	prison	(area	V29).	This	alternative	to	a	"total	party	kill"	scenario	affords	Duke	Thalamra	Vanthampur	and	her	cultists	the	opportunity	to	interrogate	the	characters	and	find	out
what	they	know.	It	also	sets	up	the	possibility	of	a	prison	break.	A	character	can	bend	the	bars	with	a	successful	DC	25	Strength	(Athletics)	check,	creating	a	gap	wide	enough	for	a	Medium	or	smaller	humanoid	to	squeeze	through.	V31.	VESTRY	Four	wooden	wardrobes	stand	against	the	walls	in	this	area.	The	cultists	store	their	robes	and	masks	in
these	wardrobes	before	leaving	the	dungeon	and	returning	to	the	city	above.	The	wardrobes	along	the	west	wall	stand	empty.	Characters	who	search	the	wardrobe	on	the	south	wall	find	four	sets	of	black	robes	and	four	gold	devil	masks,	as	worn	by	the	cultists	encountered	elsewhere	in	the	dungeon.	V35	.	ThAVIUS	KREEG'S	QUARTERS	Describe	this
room	to	the	players	as	follows:	Wrought-iron	candlesticks	topped	with	flickering	candles	light	this	room,	which	is	heated	by	a	cast-iron	stove	with	clawed	feet.	Across	from	the	crackling	stove	is	a	modest	desk	with	a	matching	chair.	Other	furnishings	include	a	small	table	and	chair	for	dining,	a	bed,	an	iron	chest	resting	at	the	foot	of	the	bed,	and	two
tapestries:	one	showing	spirits	rising	as	lemure	devils	from	the	River	Styx,	and	another	depicting	a	dead	man	dangling	like	a	marionette	from	hooked	chains.	V32	.	CONNECTING	TuNNEL	The	dim	light	from	two	of	the	cultists'	green-glass	lanterns	doesn't	reach	the	ends	of	this	corridor,	creating	pools	of	darkness	there.	Two	lawful	evil	human	cult
fanatics	guard	the	tunnel,	one	at	each	end.	Characters	with	darkvision	or	their	own	light	sources	spot	the	fanatics.	Otherwise,	the	fanatics	surprise	the	characters.	Each	fanatic	wears	a	black	robe	and	a	thin	gold	devil	mask	similar	to	those	worn	by	cultists	in	other	areas.	Sounds	of	combat	here	alert	the	cultists	in	area	V33,	who	arm	themselves	but
stay	where	they	are.	V33.	CULTISTS'	QUARTERS	This	room	is	lit	by	two	tall	wrought-iron	candlesticks	each	topped	with	nine	flickering	candles.	Around	the	room's	perimeter	are	ten	wooden	bunk	beds,	next	to	which	are	unlocked	footlockers	containing	ordinary	clothes	belonging	to	the	cultists.	Ten	cultists	gather	here,	minus	any	cultists	defeated	in
area	V22.	These	cult	members	are	lawful	evil	humans	wearing	black	robes	and	thin	gold	devil	masks.	Some	have	dozed	off,	while	others	are	sitting	on	their	beds,	sharing	rumors	regarding	Thavius	Kreeg's	hand	in	the	fa	ll	ofElturel	and	Duke	Vanthampur's	plans	for	Baldur's	Gate.	These	cultists	show	intruders	no	quarter.	Sounds	of	combat	here	alert
the	cult	fanatics	in	area	V32,	who	investigate	immediately.	V34.	RITUAL	CHAMBER	This	room	is	hidden	behind	secret	doors	(see	"Dungeon	Features,"	page	37),	and	its	features	are	as	follows:	This	ten-foot-high	vaulted	chamber	has	a	plaster	ceiling	painted	with	images	of	terrifying	winged	devils	looking	down	on	a	symbol	embedded	in	the	room's
floor:	a	circular	disk	of	black	stone	inscribed	with	a	nine-pointed	gold	star.	Four	wrought-iron	candlesticks	bristling	with	unlit,	half-me	lted	red	candles	surround	the	circle.	The	cultists	use	this	chamber	to	perform	diabolical	rituals	that	duplicate	the	effect	of	a	divination	spell,	except	that	the	spell's	contact	is	a	devil	that	manifests	as	a	pillar	of	smoke
above	the	symbol	on	the	floor.	The	images	on	the	ceiling	are	pit	fiends,	recognizable	by	any	character	who	succeeds	on	a	DC	15	Intelligence	(Religion)	check.	Treasure.	Thavius	keeps	a	holy	symbol	of	Torm	(a	silver	pendant	shaped	like	a	right-handed	gauntlet	on	the	end	of	a	silver	chain)	in	the	chest.	The	holy	symbol	is	worth	25	gp.	The	chest	contains
nothing	else.	V36.	VANTHAMPUR	VAULT	The	door	to	this	room	is	locked	(see	"Dungeon	Features,"	page	37),	and	Duke	Vanthampur	has	the	only	key.	The	door	can	be	unlocked	from	the	inside	without	the	key.	When	the	characters	open	the	door	to	the	vault,	read	or	paraphrase	the	following	boxed	text	to	set	the	scene:	This	room	contains	four	wooden
tables	with	two	small	wooden	coffers	atop	each	one.	Hanging	on	the	wall	opposite	the	door	is	a	beautiful	golden	shield.	Standing	in	front	of	the	shield	is	an	old	man	in	plain	garments,	carrying	a	lit	candlestick.	As	he	turns	to	face	the	door,	you	see	that	his	shadow	on	the	far	wall	doesn't	match	his	fo	rm,	but	appea	rs	to	be	the	shadow	of	a	pudgy,	horned
fiend	with	small	wings.	The	man	is	Thavius	Kreeg	(see	his	stat	block	on	page	42),	the	former	high	overseer	of	Eltu	rel.	Formerly	a	priest	of	Torm	(god	of	courage	and	self-sacrifice),	he	lost	his	spellcasting	ability	when	he	abandoned	his	faith	and	now	only	pretends	to	worship	that	deity.	The	shield	hanging	on	the	wall	behind	him	is	the	Shield	of	the
Hidden	Lord,	which	is	depicted	and	described	in	append	ix	C.	Thavius	has	been	speaking	to	Gargauth,	the	fiend	imprisoned	in	the	shield,	and	has	concluded	that	the	shield	is	responsible	for	much	of	the	rampant	avarice	and	malice	in	Baldur's	Gate.	Given	time,	Thavius	thinks	he	can	use	the	shield	to	drag	Baldur's	Gate	down	into	Avernus.	Thavius
craves	power	and	the	appreciation	of	his	hellish	masters.	However,	he	abhors	violence	and	avoids	combat	whenever	possible.	He	sheds	crocodile	tears	for	Elturel,	claiming	that	he	was	visiting	a	parish	a	few	miles	outside	the	city	when	it	disappeared,	and	expressing	horror	in	response	to	the	city's	fall.	Neither	story	holds	up	under	scrutiny.	Thavius
also	lies	about	his	relationship	with	Duke	Vanthampur.	He	claims	the	duke's	guards	captured	him	shortly	after	his	arrival	in	Baidu	r's	Gate,	and	that	the	CHAPTER	l	I	A	TALE	OF	TWO	CITIES	41	duke	needs	his	help	to	ascertain	the	magical	properties	of	the	celestial	shield,	which	her	family	"acquired"	from	a	crypt	under	the	city.	Despite	being	a
practiced	liar,	Thavius	has	no	lie	to	explain	his	diabolical	shadow.	If	she's	with	the	party,	Reya	Mantlemorn	is	awestruck	in	the	presence	of	the	high	overseer,	and	won't	allow	the	characters	to	harm	Thavius	as	long	as	she	believes	he's	innocent	of	wrongdoing.	His	altered	shadow	is	not	damning	enough	evidence.	Convincing	Reya	that	Thavius	is
corrupt	can	be	accomplished	by	forcing	a	confession	out	of	him	with	a	successful	DC	15	Charisma	(Intimidation)	check,	or	by	proving	that	he	has	Jost	his	spellcasting	abilities.	If	the	characters	kill	Thavius,	they	can	encounter	him	again	in	chapter	3,	after	his	soul	is	turned	into	a	devil.	Shield	ofthe	Hidden	Lord.	The	devil	Gargauth	is	bound	into	the
Shield	of	the	Hidden	Lord	and	wants	to	escape	from	it.	The	fi	end	believes	it	can	break	out	once	the	shield	is	taken	to	the	Nine	Hells-	and	it	needs	the	characters'	help	to	get	there.	Gargauth	senses	the	presence	of	the	characters	when	they	enter	the	room	and	telepathically	contacts	one	of	them	at	random.	Referring	to	itself	as	the	Hidden	Lord,	the
devil	claims	to	be	a	celestial	being	and	vows	to	help	the	characters	rescue	Elturel,	provided	they	take	the	shield	with	them	into	the	Nine	Hells.	The	Hidden	Lord	also	warns	that	a	secret	society	is	after	the	shield,	and	that	it's	only	a	matter	of	time	before	its	evil	members	find	it.	Gargauth	claims	that	this	secret	society	doesn't	want	the	shield's	powers	to
be	used	for	good,	which	is	the	truth.	Duke	Vanthampur	and	Thavius	Kreeg	have	promised	to	help	Gargauth	break	out	of	the	shield,	provided	the	fiend	spreads	corruption	throughout	the	city	by	uniting	the	patriars	behind	the	duke-and,	by	extension,	behind	the	archdevil	Zariel.	Only	then	can	Baldur's	Gate	suffer	the	same	fate	as	Elturel.	However,
Gargauth	is	happy	to	take	advantage	of	a	more	expedient	means	of	returning	to	the	Nine	Hells	if	the	characters	offer	it	one.	The	Hidden	Lord	has	no	loyalty	to	anyone	but	itself.	TuAVIUS	KREEG	Medium	humanoid	(human)	,	lawful	evil	Armor	Class	10	Hit	Points	40	(9d8)	Speed	30	ft.	STR	12	(+l)	DEX	10	(+O)	CON	11	(+O)	INT	15	(+2)	WIS	18	(+4)
CHA	16	(+3)	Shadow	ofGuilt.	Thavius's	shadow	is	that	of	a	pudgy,	horned	devil	with	small	wings.	A	CTIO	NS	Mace.	Melee	Weapon	Attack:	+3	to	hit,	reach	5	ft.,	one	target.	Hit:	4	(ld6	+	1)	bludgeoning	damage.	CHAPTER	l	FINAL	ENCOUNTERS	IN	BALDUR'S	GATE	If	the	characters	fail	to	locate	Thavius	Kreeg's	infernal	puzzle	box	(see	area	V13)	or
the	Shield	of	the	Hidden	Lord	(see	area	V36),	an	NPC	such	as	Reya	Mantlemorn	or	Falaster	Fisk	recommends	a	more	thorough	search	of	the	Vanthampur	estate.	As	a	Hellrider,	Reya	might	be	able	to	sense	the	presence	of	the	celestial	s	hield	and	urge	the	characters	to	retrieve	it,	lest	it	fall	into	evil	hands.	Similarly,	Falaster	loathes	to	leave	the	puzzle
box	behind	for	someone	else	to	snatch	up.	If	S	lobberchops	the	tressym	(see	area	VS)	is	with	the	party,	it	can	lead	characters	to	the	puzzle	box.	Captured	villains	can	also	lead	characters	to	the	puzzle	box	or	the	shield,	as	needed.	Once	these	items	are	found,	Falaster	strongly	urges	the	characters	to	deliver	them	to	Sylvira	Savikas	at	Candlekeep.	lf
invited	to	join	the	characters	on	their	journey	co	Candlekeep,	Reya	and	Falaster	readily	accept.	Falaster	has	a	modest	dwelling	in	Little	CaUmshan,	a	walled	neighborhood	in	the	Outer	City,	and	suggests	making	a	brief	stop	there	so	he	can	equip	himself	with	weapons	before	continuing	the	journey	to	Candlekeep.	R	EPORTI	NG	TO	CAPTAIN	ZOD	GE
Skills	Deception	+S,	Medicine	+6,	Persuasion	+S,	Religion	+4	Senses	passive	Perception	14	Languages	Abyssal,	Common,	Infernal	Challenge	1/2	(100	XP)	42	Treasure.	The	eight	coffers	are	unlocked	and	contain	money	belonging	to	the	Vanthampur	family,	as	well	as	treasure	stolen	from	Tiamat's	hoard	on	Avernus.	Duke	Vanthampur	plans	to	use	this
combined	treasure	to	bribe	the	city's	patriars	and	government	officials	into	supporting	her	bid	to	become	the	new	grand	duke.	Coffer	1	contains	30	electrum	ingots	(10	gp	each)	belonging	to	the	Vanthampur	family.	Coffers	2,	3,	and	4	each	contain	100	gp	belonging	to	the	Vanthampur	family.	Coffer	5	contains	two	pieces	of	a	broken	ceremonial	dagger
stolen	from	Tiamat's	hoard:	a	curved	ivory	blade	bearing	Dracooic	runes	that	spell	out	"Fang,"	along	with	a	bone	hilt	wrapped	in	leather	strips	and	studded	with	gemstones.	A	mending	cantrip	can	make	the	nonmagical	dagger	whole	again,	restoring	its	value	(250	gp).	Coffers	6	and	7	each	contain	100	pp	belonging	to	the	Vanthampur	family.	Coffer	8
contains	twenty	azurite	gemstones	(10	gp	each)	stolen	from	Tiamat's	hoard.	I	A	TALE	OF	TWO	ClTrES	Once	the	characters	wipe	out	the	Vanthampur	family	and	its	devil-worshiping	cult,	they	can	return	to	Captain	Zodge	to	deliver	their	report,	surrender	their	Flaming	Fist	badges,	and	receive	any	payment	owed	to	them.	Zodge	is	gratified	to	learn	that
the	Vanthampurs	are	no	longer	his	concern.	If	the	characters	report	that	one	or	more	family	members	are	still	alive,	Zodge	promises	to	hunt	them	down	and	punish	them	for	their	crimes.	COMMANDER	PORTYR	As	the	characters	conclude	their	business	with	Captain	Zodge,	the	meeting	is	interrupted	by	the	arrival	of	a	higher-ranking	member	of	the
Flaming	Fist.	Read	or	paraphrase	the	following	text	to	the	players:	Your	meeting	with	Captain	Zodge	is	interrupted	by	the	arrival	of	several	Flaming	Fist	soldiers	clad	in	plate	armor.	From	behind	this	wall	of	swords	and	steel	steps	an	armored	woman	with	a	white	cloak	and	graying	hair.	"Are	these	the	maniacs	who've	stirred	up	every	nest	of	rats	in
this	gods-forsaken	city?"	"Commander	Portyr!"	says	Zodge.	"I	was	told	you	wouldn't	be	in	Baldur's	Gate	for	at	least	another	tenday."	"That's	what	the	city's	government	wanted	you	to	think,	captain,"	she	replies.	Turning	to	you,	she	says,	"I	trust	you've	been	adequately	compensated?"	Until	recently,	Liara	Portyr	(see	her	accompanying	stat	block)
commanded	a	Flaming	Fist	outpost	called	Fort	Beluarian	on	the	distant	tropical	peninsula	of	Chult.	Her	uncle	is	Duke	Dillard	Portyr	of	Baldur's	Gate,	one	of	the	city's	two	remaining	government	leaders	(assuming	Duke	Vanthampur	did	not	survive).	Duke	Portyr	summoned	his	niece	to	take	command	of	the	Flaming	Fist	in	Grand	Duke	Ulder
Ravengard's	absence.	Her	trip	home	was	expedited	by	magic.	Liara	aims	to	assert	herself	as	Ulder	Ravengard's	natural	successor	but	clings	to	the	hope	that	he's	still	alive.	If	the	characters	think	they	have	any	chance	to	rescue	Elturel-	and	Ravengard	along	with	it-	Liara	strongly	urges	them	to	pursue	that	quest.	Her	experiences	in	Chu.It	have	taught
her	to	respect	adventurers	and	their	ability	to	get	things	done.	If	the	characters	didn't	find	Falaster	Fisk	in	the	dungeon	under	Vanthampur	Villa,	Liara	Portyr	can	be	the	one	who	urges	them	to	travel	to	Candlekeep	and	seek	out	Sylvira	Savikas,	a	renowned	expert	on	the	Nine	Hells.	Sylvira	can	help	them	unlock	the	infernal	puzzle	box	and	the
mysteries	of	the	Shield	of	the	Hidden	Lord.	After	making	sure	the	characters	receive	their	promised	reward,	Liara	thanks	them	for	doing	their	part	to	help	Baldur's	Gate.	Although	she	must	focus	her	efforts	on	various	threats	to	the	city's	security,	she	makes	it	possible	for	the	characters	to	leave	Baldur's	Gate	when	they're	ready,	going	as	far	as	to
secure	a	riding	horse	or	pony	for	each	party	member	to	expedite	their	journey	to	Candlekeep.	She	can	also	provide	a	mule-drawn	cart	laden	with	food,	drink,	and	other	supplies.	j	OURNEY	TO	CANDLEKEEP	When	the	characters	are	ready	to	leave	for	Candlekeep,	read	the	following	boxed	text	to	the	players:	As	the	Basilisk	Gate	opens,	Flaming	Fist
soldiers	hold	back	the	tide	of	Elturgardian	refugees.	You	cut	a	path	through	these	wretched	souls,	whose	wails	intensify	as	the	Basilisk	Gate	closes	behind	you.	The	dirt	road	cuts	through	the	slums	of	the	Outer	City,	past	the	walled	neighborhood	of	Little	Calimshan,	to	the	great	span	of	Wyrm's	Crossing.	LIARA	PORTYR	Medium	humanoid	(human),
lawful	evil	Armor	Class	15	(studded	leather,	shield)	Hit	Points	84	(13d8	+	26)	Speed	30	ft.	STR	16	(+3)	DEX	12	(+1)	CON	15	(+2)	INT	14	(+2)	WIS	14	(+2)	CHA	16	(+3)	Saving	Throws	Con	+4,	Wis	+4	Skills	Athletics	+S,	Deception	+5,	Insight	+4,	Intimidation	+5	Senses	passive	Perception	12	Languages	Common,	Draconic,	Dwarvish	Challenge	4
(1,100	XP)	Brave.	Liara	has	advantage	on	saving	throws	against	being	frightened.	Flaming	Fury.	Once	per	turn,	when	Liara	hits	a	creature	with	a	melee	weapon,	she	can	cause	fire	to	magically	erupt	from	her	wea	pon	and	deal	an	extra	10	(3d6)	fire	damage	to	t	he	target.	A	CTION	S	Multiattack.	Liara	makes	three	melee	attacks.	Battleaxe.	Melee
Weapon	Attack:	+5	to	hit,	reach	5	ft.,	one	tar·	get.	Hit:	7	(l	d8	+	3)	slashing	damage,	or	8	(ldlO	+	3)	slashing	damage	when	used	with	two	hands.	Heavy	Crossbow.	Ranged	Weapon	Attack:	+3	to	hit,	range	100/400	ft.,	one	target.	Hit:	6	(ldlO	+	1)	piercing	damage.	CHAPTER	I	I	A	TALE	OF	TWO	C1Tl£S	43	lfFalaster	Fisk	is	with	the	party,	he	leads	them
to	his	residence	in	Little	Calimshan.	rn	addition	to	grabbing	weapons,	he	also	brings	along	an	old	book	of	Calishite	recipes	to	trade	for	admittance	into	the	great	library	of	Candlekeep	(see	"Entering	Candlekeep,"	page	46).	WYRM'S	CROSSING	The	characters	must	cross	this	landmark	to	reach	the	Coast	Way,	which	heads	south	to	Candlekeep.	Read
the	following	to	describe	the	scene:	Two	great	bridges	meet	at	a	tall,	rocky	island	that	rises	from	the	middle	of	the	Chionthar	River.	Buildings	and	merchant	stalls	line	the	sides	of	both	bridges,	making	it	impossible	to	see	the	river	from	the	narrow,	congested	roadway	that	cuts	between	those	structures.	Wooden	drawbridges	connect	the	two	bridges	to
a	keep	situated	atop	the	island.	The	Aags	of	Baidu	r's	Gate	and	the	Flaming	Fist	wave	proudly	above	this	fortress.	Wyrm's	Crossing	is	a	cutpurse's	paradise,	and	every	traveler	here	runs	the	risk	of	being	pickpocketed.	As	the	characters	make	their	way	from	one	end	of	Wyrm's	Crossing	to	the	other,	have	each	player	roll	a	d20.	(Don't	roll	for	NPCs
traveling	with	the	party.)	The	character	or	characters	with	the	lowest	roll	are	targeted	by	a	pickpocket	(use	the	bandit	stat	block).	Use	a	character's	passive	Wisdom	(Perception)	score	to	determine	whether	a	theft	made	against	that	character	is	successful.	If	the	character's	score	is	11	or	higher,	the	theft	is	detected	and	thwarted.	Otherwise,	the	thief
makes	off	with	one	item	weighing	1	pound	or	less	(such	as	a	coin	pouch	or	potion)	and	disappears	into	the	crowd	before	the	theft	is	noticed.	If	a	character	is	robbed,	ask	the	player	what	small	ite	ms	the	character	is	carrying,	then	decide	which	of	those	items	was	stolen.	KNIGHTS	OF	THE	SHIELD	The	following	encounter	occurs	only	if	the	characters
have	the	Shield	of	the	Hidden	Lord.	Otherwise,	skip	ahead	to	th.e	"Tale	of	the	Hellriders"	section.	Read	the	following	to	set	the	scene:	As	Wyrm's	Crossing	and	Baldur's	Gate	disappear	from	view,	you	find	yourselves	heading	down	the	Coast	Way,	a	dirt	road	that	leads	to	such	distant	lands	as	Tethyr,	Arnn,	and	Calimshan.	Candlekeep	lies	some	one
hundred	and	fifty	miles	south	and	west-	a	five-day	journey.	Coming	up	the	road	toward	you	is	a	human	farmer	riding	on	the	front	of	a	hay-filled	wagon	pulled	by	two	draft	horses.	The	fa	rmer	gives	you	a	friendly	wave	as	the	wagon	draws	near.	The	farmer	is	Kaddrus,	a	lawful	evil	cambion	using	the	alter	self	spell	to	conceal	his	true	form.	Hiding	under
the	hay	are	the	cambion's	evil	accomplices:	three	human	CHA.PTE.R	I	I	A	TALE	OF	TWO	CITIES	veterans	who	speak	Common	and	Infernal.	Their	names	are	Falar	and	Zaroud	al'Ryshal,	and	Nulra	Blacksaddle.	When	the	cambion	gives	the	order	in	Infernal,	the	veterans	leap	out	of	the	hay	and	attack.	Meanwhile,	the	cambion	assumes	his	true	form,
flies	up	into	the	air,	and	targets	creatures	with	his	Fire	Ray	attack.	The	two	draft	horses	are	ordinary	beasts	but	don't	spook	easily.	Kaddrus	and	the	veterans	are	members	of	a	secret	society	known	as	the	Knights	of	the	Shield	(see	area	V29,	page	40).	Their	goals	are	to	kill	the	characters	and	take	the	Shield	ofthe	Hidden	Lord	back	to	the	Hhune
patriar	family	in	BaJdur's	Gate.	If	the	veterans	are	killed	or	incapacitated,	Kaddrus	flies	back	to	Baldur's	Gate	to	report	to	his	superiors.	If	the	cambion	escapes,	the	characters	might	encounter	him	again	in	Candlekeep,	in	the	guise	of	a	monk.	The	next	time	he	encounters	the	party,	Kaddrus	fights	to	the	death	to	claim	the	shield.	TALE	OF	THE
HELLRIDERS	If	Reya	Mantlemorn	is	with	the	characters,	she	shares	the	following	tale	over	a	campfire	at	some	point	during	the	characters'	five-day	journey	to	Candlekeep:	"It	was	over	a	century	past	that	the	great	trou	bles	began.	Fiends	roamed	the	lands	to	the	north	and	west	of	Elturel.	Fields	were	despoiled,	livestock	slaughtered,	homes	razed,
and	people	dragged	off	to	a	terrible	and	unknowable	fate.	Terror	gripped	the	hearts	of	all.	"The	city's	cavalry	rode	across	the	land,	striking	down	fiends	wherever	they	found	them	and	suffering	fearful	losses.	But	it	was	never	enough.	For	every	fiend	they	destroyed,	it	seemed	as	though	two	more	appeared	elsewhere.	The	ruler	of	Elturel,	the	High
Rider,	asked	his	people	to	pray	to	the	gods	for	aid.	To	everyone's	astonishment,	a	mighty	angel	entered	the	city	the	next	day.	Her	name	was	Zariel,	which	means	Companion	of	Light.	The	prayers	of	El	tu	rel	had	been	heard,	and	help	had	come.	"Zariel	located	the	gate	through	which	the	fiends	were	entering	the	natu	ral	world,	on	the	Fields	of	the	Dead
west	of	the	city.	Zariel	declared	that	she	would	lead	the	cavalry	into	Avernus,	destroying	the	infernal	host	that	was	amassing	the	re,	and	striking	a	great	blow	against	the	forces	of	darkness.	"The	High	Rider	sent	out	the	riders	of	Elturel,	now	numbering	many	thousands,	with	Zariel	at	their	head,	riding	a	golden	mastodon.	With	a	great	cry,	Zariel	and
her	army	charged	through	the	gate.	The	legions	of	Avernus	trembled	and	buckled,	but	did	not	crumble.	Zari	el	was	defeated,	and	the	remnants	of	her	army	returned	to	Elturel,	overcome	with	grief	at	the	loss	of	their	glorious	general	but	confident	that	the	lords	of	the	Nine	Hells	would	think	twice	about	threatening	Elturel	again.	"There	were	great
celebrations	to	honor	the	valiant	knights	of	the	cavalry,	who	became	known	as	Hellriders	from	that	day	on."	CANDLEKEEP	Candlekeep	is	a	fortress	perched	on	a	spur	of	rock	overlooking	the	Sea	of	Swords.	It	is	reached	by	a	single	road,	the	Way	of	the	Lion,	which	branches	west	off	the	Coast	Way.	Candlekeep	is	always	open	to	visitors	and	boasts	one
of	the	finest	libraries	in	FaerOn.	The	monks	of	Candlekeep	also	preserve	the	predictions	of	Alaundo	the	Seer,	a	singular	sage	whose	prophecies	have	proved	correct	over	long	years.	Upon	the	seer's	death,	Candlekeep	became	a	haven	for	both	the	veneration	of	his	prophecies	and	the	accumulation	of	all	knowledge.	If	there's	a	secret	to	be	learned,	the
clues	to	finding	it	can	probably	be	found	in	Candlekeep.	The	encounters	in	Candlekeep	focus	on	social	interaction	and	exploration.	The	following	events	unfold	here:	~	:z	>	•	The	characters	arrive	at	Candlekeep,	where	the	price	of	admittance	is	a	book-	specifically	one	not	already	contained	in	the	monks'	library.	•	The	characters	meet	with	Sylvira
Savikas,	a	tiefling	sage	who	knows	the	secret	to	unlocking	Thavius	Kreeg's	infernal	puzzle	box.	•	Sylvira	advises	the	characters	to	leave	the	Shield	of	the	Hidden	Lord	in	her	custody,	but	Gargauth	makes	a	good	case	for	taking	the	shield	with	them.	Sylvira	makes	arrangements	to	send	the	characters	to	Elturel,	and	gives	them	an	unreliable	map	of
Avernus.	Reya	Mantlemorn	offers	to	go	with	the	characters,	while	Falaster	Fisk	chooses	to	stay	behind.	Read	the	following	boxed	text	to	describe	the	characters'	final	day	of	travel	to	Candlekeep:	Over	the	past	four	days,	the	weather	on	the	Coast	Way	has	gradually	worsened.	Dark	clouds	release	heavy	rain	until	the	road	runs	thick	with	mud,	yet	you
trudge	on,	passing	by	friendly	merchant	caravans	heading	north.	On	the	morning	of	the	fifth	day,	the	rain	subsides	but	l	the	dark	clouds	remain.	Ahead,	you	see	a	path	branch	from	the	wider	road,	heading	to	the	sea.	A	raven	perches	solemnly	on	a	leaning	post	bearing	two	signs	that	point	like	arms	toward	the	west.	One	says	"The	Way	of	the	Lion."	The
other	says	"Candlekeep."	Characters	who	head	west	a	long	the	Way	of	the	Lion	arrive	at	Candlekeep	by	mid-afternoon.	You	can	show	the	players	the	illustration	of	Candlekeep,	and	can	describe	the	view	to	them	by	reading	the	following:	The	afternoon	sun	shines	through	the	clouds	to	illuminate	the	gray	walls	and	pale	spires	of	a	timeworn	fortress
that	stands	majestically	atop	a	rocky	promontory	overlooking	the	sea.	The	trail	leads	straight	to	it.	CllAP'Tr.R	I	I	A	TALE	OF	TWO	CITIES	45	ENTERING	CANDLEKEEP	Although	some	visitors	travel	to	Candlekeep	by	air,	most	arrive	on	foot	or	on	horseback.	When	the	characters	arrive	at	the	gatehouse,	read	the	following	boxed	text	to	the	players:	At
the	gatehouse,	you	are	greeted	by	three	monks	in	purple	robes:	a	human,	a	shield	dwarf,	and	a	sun	elf.	Around	their	necks	hang	holy	symbols	of	Deneir,	god	of	writing,	whose	symbol	is	a	lit	candle	above	an	open	eye.	"Welcome	to	Candlekeep,"	says	the	elf	in	Common.	"A	gift	is	required	from	those	seeking	admittance.	You	must	donate	a	book	or	scroll
that	isn't	already	in	the	library's	archives.	Please	present	your	gift	for	inspection."	All	three	monks	are	neutral	good	priests	of	Deneir.	(Apply	racial	traits	to	their	statistics	as	needed.)	The	monks	study	any	book	or	scroll	that's	handed	to	them,	the	holy	symbols	around	their	necks	glowing	faintly	as	they	do.	The	monks	are	happy	to	accept	either
Apocalypto	(the	black-covered	tome	found	in	Vanthampur	Villa;	see	area	V13,	page	35),	Falaster	Fisk's	book	of	Calishite	recipes,	or	a	spellbook	for	admittance	to	Candlekeep.	One	such	gift	is	enough	for	the	whole	party	to	be	able	to	enter	the	library.	If	a	character	wants	to	offer	up	some	other	book	or	scroll,	you	decide	whether	the	monks	accept	it	as	a
gift.	If	the	characters	try	to	sneak	or	force	their	way	into	Candlekeep,	the	fortress's	defenses	are	brought	to	bear	as	described	in	the	"Candlekeep	Defenses"	sidebar.	Once	allowed	inside,	the	characters	are	free	to	go	where	they	please	and	stay	as	Jong	as	they	wish.	The	outermost	buildings	include	private	dormitories	for	the	monks	and	public	quarters
for	visitors,	as	well	as	amenities	one	would	expect	to	find	in	a	self-sufficient	settlement	(bathhouses,	clothiers,	granaries,	gardens,	and	so	forth).	Candlekeep	even	has	a	pub	called	the	Hearth.	A	few	years	ago,	the	ogre	was	like	others	of	his	kindbrutish	and	cruel.	He	met	a	halfiing	adventurer	wearing	the	shiny	gold	headband	and	killed	the	puny	runt
for	it.	When	the	ogre	attuned	to	it.	the	headband	grew	in	size,	allowing	him	to	don	it.	As	a	genius,	the	ogre	felt	compelled	to	learn	the	error	of	his	ways	and	seek	out	a	better	life.	He	adopted	the	name	Little	One,	to	honor	the	poor	halfling	whose	life	he	cut	short.	Shunned	by	polite	society,	Little	One	came	to	Candlekeep	hoping	to	learn	as	much	as	he
can.	He's	a	quiet	but	popular	fixture	in	the	fortress,	and	the	monks	are	always	saying	hello	to	him	and	recommending	new	books	for	him	to	read.	SYLVIRA	SAVI	KAS	When	the	characters	are	ready,	they	can	make	their	way	toward	the	main	keep,	a	towering	edifice	housing	bun·	dreds	of	monks	and	wizards,	and	thousands	of	books	and	scrolls.	As	they
meander	through	the	keep,	helpful	monks	stop	to	offer	them	directions.	If	Fa	laster	Fisk	is	with	the	party,	he	already	knows	the	way	to	Sylvira's	laboratory,	located	in	one	of	Candlekeep's	spires.	When	the	characters	arrive	there,	read	the	following:	The	walls	of	this	circular	tower	chamber	are	punctuated	by	arched	windows	that	are	currently
shuttered.	Bookcases	filled	with	eldritch	volumes	stand	between	the	windows,	while	tables	are	crowded	with	specimen	jars,	alchemical	equipment,	and	other	clutter.	Engraved	into	the	floor	of	the	chamber	is	a	large,	nine-pointed	star.	A	middle-aged	tiefling	dressed	in	wizardly	robes	stands	by	one	of	the	windows,	caught	in	a	fugue	of	intense
contemplation.	Perched	on	the	corner	of	a	table	nearby	is	a	spindly	little	demon	with	warty	green	skin,	buggy	eyes,	thin	black	horns,	and	a	whip-like	tail.	"I	can't	tell	you	how	pleased	I	am	to	see	you,"	says	the	tiefling.	"What	have	you	brought	me?"	'THE	HEARTH	In	Candlekeep's	pub,	guests	and	monks	can	enjoy	each	other's	company	and	a	good	meal.
Read	the	following	boxed	text	to	describe	the	Hearth:	The	pub	has	a	low	ceiling	supported	by	massive	wooden	crossbeams	and	narrow,	shuttered	windows.	A	large	fi	re	pit	in	the	middle	of	the	room	is	surrounded	by	a	half	dozen	tables	and	matching	benches.	Thirty	people	can	dine	here	comfortably	at	any	time.	The	Hearth	is	always	open,	and	the	fire
is	never	permit·	ted	to	go	out.	A	dozen	patrons	typically	occupy	the	pub	during	the	day,	with	more	during	lunch	and	supper.	When	the	characters	first	show	up,	one	patron	stands	out	among	the	rest:	a	chaotic	good	ogre	wearing	a	headband	ofintellect.	He	sits	by	himself	in	a	corner,	reading	a	book	titled	The	Sum	of	Theology	by	Saint	Vetheera,	a
servant	of	Oghma	(god	of	knowledge).	CHAPTER	1	I	A	TALE	OF	TWO	CITIES	Sylvira	Savikas,	a	lawful	neutral	tiefling	archmage,	is	one	of	Candlekeep's	foremost	sages,	and	specializes	in	knowledge	pertaining	to	the	Outer	Planes.	In	addition	to	her	other	skills,	she	has	Investigation	+13.	She	speaks	Abyssal,	Celestial,	Common,	Draconic,	Infernal,	and
Primordial.	Her	quasit	familiar,	Jezebel,	adds	just	the	right	amount	of	mischief	and	chaos	to	her	life.	Jn	the	unlikely	event	that	Sylvira	becomes	embroiled	fo	combat,	remember	that	tieftings	have	resistance	to	fire	damage	and	darkvision	out	to	a	range	of	60	feet.	If	the	characters	don't	have	Thavius	Kreeg's	puzzle	box	with	them,	Sylvira	is	disappointed
but	tries	not	to	CANDLEKEEP	DEFENSES	Attacking	Candlekeep	would	be	foolhardy.	Although	most	of	the	monks	are	simple	scholars,	a	few	are	powerful	spellcasters.	If	any	trouble	occurs,	an	archmage	and	l	d4	mages	investigate	immediately.	If	they	can't	bring	the	situation	under	control	in	short	order,	an	additional	ld4	archmages	arrive	to	lend



assistance.	show	it.	If	they	present	the	box	to	her,	she	snatches	it	out	of	their	hands	and	studies	it	closely.	She	takes	similar	interest	in	the	Shield	of	the	Hidden	Lord	(which	she	calls	"the	Shield	of	Gargauth"),	but	avoids	touching	it.	THAvrns	AND	THE	PuzzLE	Box	If	Reya	Mantlemorn	is	with	the	party,	she	is	so	stung	by	the	revelation	that	she	collapses
onto	the	floor	and	weeps	for	Elturel.	Bound	to	the	city	by	the	Creed	Resolute,	she	feels	the	imperative	to	return	to	it.	"If	Zariel	wants	my	soul,"	says	Reya,	"she's	welcome	to	try	to	take	it."	Sylvira	bas	this	to	say	about	Thavius	Kreeg	and	his	inGARGAUTH	AND	THE	SHIELD	fernal	puzzle	box:	Sylvira	has	this	to	say	about	the	Shield	of	the	Hidden	Lord
and	the	devil	imprisoned	within	it:	"I've	been	suspicious	of	the	High	Overseer	of	Elturel	for	a	long	time.	But	no	one	wanted	to	hear	my	concerns,	because	Thavius	Kreeg	was	widely	regarded	as	a	hero	who	saved	his	city	from	an	undead	scourge,	giving	rise	to	the	"This	shield	is	a	symbol	of	good's	triumph	over	evil.	Gazing	at	such	beauty,	one	can	easily
overlook	the	terri·	ble	force	bound	within	it.	Gargauth	is,	I	believe,	its	name,	though	it	calls	itself	the	Hidden	Lord.	It	was	a	pit	fiend	sent	by	Asmodeus	to	corrupt	mortals	on	the	Material	Plane,	and	there	it	amassed	such	a	following	as	to	rival	that	of	gods.	In	that	way,	Gargauth	became	a	sort	of	holy	nation	of	Elturgard.	"Hailed	as	a	savior,	Thavius
made	all	citizens	of	Elturel	swear	an	oath	called	the	Creed	Resolute,	which	binds	them	to	defend	the	nation	of	Elturgard.	I	met	him	years	ago,	and	my	instincts	told	me	he	was	a	charlatan.	Afterward,	I	grew	to	suspect	that	he	had	cut	a	deal	with	one	or	more	powerful	devils,	using	the	Creed	Resolute	to	bind	all	Elturel	to	his	dark	deal.	"I	wish	to	prove
my	theory,	and	I	believe	the	evidence	is	locked	inside	the	puzzle	box."	Sylvira	is	an	expert	on	magic	puzzle	boxes,	having	made	and	sold	a	few	herself.	If	the	characters	give	her	the	infernal	puzzle	box,	she	examines	it,	asks	Jezebel	to	fetch	her	a	flask	of	dark	liquid,	and	pours	a	small	amount	into	the	mazelike	troughs	carved	into	the	box's	surface.	She
then	tips	the	box	so	that	the	liquid	flows	in	certain	directions	through	the	mazelike	patterns-	until	the	box's	horn	inlays	pop	loose	and	it	breaks	apart.	Inside	the	box	is	a	stack	of	nine	chain-linked	plates,	each	three	inches	on	a	side,	cast	of	dark	iron,	and	stamped	with	Infernal	runes.	Anyone	who	understands	Infernal	can	translate	the	runes	as	follows:
If	the	characters	consider	leaving	the	shield	with	Syl-	vira,	Gargauth	telepathically	contacts	the	character	with	the	most	influence	in	the	party	and	suggests	an	alternative	course	of	action:	I	"Take	me	to	the	Nine	Hells,	and	I'll	swear	to	serve	you	faithfully	as	both	a	guide	and	an	advisor."	I	Gargauth's	offer	is	genuine,	for	the	fiend	desperately	wants	the
shield	taken	to	the	Nine	Hells.	It	believes	(incorrectly)	that	it	will	be	able	to	escape	the	shield	there.	Sylvira	leaves	it	to	the	characters	to	decide	what	to	do	with	the	shield.	A	small	part	of	her	is	relieved	if	the	characters	decide	to	take	it	with	them,	as	she	knows	the	evil	Knights	of	the	Shield	will	never	stop	looking	for	it.	Be	it	known	to	all	that	I,	Thavius
Kreeg,	High	Overseer	of	Elturel,	have	sworn	to	my	master,	Zariel,	lord	of	Avernus,	to	keep	the	agreements	contained	in	this	oath.	I	hereby	submit	to	Zariel	in	all	matters	and	for	all	time.	I	will	place	Her	above	all	creatures,	living	and	dead.	I	will	obey	Her	all	my	days	and	beyond	with	fear	and	servility.	I	recognize	the	dispensation	of	the	device	called
the	Solar	lnsidiator,	hereafter	called	the	Companion.	In	my	POSTER	MAP	OF	AVERNUS	If	the	characters	intend	to	save	Elturel,	Sylvira	can	provide	them	with	a	map	of	Avernus-	the	only	such	map	known	to	exist	in	Candlekeep.	Unfold	the	poster	map	of	Avernus	at	this	time	and	let	the	players	study	it.	Sylvira	then	gives	the	characters	a	word	of
caution:	capacity	as	High	Overseer	of	Elturel	and	its	vassal	territories,	I	acknowledge	that	all	lands	falling	under	the	light	of	the	Companion	are	forfeit	to	Zariel.	All	persons	bound	by	oath	to	defend	Elturel	are	also	considered	forfeit.	I	fur·	ther	recognize	that	this	dispensation	will	last	fifty	years,	after	which	the	Companion	will	return	whence	it	came,
taking	Elturel	and	its	oath-bound	defenders	with	it,	if	that	is	Zariel's	wish.	All	this	is	my	everlasting	pledge.	demigod,	and	having	worshipers	increased	its	power	exponentially.	My,	how	the	mighty	have	fallen!	"This	shield	has	the	power	to	corrupt	everything	around	it.	The	Hhune	family	of	Baldur's	Gate	has	kept	it	for	years	now.	Doubtless	they'll	want
it	back,	but	this	shield	should	not	be	taken	to	any	place	where	t	housands	of	mortals	reside.	It	needs	to	be	locked	away	in	an	extradimensional	space,	away	from	corruptible	souls."	I	"This	map	might	not	be	entirely	reliable,"	warns	Sylvira.	"Its	creator	went	mad	making	it."	l	I	More	information	about	how	to	use	the	poster	map	can	be	found	in	chapter	3.
CHAPTER	I	I	A	TALE	OF	TWO	CITIES	47	GETTING	TO	AVERNUS	ThAxrcoR's	TOWER	Although	Sylvira	can	prepare	the	plane	shift	spell,	there's	no	point,	as	magical	wards	placed	on	Candlekeep	prevent	creatures	from	using	such	means	to	go	to	or	from	the	library.	Instead,	she	presents	an	alternative	plan	for	sending	the	characters	to	the	Nine	Hells:
Once	the	griffons	land,	characters	are	free	to	dismount	and	descend	the	stairs	into	Traxigor's	tower.	After	delivering	the	party	safely	to	the	tower,	the	griffons	take	a	short	rest	before	Hying	back	to	Candlekeep.	Read	or	paraphrase	the	following	boxed	text	to	the	players	when	the	characters	descend	into	the	tower:	"A	wizard	named	Traxigor	lives	in	a
tower	twenty	miles	from	here.	I've	loaned	him	a	spellbook	or	two,	so	he	owes	me	a	favor.	I	can	have	you	delivered	safely	to	his	tower,	and	he	can	use	a	plane	shift	spell	to	take	you	straight	to	Elturel.	Even	more	importantly,	Traxigor	is	looking	after	an	old	friend	of	mine-someone	with	a	history	of	battling	devils	in	the	Nine	Hells.	I	think	you'll	enjoy	her
company	very	much.	Her	name	is	Lulu."	Characters	need	not	leave	for	Traxigor's	tower	at	once.	lf	they	wish	to	remain	in	Candlekeep	for	a	while,	Sylvira	is	happy	to	accommodate	them.	However,	Reya	Mantlemorn	becomes	more	impatient	the	longer	they	stay.	Falaster	Fisk	parts	company	with	the	characters	at	this	time,	choosing	to	remain	at
Candlekeep	for	a	few	days	before	returning	to	Baldur's	Gate.	Characters	can	use	Candlekeep's	library	to	learn	more	about	the	Nine	Hells.	Chapter	2	of	the	Dungeon	Master's	Guide	contains	lore	on	all	nine	layers,	which	the	characters	can	learn	once	they've	spent	a	day	or	two	researching	the	plane.	Characters	can	also	research	devils	to	learn
everything	that's	said	about	them	in	the	"Devils"	entry	of	the	Monster	Manual.	Once	they're	ready	to	leave	for	Traxigor's	tower,	read	or	paraphrase	the	following	boxed	text	to	the	players:	Sylvira	ushers	you	to	a	crescent-shaped	landing	platform	with	a	stunning	view	of	the	sea.	Waiting	for	you	atop	this	platform	are	several	griffons	with	saddles,	their
handlers	standing	nearby	to	help	you.	"The	griffons	have	instructions	to	Ay	you	to	Traxigor's	tower,"	says	Sylvira.	"Don't	worry,	it's	safe!"	The	handlers	standing	ready	can	help	the	characters	mount	the	griffoos.	Each	griffon	can	carry	one	rider	plus	gear.	Once	all	the	characters	are	mounted,	read:	The	griffons	take	Aight	and	head	out	to	sea,	Aying	just
below	the	clouds.	Candlekeep	looks	no	less	majestic	from	the	air	but	grows	smaller	as	the	griffons	soar	westward.	Large,	rocky	islands	pass	below	you,	and	beyond	them	lies	the	open	sea.	After	a	long	journey,	you	see	a	windowless,	doorless	stone	tower-which	somehow	floats	in	the	sky	ahead.	The	griffons	pass	through	jagged	holes	riddling	the	tower's
conical	peak	to	land	on	the	top	Aoor	below,	which	has	a	spiral	staircase	leading	down.	50	CHAPTF.R	l	I	A	TALE	OF	TWO	CITIES	One	level	down,	you	see	a	cluttered	chamber	illuminated	by	various	objects	upon	which	continual	flame	spells	have	been	cast.	Scurrying	around	the	room	is	an	otter	dressed	in	a	tiny	red	cassock.	The	otter	mumbles	to	itself
in	Common,	mentioning	something	about	a	tuning	fork.	Suddenly,	it	takes	notice	of	you	and	stands	upright.	"Lulu!	Wake	up!	Our	guests	have	arrived!"	At	the	sound	of	her	name,	a	small	elephant	with	golden	fur	appears	from	under	a	pile	of	blankets	near	a	table	strewn	with	alchemical	equipment.	The	elephant	takes	to	the	air	on	feathery	wings	and
lets	out	a	pleasing	trumpet	sound.	Traxigor	was	polymorphed	into	an	otter	years	ago,	and	decided	he	preferred	the	new	form	to	his	original	one	{that	of	a	wizened	old	man).	His	otter	form	was	made	permanent	by	a	wish	spell.	He	uses	the	ar	chmage	stat	block,	but	is	a	Tiny	beast	with	a	Strength	of	3.	His	alignment	is	chaotic	good,	and	he	speaks
Common,	Draconic,	Dwarvish,	Gnomish,	Halfiing,	and	Troglodyte.	He	has	the	plane	shift	spell	prepared	instead	of	teleport,	and	is	searching	for	the	tuning	fork	he	needs	to	cast	the	spell.	What	little	he	knows	about	the	characters	has	been	communicated	to	him	by	sending	spells,	sent	by	Sylvira	Savikas	in	advance	of	their	arrival.	Characters	can	help
Traxigor	search	for	his	missing	tuning	fork,	which	is	keyed	lo	the	Nine	Hells.	Whoever	rolls	the	highest	on	a	Wisdom	(Perception)	check	finds	the	tuning	fork.	Whoever	rolls	the	lowest	finds	a	random	trinket,	determined	by	rolling	on	the	Trinkets	table	in	chapter	5	of	the	Player's	Handbook.	Traxigor	doesn't	care	if	the	character	keeps	the	trinket	or	not,
and	doesn't	remember	how	or	when	he	acquired	it.	LULU	THE	HOLLYPHANT	Lulu	is	a	hollyphant	(see	page	237	for	her	stat	block)	who	has	lost	most	of	her	memories,	as	well	as	her	Innate	Spellcasting	trait.	(This	has	no	effect	on	her	challenge	rating.)	She	regains	her	Innate	Spellcasting	trait	gradually	over	the	course	of	the	adventure,	as	follows:	•	In
chapter	2,	Lulu	regains	the	at-will	ability	to	cast	light	when	she	arrives	in	Elturel	for	the	first	time.	•	In	chapter	4,	Lulu	regains	her	2/day	spells	(bless,	cure	wounds,	and	protection	from	evil	and	good)	when	she	arrives	at	the	Bleeding	Citadel.	•	In	chapter	5,	Lulu	regains	her	I/day	spells	(banishment,	heal,	raise	dead,	shapechange.	and	teleport)	once
she	helps	reunite	Zariel	with	her	sword.	LULU'S	BACKGROUND	While	studying	a	portal	to	the	Nine	Hells	located	in	the	Fields	of	the	Dead	west	of	Elturel,	Sylvira	found	Lulu	and	befriended	her.	Lulu	stayed	with	Sylvira	at	Candlekeep	for	a	while	but	didn't	get	along	with	the	tiefiing's	quasit	familiar,	Jezebel.	Sylvira	decided	Lulu	would	make	a	better
companion	for	Traxigor,	given	his	eccentricity	and	good	nature.	Lulu	is	integral	to	the	characters'	future	success,	though	they	shouldn't	know	that	yet.	Lulu	can	speak	Celestial	but	prefers	to	use	telepathy,	which	allows	her	to	talk	to	one	creature	at	a	time.	If	a	character	asks	Lulu	about	her	history	battling	devils	in	the	Nine	Hells,	she	shares	the
following	information:	"I	was	with	the	angel	Zariel	when	she	assembled	her	LULU'S	MEMORIES	d6	2	3	4	5	army	of	Hell	riders	to	attack	Avernus.	Through	the	gate	we	went,	tearing	through	devils	like	a	song	through	air.	Victory	was	within	our	grasp	until	some	of	the	Hellriders	betrayed	us.	They	retreated	th	rough	the	gate	and	sealed	6	it	behind	t
hem.	Memory	"I	used	to	be	able	to	shapechange	into	a	golden	mammoth.	In	this	form,	I	served	as	Zariel's	war	mount."	"Zariel's	most	loyal	Hellrider,	Yael,	took	the	sword	and	plunged	it	into	a	rock.	I	called	on	every	ounce	of	goodness	in	my	heart	to	raise	a	shield	around	it-a	fortress	against	evil."	"The	demon	lord	Yeenoghu	wants	to	destroy	Zariel's
sword.	He	hates	it	as	much	as	he	hates	her.	We	fought	him	once,	but	I	don't	remember	where."	"I	wandered	Avernus	for	a	while,	then	hid	in	a	place	called	the	Wandering	Emporium.	I	made	a	friend	there.	His	name	was	Mahadi.	Maybe	he	can	help	us."	"The	Zariel	I	knew	is	gone,	replaced	by	a	devil	with	a	halo	of	fire	and	vengeance.	'This	is	who	I	am,'
she	told	me.	'When	demons	die,	they	cry	out	my	name	interror.'	Those	were	Zariel's	last	words	to	me."	"It	was	Zariel	who	sent	me	back	here.	I	don't	know	why.	Maybe-just	maybe-	there's	a	tiny	little	spark	of	goodness	deep	down	inside	her	still."	"Before	she	was	captured,	Zariel	told	me	to	hide	her	sword	so	that	it	wouldn't	fall	into	evil	hands.	Someone
RESTORED	MEMORIES	helped	me	hide	the	sword,	bu	t	I	don't	remember	who.	Friendship	is	important	to	Lulu	in	ways	both	physical	and	spiritual.	Her	growing	friendship	with	the	characters	causes	the	hollyphant	to	remember	things	long	forgotten.	For	the	remainder	of	the	adventure,	Lulu	can	regain	lost	memories	whenever	you	wish.	Ideally,	these
memories	come	back	to	her	one	at	a	time	at	moments	when	her	friendship	with	the	characters	feels	important.	Any	remaining	memories	return	at	once	when	Lulu	regains	all	her	spellcasting	abilities.	When	the	time	comes	for	Lulu	to	recall	a	lost	memory,	roll	a	d6	and	consult	the	Lulu's	Memories	table	to	see	which	memory	comes	back	to	her,	or	just
pick	one.	If	you	roll	for	a	memory	that	has	come	up	before,	roll	again	or	choose	a	different	memory.	We	found	a	place	to	hide	it,	but	I	don't	remember	where.	I	escaped	Avernus,	but	I	don't	remember	how.	Most	of	my	memory	is	gone,	and	I	don't	remember	why."	Lulu's	memory	was	badly	damaged	by	events	she	can't	remember,	but	a	summary	of	those
events	is	presented	here	for	your	benefit.	Lulu	was	more	than	Zariel's	traveling	companion.	She	was	the	angel's	friend	and	war	mount,	with	the	power	to	shapechange	into	a	golden-furred	mammoth	with	wings.	Their	friendship	stretches	back	centuries.	When	defeat	on	Avernus	appeared	inevitable,	Zariel	entrusted	her	sword	to	Yael,	her	most	loyal
general,	and	ordered	Lulu	to	help	Yael	find	a	way	to	hide	the	weapon.	Lulu	and	Yael	blundered	into	a	mob	of	demons	led	by	the	demon	lord	Yeenoghu,	but	narrowly	escaped.	Yeenoghu's	pet-	an	enormous	demon	named	Crokek'toeckchased	Yael	and	Lulu	across	Avernus.	Before	it	could	devour	them,	Yael	plunged	Zariel's	holy	blade	into	a	stone	as	Lulu
poured	every	ounce	of	her	celestial	being	into	it.	A	fortress	sprang	up	around	the	sword,	hedging	out	all	evil.	The	effort	so	taxed	Lulu	that	she	became	disoriented	and	flew	away,	leaving	Yael	behind.	Lulu	wandered	Avernus	for	months	until	she	came	upon	a	traveling	market	called	the	Wandering	Emporium.	A	rakshasa	named	Mahadi	tricked	her	into
thinking	he	was	her	friend.	only	to	splash	her	with	a	tiny	bit	of	water	from	the	River	Styx,	leaving	her	in	a	feeble	mental	state	and	stripping	away	her	spellcasting	powers.	Mahadi	then	gave	Lulu	to	a	group	of	devils	as	a	gift	for	the	archdevil	Zariel.	Zariel	could	not	abide	Lulu's	presence-but	nor	could	she	bring	herself	to	harm	her	former	friend.	Zariel
had	Lulu	sent	back	to	FaerOn	with	her	mental	faculties	restored.	Unfortunately,	the	damage	to	Lulu's	memory	was	not	so	easy	to	repair.	ROLEPLAYING	LULU	Lu	lu	doesn't	have	a	mean	bone	in	her	little	body.	She	believes	in	the	power	of	friendship	and	looks	forward	to	kicking	evil's	butt	with	the	characters	by	her	side.	If	Lulu	becomes	too	much	of	a
burden	for	you	to	run	as	an	NPC,	see	if	one	of	the	players	wants	to	run	the	hollyphant	as	a	secondary	character.	Provide	the	consenting	player	with	a	copy	of	Lulu's	stat	block	(page	237),	noting	that	Lulu	has	presently	lost	her	Innate	Spellcasting	trait.	As	she	regains	memories	and	the	use	of	certain	spells,	notify	the	player	of	these	changes	to	her
character.	PLANE	SHIFT	The	characters	should	advance	to	5th	level	before	leaving	Traxigor's	tower.	When	they're	ready	to	be	sent	to	Avernus,	read	the	following	boxed	text	aloud:	I	As	you	stand	together	in	a	circle,	Traxigor	taps	the	tuning	fork	on	the	Aoor	and	casts	his	plane	shift	spell.	I	CHAPTER	1	I	A	TALE	OF	TWO	ClTJES	51	NCE	A	HOLY	CITY
WHOSE	FOLK	VENERATED	Lathander,	Torm,	Helm,	and	Tyr.	Elturel	is	now	a	site	of	doom	and	despair	tethered	some	five	hundred	feet	above	the	River	Styx.	Eight	gre	1t	chains	bind	the	city	to	jagged	posts	of	infernal	iron,	which	stick	up	out	of	the	ground	like	gargantuan	spikes.	(See	"Climbing	Down"	at	the	end	of	this	chapter	for	a	full	description	of
the	infernal	chains.)	The	bottoms	of	those	spikes	are	guarded	by	scores	of	devils,	making	escaping	the	city	by	climbing	down	an	arduous	task.	The	Companion,	the	second	sun	that	provided	so	much	solace	and	protection	to	the	city	for	years,	now	glares	down	on	Elturel	like	a	baleful	eye-	a	black	void	crackling	with	lightning.	One	circumstance	has
saved	the	city	from	being	overrun	by	devils:	a	massive	surge	of	demons	attacking	the	devils'	positions	on	the	ground.	Forced	to	fend	off	these	demonic	hordes,	the	devils	must	bide	their	time	until	they	have	the	resources	to	send	troops	to	subjugate	the	remaining	citizens	of	Elturel.	Even	so,	random	demons,	devils,	and	other	creatures	have	infiltrated
the	city.	The	characters	have	time	to	learn	about	Elturel's	situation	and	enact	a	way	to	save	the	city	before	it	is	lost.	Even	as	the	characters	get	their	bearings,	they	hear	a	cacophonous	tumult	taking	place	far	beneath	the	city.	An	endless	stream	of	demons	crawls	forth	from	the	murky	waters	of	the	River	Styx,	to	be	met	by	the	ordered	forces	of	Avernus
auempting	lo	drive	them	back.	This	battle	continues	for	the	entirety	of	the	characters'	stay	in	Elturel.	52	CHAPTER	2	)	El.TU	REI.	HAS	FAl..l..EN	RUNNING	'THIS	CHAPTER	Diagram	2.1	is	a	flowchart	that	presents	the	key	events	of	this	chapter	in	sequence.	The	adventurers	should	be	5th	level	when	they	arrive	in	Elturel.	They	begin	on	the	east	side
of	the	city,	where	the	immediate	danger	is	greatest.	With	or	without	Reya	Mantlemorn	to	guide	them,	the	characters	make	their	way	toward	the	High	Hall	cathedral.	Once	they	rid	the	cathedral	and	its	catacombs	of	fiends,	the	adventurers	should	be	6th	level.	NPC	survivors	cowering	in	the	crypts	under	the	High	Hall	cathedral	urge	the	characters	to
locate	Grand	Duke	Ulder	Ravengard	of	Baldur's	Gate,	who	has	emerged	as	Elturel's	unlikeliest	savior.	This	quest	leads	the	characters	to	the	chapel	in	Elturel's	grand	cemetery,	where	Ulder	Ravengard	has	fallen	into	a	psychic	coma	after	coming	into	telepathic	contact	with	the	demon	lord	Baphornet.	After	seeing	Ravengard	safely	back	to	the	High
Hall	and	ridding	him	of	his	malady,	the	characters	should	be	7th	level	and	ready	to	leave	Elturel	in	search	of	the	means	to	free	the	city	from	its	chains	and	return	what's	left	of	it	to	FaerOn.	ARRIVAL	IN	ELTUREL	A	plane	shift	spell	transports	Traxigor	the	wizard	and	up	to	eight	other	creatures	to	Elturel,	including	Lulu	the	hollyphant	and	Reya
Mantlemorn	if	she's	still	with	the	party.	When	the	group	arrives	in	Elturel,	read	the	following	boxed	text	aloud	to	the	players:	A	hot,	stinging	air	assaults	your	senses.	The	city	street	in	which	you	stand	is	lined	with	buildings	that	are	crum-	r	of	an	eye.	Traxigor	casts	time	stop,	giving	him	time	to	flee	using	his	fly	spell.	He's	long	gone	before	the	time
stop	ends	and	the	characters	can	react.	Any	character	who	succeeds	on	a	DC	19	Intelligence	(Arcana)	check	deduces	how	Traxigor	made	his	escape.	The	party	doesn't	encounter	Traxigor	again	unless	you	want	him	to	reappear	Jater	in	the	adventure.	Traxigor	has	no	interest	in	saving	Elturel	or	picking	sides	in	the	Blood	War.	After	finishing	a	long	rest,
he	can	cast	plane	shift	again	and	return	to	his	tower	on	the	Material	Plane.	The	characters	and	any	remaining	NPC	companions	have	a	few	minutes	to	acclimate	to	their	new	surroundings	before	facing	their	first	threat	in	the	city	(see	"Unwelcome	Party"	below).	See	the	"Elturel	Hazards"	sidebar	(page	55)	for	more	information	about	the	earthquakes
and	other	dangers	.	Upon	her	return	to	Avernus,	Lulu	the	hollyphant	regains	her	at-will	innate	spellcasting	ability:	light.	In	terms	of	her	memories,	she	can	at	first	only	recognize	that	the	surroundings	feel	familiar,	albeit	in	a	terrible	way.	The	sounds	and	scents	of	Avernus	trigger	memories	ofZariel's	fall	and	the	angel's	earliest	days	as	a	denizen	of	the
Lower	Planes.	Lulu's	time	spent	in	Avernus	and	key	interactions	with	specific	NPCs	slowly	trigger	the	memories	that	help	put	the	characters	on	a	path	to	save	the	city.	Reya	Mantlemorn	is	disheartened	by	what	she	sees	around	her-	Elturel	in	shambles-and	is	more	determined	than	ever	to	try	to	save	her	city	from	destruction.	She	offers	to	lead	the
characters	to	the	High	Hall	cathedral,	where	she	hopes	to	find	someone	in	charge.	If	the	characters	brought	the	Shield	of	the	Hidden	Lord	with	them,	Gargauth	the	pit	fiend	tries	to	escape	from	its	prison	and	fails	miserably.	Although	characters	are	unaware	of	Gargauth's	escape	attempt,	the	pit	fiend	grows	increasingly	despondent	and	impatient	as
they	explore	Elturel.	Gargauth	urges	the	characters	not	to	tarry	in	the	city,	lest	they	get	puJled	down	into	the	River	Styx	with	it.	Secretly,	the	pit	fiend	hopes	that	another	means	of	escape	will	present	itself	once	the	characters	leave	E	lturel	and	explore	Avernus.	UNWELCOME	PARTY	The	characters'	first	encounter	in	EltureJ	is	a	gruesome	one.	A
number	of	innocent	residents	of	the	city	have	been	in	hiding	to	avoid	the	devils	patrolling	their	streets,	but	a	lack	of	food	and	water	has	forced	one	group	to	For	characters	oflevel	5	The	adventurers	arrive	in	what's	left	of	Elturel	and	make	their	way	toward	the	High	Hall	cathedral	with	the	help	of	Lulu	the	hollyphant,	and	possibly	Reya	Mantlemorn	as
well.	bling,	if	not	already	collapsed.	The	ground	shudders	beneath	your	feet.	In	the	red,	smoky	sky,	a	400-foot-diamater	sphere	of	darkness	discharges	strokes	of	bluish-white	lightning	that	strike	the	city	at	irregular	intervals.	Perched	atop	a	distant	bluff,	overlooking	the	rest	of	the	city,	is	a	crumbled	fortress.	Traxigor	gazes	up	at	the	black	orb
nervously,	utters	a	few	arcane	syllables,	and	disappears	in	the	blink	ARRI	VA	L	IN	ELTUREL	r	For	characters	oflevel	5	The	adventurers	encounter	fiendish	invaders	in	the	High	Hall	cathedral	and	discover	survivors	hiding	in	the	crypts	below	the	cathedral.	r	GR	AND	CEM	ETERY	For	characters	oflevel	6	The	adventurers	search	for	Grand	Duke	Ulder
Ravengard	of	Baldur's	Gate	in	Elturel's	cemetery,	encountering	undead	and	more	fiends.	r	E	SCAPING	THE	S	IEG	E	For	characters	oflevel	6	After	bringing	Ulder	Ravengard	back	to	the	High	Hall	and	restoring	him	to	consciousness,	the	adventurers	make	plans	to	leave	Elturel	in	search	of	the	key	to	saving	the	city:	the	Sword	ofZariel.	D111GRllM	2.1:
Ct-11\PTER	2	FLOWCHllRT	abandon	their	refuge.	Spotted	by	devils,	these	citizens	are	about	to	come	under	attack,	and	the	characters	are	their	only	hope	of	survival.	Read	the	following	boxed	text	to	set	the	scene	as	the	characters	arrive	in	Elturel:	Around	the	corner	of	a	still-standing	structure	runs	a	woman	with	two	toddlers,	one	on	each	arm.	In	her
wake	amble	three	infernal	monsters	with	glaives	and	snakelike	beards.	The	fiends	are	laughing	darkly.	Three	bearded	devils	named	Blass,	Nodd,	and	Thunn	have	infiltrated	the	city	and	are	looking	to	wreak	havoc.	Harkina	Hunt	and	her	young	twin	boys,	Ezo	and	Brask,	were	out	searching	for	provisions	when	the	three	devils	spotted	them.	The	chase
has	progressed	into	this	street,	30	feet	from	the	location	of	the	characters'	arrival.	Unless	the	characters	intervene,	the	bearded	devils	reach	the	innocent	humans	within	a	few	rounds,	then	quickly	capture	them.	Once	captured,	all	three	will	be	sold	into	slavery	at	the	Wandering	Empor	ium	(see	page	126),	in	exchange	for	favors	or	goods	that	can	help
the	devils	advance	in	power.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	53	As	the	characters	take	in	this	scene,	everyone	rolls	for	initiative.	On	their	turns,	Lulu	and	Reya	see	the	three	humans	about	to	be	attacked	by	the	devils	and	immediately	move	to	defend	them,	regardless	of	what	the	characters	do.	Lulu	is	hesitant	to	use	her	trumpet	for	fear	of
hurting	the	family	or	attracting	other	fiends,	but	does	so	as	a	last	resort.	Members	of	the	Hunt	family	reduced	to	0	hit	points	by	the	devils	are	knocked	unconscious	rather	than	killed,	as	the	devils	are	hoping	to	take	them	prisoner.	These	devils	don't	offer	that	same	courtesy	to	the	characters	or	their	NPC	companions.	AFTERMATH	If	the	characters
save	the	Hunt	family,	Harkina	ex-	presses	her	undying	gratitude.	Although	a	commoner,	she	carries	a	longbow	with	which	she	is	proficient.	She	uses	it	to	protect	her	family.	In	addition	to	her	longbow,	she	carries	a	quiver	with	forty	arrows,	twenty	of	which	are	silvered.	Harkina	can	relay	the	following	information	regarding	the	current	situation	in	the
city:	•	Many	ofElturel's	citizens	died	when	the	city	was	drawn	to	this	terrible	place.	Still	more	have	died	in	the	days	since,	from	the	attacks	of	terrible	creatures,	a	lack	of	food	and	water,	and	the	collapse	of	many	of	the	city's	buildings.	•	Harkina	and	the	boys	have	been	hiding	in	the	basement	of	a	tavern	that	had	enough	reserves	of	food	and	water	to
keep	them	alive	for	a	time.	When	those	provisions	ran	out,	the	family	was	forced	to	creep	from	safety	to	search	for	more.	•	The	city	has	been	split	in	two.	Harkina	has	heard	from	other	survivors	that	this	side	of	Elturel	(formerly	the	eastern	part	of	the	city)	is	the	worse	off.	The	High	Hall-	the	great	castle	that	is	home	to	Elturel's	leaders-	is	where	she
was	planning	to	take	her	boys	to	find	safety.	HANDLING	NON	COM	BATAN	TS	The	characters	have	the	opportunity	to	rescue	survivors	in	the	eastern	part	of	Elturel,	with	all	those	survivors	desperate	to	have	the	party	escort	them	to	relative	safety	in	the	western	part	of	the	city.	When	new	fights	break	out	with	vulnerable	NPCs	in	tow,	it's	up	to	you
how	you	want	to	handle	those	NPCs	in	combat.	The	easiest	option	is	to	have	the	NPCs	stay	back	and	out	of	the	way,	limiting	their	options	to	following	the	characters	or	hiding	from	enemies.	During	fights,	you	can	effectively	forget	about	those	NPCs,	assuming	that	the	most	capable	among	them	are	dealing	with	minor	threats	in	the	background	while
the	adventurers	handle	the	potent	foes.	You	can	also	have	combat-worthy	NPCs	join	the	fight,	if	you're	up	for	running	them.	Have	all	NPCs	act	on	the	same	initiative	count,	and	focus	their	actions	on	assisting	the	characters	in	combat,	rather	than	engaging	in	side	fights	of	their	own.	If	the	characters	bring	NPCs	along,	it	increases	the	chances	of
having	an	encounter	as	the	party	moves	from	one	location	to	another.	Whenever	you	roll	the	d20	to	determine	random	encounters	{see	"More	Encounters	in	Elturel"),	an	encounter	takes	place	on	a	rol	l	of	9	or	higher.	54	CHAPTER	2	1	·~	I	ELTUR£L	HAS	FALL.EN	•	High	Overseer	Thavius	Kreeg	is	the	leader	of	the	city,	and	Harkina	hopes	that	he	is
working	on	a	plan	to	rescue	survivors	and	drive	away	the	devils.	If	he's	still	alive,	Grand	Duke	U!der	Ravengard	of	Baldur's	Gate	is	probably	at	the	High	Hall	as	well.	If	the	characters	capture	and	interrogate	a	bearded	devil,	or	any	other	devil	encountered	in	Elturel,	it	reveals	the	following	information	in	response	to	a	successful	DC	15	Charisma
(Intimidation)	check,	assuming	the	characters	agree	to	release	it:	•	The	demon	attacks	from	the	River	Styx	intensified	when	the	city	appeared	in	the	sky.	•	The	demons	are	trying	to	climb	the	binding	posts	or	fly	to	the	city,	but	the	devils	constantly	push	them	back.	The	devils	are	also	trying	to	figure	out	how	to	best	use	the	city	to	their	strategic
advantage.	•	Slowly	and	erratically,	the	spiked	posts	that	bind	Elturel	are	being	drawn	into	the	ground,	pulling	the	city	down	toward	the	River	Styx.	(The	devil	doesn't	know	how	long	that	process	will	take.)	•	The	only	reason	the	city	is	not	already	under	the	control	of	devilish	forces	is	the	demon	attacks.	Stemming	that	abyssal	tide	is	taking	all	the
devils'	resources.	•	The	devil	assumes	the	city	was	brought	here	by	Zade!,	the	ruler	of	Avernus.	MORE	ENCOUNTERS	IN	ELTUREL	After	their	initial	encounter	with	the	Hunt	famjly	and	the	bearded	devils,	the	characters	are	likely	to	want	to	get	to	the	High	Hall	as	quickly	as	possible	to	locate	Grand	Duke	Ravengard.	If	you	haven't	done	so	already,
unfold	the	poster	map	with	the	Elturel	side	facing	up	so	players	can	get	a	sense	of	the	city's	layout	and	where	they	must	go	to	reach	the	High	Hall.	Map	2.1	on	page	56	is	a	shrunk-down	version	of	this	side	of	the	poster	map.	Whenever	the	party	moves	from	one	named	location	to	another,	roll	a	d20.	A	roll	of	11	or	higher	indicates	an	encounter	while
the	characters	travel	within	the	city.	For	example,	as	the	characters	travel	to	a	bridge,	make	an	encounter	check.	Then	after	crossing	the	bridge	and	moving	toward	the	High	Hall,	make	another	check.	Also	make	checks	if	the	characters	wander	the	streets	or	go	off	in	search	of	other	survivors.	If	an	encounter	is	indicated,	roll	on	the	Encounters	in
Elturel	table	or	choose	an	encounter	you	like.	Each	encounter	can	occur	only	once.	If	you	roll	an	encounter	that	has	already	occurred,	reroll	on	the	table	or	select	a	different	encounter.	These	encounters	are	described	in	the	sections	that	follow	the	table.	ENCO	UNTERS	IN	ELTUREL	dlO	2	3	4	5	Encounter	Collapsed	building	Cry	for	help	Ghastly	meal
Ghoul	pack	Hateful	patrol	dlO	6	7	8	9	10	Encounter	Imp	sales	pitch	Narzugon	cavalier	Spouts	of	hellfire	Vrock	philosophy	Zombie	horde	COLLAPSED	BUILDING	GHOUL	PACK	A	quake	rocks	the	city,	and	a	building	collapses	in	the	distance.	The	characters	hear	cries	for	help	emerging	from	the	rubble.	To	keep	the	trapped	victims	from	suffocating	or
being	crushed,	the	characters	must	succeed	on	a	total	of	six	ability	checks	to	rescue	them	before	incurring	three	failures.	The	base	DC	for	these	checks	is	10.	Possible	checks	could	include	Strength	(Athletics)	checks	to	remove	debris,	Dexterity	(Acrobatics)	checks	to	squeeze	into	tight	places,	Intelligence	(Investigation)	checks	to	determine	the	best
place	to	dig	or	support	the	structure,	or	Wisdom	(Perception)	checks	to	notice	dangerous	areas	threatening	to	collapse	further.	You	might	also	decide	that	magic	or	other	abilities	could	result	in	automatic	successes.	During	the	rescue,	the	commotion	might	attract	devils	(see	"Hateful	Patrol"	below)	or	other	unwelcome	attention.	If	the	characters
succeed	in	the	rescue	attempt,	they	pull	out	three	lawful	good	shield	dwarves	from	beneath	the	collapsed	building:	Strovin	lronfist,	Kartra	Boulderstern,	and	Velkora	Ashenwell.	Strovin	and	Kartra	are	laborers	(use	the	commoner	stat	block),	but	Velkora	is	a	mason	and	an	acolyte	of	the	dwarven	god	Moradin.	Her	healing	powers	would	be	a	welcome
resource	at	the	High	Hall.	All	three	dwarves	speak	Common	and	Dwarvish,	and	have	darkvision	out	to	a	range	of	60	feet.	They	also	have	resistance	to	poison	damage	and	advantage	on	saving	throws	against	being	poisoned.	Seven	ghouls	roam	the	streets	of	Elturel,	looking	for	their	next	meal.	Their	leader,	formerly	an	adventuring	rogue,	wears
magical	studded	leather	armor	that	increases	its	AC	to	13	(see	"Treasure"	below).	These	former	citizens	of	the	city	died	when	Elturel	was	drawn	into	Avernus.	Their	souls	were	corrupted	by	the	terr	ible	power	of	the	plane,	leaving	them	in	these	undead	forms.	Treasure.	The	ghoul	leader	wears	+l	studded	leather	armor,	carries	an	explorer's	pack,	and
sports	a	belt	pouch	holding	a	potion	ofinvisibility.	HATEFUL	PATROL	A	merregon	(see	page	238	for	its	stat	block)	leads	three	spined	devils	through	the	streets,	looking	for	mortal	survivors	or	demons	that	have	slipped	past	the	devilish	forces	below	the	city.	The	spined	devils	grumble	in	Infernal,	unhappy	about	being	up	here	when	they	could	be
fighting	demons	in	the	battle	below.	The	merregon	takes	their	insolence	in	silence.	IMP	SALES	PITCH	As	the	characters	pass	an	alleyway,	they	notice	an	imp	talking	with	a	halfiing.	The	two	are	focused	on	each	other,	making	it	easy	for	characters	to	get	close	enough	to	overhear	the	conversation	in	Common.	The	halfiing,	a	baker	(commoner)	named
Pilster	Pebblehuck,	has	been	hiding	with	his	family	in	the	basement	of	their	bakery.	They	are	running	out	of	food,	so	Pilster	has	braved	the	streets	to	search	for	provisions.	The	imp,	Perchillux,	is	offering	Pilster	a	month's	worth	of	food	for	the	low	price	CRY	FOR	HELP	The	characters	hear	a	voice	shouting	for	help.	If	they	follow	the	voice,	they	find	a
male	human	under	attack	by	two	bulezaus	(see	page	230	for	their	stat	block)	that	slipped	past	the	devils	and	climbed	the	infernal	binding	posts	to	Elturel.	If	the	characters	save	the	man,	he	introduces	himself	as	Orin	Ragron,	a	blacksmith	who	had	a	shop	in	Elturel.	Orin	is	actually	an	incubus	in	disguise	named	Faltrax.	The	incubus	is	trying	to	gain
information	on	the	defenses	ofElturel,	which	it	then	plans	to	sell	to	the	highest	fiendish	bidder.	If	the	characters	discover	Faltrax's	true	nature,	the	incubus	flees.	GHASTLY	MEAL	The	characters	catch	of	glimpse	of	four	cloaked	figures	sneaking	out	of	an	alleyway	and	into	a	residence,	as	if	trying	not	to	be	seen.	If	the	characters	enter	the	residence,
they	see	four	gbasts	standing	around	a	table	eating	the	remains	of	a	human	family	that	perished	here	during	the	trip	to	Avernus.	The	ghasts	reek	of	death	and	decay.	When	the	ghasts	are	dealt	with,	a	successful	DC	10	Wisdom	(Perception)	check	discerns	a	faint	crying	coming	from	a	cupboard.	Inside	is	a	young	girl	called	Shorah	Hevrun.	A
noncombatant,	she	immediately	attaches	herself	to	the	first	character	who	is	kind	to	her.	Shorah	insists	on	accompanying	the	characters	until	she	feels	safe.	If	they	can	get	her	to	the	High	Hall,	each	character	gains	inspiration,	and	the	survivors	there	can	see	to	Shorah's	care.	ElTUREL	HAZARDS	In	addition	to	the	threats	they'll	face	from	fiendish
creatures	and	undead	in	Elturel,	the	characters	quickly	become	aware	of	the	threats	presented	by	the	city	itself	Falling.	Any	creature	that	falls	from	Elturel's	loca·	tion	high	above	Avernus	plummets	500	feet	into	the	soul-shattering	waters	of	the	River	Styx,	taking	70	(20d6)	bludgeoning	damage	from	the	fall.	The	memory-wiping	effects	of	the	river•are
described	on	page	76.	However,	characters	who	plunge	into	the	Styx	or	the	battle	raging	around	the	river	are	likely	killed	immediately,	with	their	bodies	beyond	recovery.	Lightning.	lightning	from	the	Companion	strikes	the	city	every	minute	or	so.	The	odds	of	the	characters	being	harmed	by	the	lightning	are	slim,	but	you	can	use	it	to	reinforce	a
sense	of	urgency	as	the	lightning	damages	a	rooftop,	triggers	a	building	collapse,	or	strikes	the	ground	nearby.	Quakes.	Every	so	often,	the	entire	city	lurches	from	side	to	side	as	the	great	posts	binding	it	to	Avernus	sink	farther	into	the	ground.	This	results	in	the	same	kind	of	damage	that	would	be	caused	by	an	earthquake	on	the	Material	Plane:
loose	objects	fall,	buildings	are	damaged,	cracks	form	in	the	ground	and	the	streets,	and	creatures	fa	ll	prone.	When	Elturel	shifts,	creatures	standing	on	any	surface	in	the	city	must	succeed	on	a	DC	10	Dexterity	saving	throw	or	fall	prone.	In	addition,	you	can	describe	other	damage	and	drama	resulting	from	a	shift.	Perhaps	a	building	collapses,
forcing	any	creature	close	enough	to	be	struck	by	fa	lling	debris	to	succeed	on	a	DC	15	Dexterity	saving	throw	or	take	7	(2d6)	bludgeoning	damage.	CHAPTER	2	I	ELTUR.EL	HAS	FALLEN	55	M/\	P	21	:	ELTUREL	of	his	soul.	Pilster	is	preparing	to	sign	the	contract	as	the	characters	come	upon	the	pair.	The	contract	is	written	on	parchment	made	of
halfling	skin.	If	any	character	interrupts	the	signing	and	asks	to	read	the	contract,	the	imp	tells	them	this	is	none	of	their	business.	Pilster	welcomes	the	interruption,	however,	since	he	is	having	second	thoughts	about	the	deal,	and	he	bands	the	contract	to	the	characters.	A	successful	DC	15	Intelligence	(Investigation)	check	penetrates	the	dense	and
convoluted	text	of	the	contract-which	will	give	the	imp	the	souls	of	Pilster's	entire	family	if	Pilster	signs	it.	If	the	characters	attack	the	imp,	it	turns	invisible	and	attempts	to	escape	as	quickly	as	possible.	lf	the	characters	save	Pilster	from	selling	his	soul,	he	thanks	the	characters	and	begs	them	to	get	him	and	his	family	to	safety.	His	wife.	Merrywile,
and	their	three	children	are	nearby.	Treasure.	In	addition	to	the	contract,	the	imp	carries	a	soul	coin	(see	page	225)	from	a	previous	interaction	that	it	plans	to	give	to	its	master.	NA	RZUGON	CAVALIER	A	narzugoo	(see	page	239	for	its	stat	block)	patrols	the	streets	of	Elturel	on	the	back	of	a	nightmare	equipped	with	infernal	tack	(see	page	224).	The
devil	has	orders	to	hunt	down	and	destroy	any	demons	that	might	have	s	lipped	past	the	battle	on	the	ground	below	and	gained	access	to	the	city.	When	Lulu	sees	the	creature,	she	tells	the	characters	that	it	is	very	powerful	and	should	not	be	confronted.	CHAPTER	2	I	ELTUREL	HAS	FALi	EN	SPOUTS	OF	HELLFIRE	The	characters	see	a	charred
humanoid	corpse	in	the	middle	of	the	street,	clutching	a	silvered	longsword	in	its	band.	When	any	creature	moves	within	5	feet	of	the	corpse,	a	gout	of	hellfire	erupts	from	it.	Any	creature	within	5	feet	of	the	corpse	must	make	a	DC	12	Dexterity	saving	throw,	taking	14	(4d6)	fire	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.
Treasure.	If	the	corpse	is	examined	further,	an	intact	vial	is	found	in	its	charred	belt	pouch.	The	vial	contains	a	potion	ofgiant	strength	(frost).	VROCK	PHILOSOPHY	A	vrock	fled	the	battle	and	flew	up	to	the	city	to	ponde	r	its	role	in	all	things.	As	long	as	the	characters	leave	it	a	lone,	it	doesn't	attack.	If	they	approach,	it	speaks	with	them,	using	its
telepathy	to	communicate	with	one	character	at	a	time	if	none	of	the	characters	speaks	Abyssal.	The	vrock	pontificates	on	the	vagaries	and	possible	meanings	of	existence.	If	the	characters	treat	it	nicely,	indulge	it	in	its	ponderings,	and	s	ucceed	on	a	DC	13	Charisma	(Persuasion)	check,	they	can	get	it	to	do	them	one	small	favor.	If	they	attack	it,	the
vrock	repays	their	hostility	in	kind.	Favors	from	the	vrock	might	include	providing	information	about	what's	happening	beneath	the	city,	about	what	forces	guard	the	bridges	between	the	city's	east	and	west	sections,	or	about	the	demons'	plan	to	use	a	portal	to	enter	the	city	(see	area	Gl2	on	page	69),	although	it	doesn't	know	where	that	portal	is.	8	..e
~	:!	ZOMBIE	H	O	RDE	As	the	characters	pass	a	building,	they	hear	a	pounding	coming	from	the	front	door.	The	door	is	stuck	but	not	locked,	requiring	a	successful	DC	15	Strength	check	to	force	it	open.	If	the	characters	do	this,	twelve	zombies	burst	from	the	building	as	an	avalanche	of	undead	bodies,	burying	anyone	standing	near	the	door	in	the
pile.	This	leaves	those	characters	and	the	zombies	prone	at	the	s	tart	of	combat.	lf	the	characters	deal	with	the	zombies	and	search	the	building,	they	discover	that	it	was	a	school.	Five	casks	each	holding	three	gallons	of	fresh	water	ar	e	stored	in	the	basement.	TORM'S	BRID	GES	Two	bridges	that	once	spanned	a	ravine	in	the	city	are	now	all	that
connect	the	east	and	west	sections	of	Elturel	over	the	great	rift	that	has	fallen	away	beneath	them.	The	north	bridge	is	called	Torm's	Reach,	while	the	south	bridge	is	named	Torm's	Blade.	Unless	the	characters	can	fly	or	teleport,	they	must	use	one	of	the	bridges	on	their	trek	toward	the	High	Hall.	When	the	characters	approach	either	bridge,	they	can
make	out	the	initial	details	of	the	rift	and	can	see	the	guards	blocking	the	path.	Read	the	following	to	set	the	scene:	A	rift	in	the	earth	divides	Eltu	rel	into	two	sections.	The	riotous	din	of	the	battle	taking	place	far	below	the	city	is	louder	here,	echoing	up	and	through	the	jagged	open	chasm.	A	bridge	twenty	feet	wide	and	more	than	a	hundred	feet
long	spans	the	chasm.	Holy	runes	etched	into	the	stonework	of	the	bridge	indicate	that	the	structure	has	been	consecrated	in	the	name	of	Torm,	god	of	courage	and	self-sacrifice.	Six	infernal	creatures	stand	guard	at	the	center	of	the	bridge,	scanning	in	all	directions.	Each	bridge	is	guarded	by	an	infernal	force	tasked	with	cutting	off	any	assistance
between	the	east	and	west	s	ides	of	the	city.	Each	group	consists	of	two	bearded	devils	and	four	spined	devils.	Unsubtle	brutes,	these	creatures	have	parked	themselves	in	the	middle	of	each	bridge	to	maintain	a	vigilant	watch.	Taking	them	on	is	a	tough	fight,	but	the	characters	might	have	a	trick	up	their	collective	s	leeves.	H	OLY	R	UNES	Any
character	trained	in	Arcana,	History,	or	Religion	recognizes	that	the	runes	etched	into	the	stonework	of	each	bridge	can	be	activated	to	produce	a	radiant	energy	harmful	to	fiends	and	undead.	A	character	touching	the	bridge	who	s	ucceeds	on	a	DC	15	Intelligence	(Religion)	check	as	an	action	can	speak	the	proper	prayers	to	Torm	to	activate	the
runes	for	1	minute.	While	the	runes	are	active,	any	fiend	or	undead	creature	that	starts	its	turn	in	contact	with	the	bridge	takes	22	(4dl0)	radiant	damage.	When	this	effect	ends.	the	runes	cannot	be	activated	again	for	1	hour.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	HIGH	HALL	Although	the	forces	of	Avernus	are	occupied	driving	back	the	demonic
attack	from	the	River	Styx,	a	few	teams	of	devils	have	been	ordered	to	infiltrate	Elturel,	sow	chaos	among	the	surviving	citizenry,	reap	the	souls	of	any	mortals	they	find,	and	test	the	city's	defenses.	The	members	of	some	of	those	advance	teams	have	noted	that	the	High	Hall	appears	to	be	the	center	of	the	city's	defenses	and	survival	efforts.	As	such,
they	have	decided	to	mount	a	quick	and	decisive	strike	against	it.	As	the	characters	approach	the	High	Hall.	they	see	that	a	devilish	assault	on	the	fortress's	cathedral	is	underway.	The	characters	can	enter	the	fray,	defeat	the	perpetrators,	and	help	bring	temporary	stability	to	the	situation.	After	defeating	the	devils,	the	characters	learn	from	the
survivors	that	Grand	Duke	Ravengard	was	at	the	High	Hall,	but	left	recently.	He	took	a	contingent	of	soldiers	with	him	to	the	city's	cemetery,	hoping	that	an	ancient	relic	found	there	might	help	save	the	city.	HIGH	H	A	LL	O	VERVIEW	The	High	Hall	is	a	grand	alabaster	castle	dedicated	to	Torm,	the	god	of	courage	and	self-sacrifice.	It	houses	many	of
Elturel's	religious	and	political	leaders-or	at	least	it	did	when	the	city	was	in	the	mortal	realm.	Shortly	after	Elturel	was	pulled	into	Avernus,	a	meteor	hurled	through	the	High	Hall,	collapsing	the	offices	and	residences	of	those	who	could	best	organize	a	defense	of	the	city.	Most	of	the	leaders	of	Elturel	were	killed	by	the	meteor,	but	Grand	Duke
Ravengard	ofBaldur's	Gate	and	his	retinue	were	spared	the	devastation.	Ravengard	immediately	took	control	of	the	situation,	marshaled	Elturel's	remaining	forces,	and	set	out	a	plan	to	protect	the	city.	Ravengard's	forces	couldn't	save	the	eastern	part	of	the	city,	and	more	frequent	demonic	and	devilish	incursions	have	worn	away	at	their	control	of
the	western	portion.	The	survivors	here-	including	the	last	of	the	city's	leadership-	have	taken	up	residence	in	the	cathedral	part	of	the	High	Hall,	perhaps	the	most	secure	and	sturdy	edifice	left	in	Elturel.	Yet	even	the	cathedral	is	under	assault,	and	without	the	characters'	assistance,	its	defenders	are	sure	to	fall.	APPROACHING	THE	H	IGH	HALL
When	the	characters	approach	the	High	Hall,	read	the	following	boxed	text	to	describe	the	scene:	This	clifftop	castle	was	once	the	crowning	architectural	jewel	of	Elturel.	Only	three	of	its	five	watchtowers	towers	still	stand,	though	they	appear	abandoned.	The	wooden	gates	that	once	led	into	the	castle	grounds	have	been	shattered,	leaving	a	gaping
hole	in	the	wall.	The	west	side	of	the	castle	has	been	reduced	to	a	pile	of	smashed	brick	and	broken	wood.	The	surviving	buildings	are	blackened	by	soot.	At	the	center	of	the	castle	grounds,	the	High	Hall	cathedral	stands	defiant.	No	threats	reveaJ	themselves	to	the	characters	as	they	enter	the	castle	grounds.	Once	inside,	they	spot	two	humans	in
plate	armor	lying	dead	on	the	ground	near	the	shattered	gate,	blood	still	oozing	from	their	bite	wounds.	As	the	characters	approach	the	center	of	the	courtyard,	they	see	two	h	ell	hounds	standing	guard	in	front	of	the	cathedral	doors.	These	fiends	have	been	instructed	by	their	devil	masters	to	prevent	any	mortal	creatures	from	entering	or	leaving	the
cathedral.	The	characters	must	defeat	the	hell	hounds	to	gain	access	to	the	cathedral.	Have	them	make	a	DC	15	group	Dexterity	(Stealth)	check	to	find	cover	amid	the	rubble	as	they	move.	If	half	or	more	of	the	characters	succeed	on	their	individual	checks,	the	group	check	is	successful,	allowing	the	characters	to	reach	the	base	of	the	cathedral	steps
without	being	noticed	by	the	hell	hounds.	This	grants	the	characters	surprise	when	the	fight	begins.	CATHEDRAL	ASSAULT	Four	groups	of	devils	and	their	allies	are	moving	through	the	cathedral.	These	groups	are	spread	out	to	cause	as	much	havoc	as	possible,	and	have	orders	to	kill	everyone	in	their	path.	As	the	DM,	you	can	decide	where	the
characters	encounter	each	of	these	groups.	These	encounters	are	meant	to	be	run	separately,	although	running	two	encounters	back-to-back	with	no	chance	for	the	characters	to	rest	or	heal	can	be	a	good	challenge	for	a	powerful	party.	If	you	want	to	keep	these	encounters	simple	and	straightforward,	you	can	have	them	take	place	in	locations	with	no
strange	effects	or	hazards.	If	you	want	to	make	an	encounter	more	interesting,	have	the	combat	take	place	during	a	quake	(see	the	"Elturel	Hazards"	sidebar,	page	55).	If	you	want	a	fight	to	go	easier	for	the	characters,	have	some	of	the	foes	withdraw	or	have	some	NPC	survivors	assist	the	characters.	Most	of	the	survivors	currently	in	the	cathedral
are	preparing	for	a	last	stand	in	the	main	crypts	(area	H16),	so	that	area	should	be	free	of	devils	unless	the	characters	arrive	there	just	as	the	devils	do.	GROUP	1:	ABISHAI	AND	CULTISTS	This	group	is	led	by	the	mastermind	behind	the	raid	on	the	cathedral:	Victuusa,	a	white	abis	hai	(see	page	241	for	its	stat	block).	Victuusa	serves	both	Tiamat	and
Zariel	in	an	attempt	to	gain	the	most	favor,	and	is	presently	searching	for	the	leaders	of	the	Elturel	resistance.	It	wants	nothing	more	than	to	deliver	the	heads	of	those	leaders	to	Zariel	personally.	Victuusa	leads	six	lawful	evil	human	cultists	devoted	to	Zariel.	GROUP	2:	CRAB	ATTACK	A	barbed	devil	named	Dreb	marshals	a	pack	of	eight	giant	crabs
through	the	cathedral.	These	crabs	look	and	act	like	normal	giant	crabs,	except	for	the	spines	protruding	from	their	shells	and	the	vile	brimstone	smell	they	exude.	The	clacking	of	the	crabs'	claws	on	the	marble	floors	of	the	cathedral	makes	it	impossible	for	this	group	to	sneak	up	on	anyone.	CHAPTER	2	I	El-TUREL	HAS	FALLEN	59	G	ROUP	3:	D
EVILISH	BRIGANDS	A	spioed	devil	leads	three	human	brigands	(use	the	bandit	captain	stat	block	to	represent	them)	on	a	rampage.	The	brigands	were	drive	n	mad	by	the	journey	to	Avernus,	and	have	now	pledged	themselves	to	their	spined	devil	master.	Their	madness	causes	them	to	bellow	and	gibber	as	they	move	through	the	cathedral.	The	spined
devil	roars	at	them	as	it	uses	its	telepathy	to	order	them	to	focus	.	This	lack	of	caution	and	discipline	makes	ambushing	or	sneaking	up	on	the	group	easy,	granting	advantage	on	Dexterity	(Stealth)	checks	to	do	so.	G	ROUP	4:	HELLISH	H	UNT	ERS	A	merregon	(see	page	238	for	its	stat	block)	oversees	a	mangy	pair	of	hell	hounds.	The	devil	uses	the
hounds	to	sniff	out	survivors	who	might	be	hiding.	Most	of	these	descriptions	highlight	what	the	areas	contain	if	a	devil	attack	has	not	ta	ken	place	there.	Based	on	the	encounters	provided	in	the	"Cathed	ra	l	Assault"	section	above,	you	can	adjust	the	text	to	describe	what	is	happening	in	an	area	and	what	it	looks	like	during	or	after	a	devil	attack.	Hl.
HALL	OF	H	EROE	S	Read	the	following	as	the	characters	enter	this	area:	At	the	top	of	the	stairs	leading	up	to	the	cathedral,	an	archway	opens	into	a	long	hall	containing	eight	columns.	Some	of	the	columns	have	been	carved	to	represent	Torm,	but	the	infernal	magic	of	Avernus	has	warped	the	others	to	represent	likenesses	of	a	winged	female	devil
wielding	a	luminous	sword.	HIGH	HALL	CATHEDRAL	Three	levels	make	up	the	High	Hall	cathedral:	the	cathedral	level	(areas	Hl	through	H6),	the	choir	level	(areas	H7	through	H9),	and	the	catacombs	level	(areas	HlO	through	H17).	These	locations	are	keyed	to	map	2.2	(page	61),	map	2.3	(page	62),	and	map	2.4	(page	63),	respectively.	60	The	devil
represented	in	the	magically	altered	columns	is	Zariel.	T	he	wooden	doors	leading	into	the	grand	foyer	have	been	broken	open	by	the	invading	devils	(s	ee	"Cathedral	Assault.''	page	59)	and	remain	ajar.	Four	guards	lie	dead	in	the	doorways,	eviscerated	by	one	of	those	devil-led	groups.	HIC	H	H	ALL	C	ATHEDRAL	FEATURES	H	2.	GRAND	FOYER
Unless	otherwise	noted,	the	High	Hall	cathedral	has	the	following	recurring	featu	res.	Art.	Once	decorated	with	beautiful	paintings,	statues,	and	other	works	that	depicted	the	strength	and	valor	of	Eltu	rel's	people,	the	cathedral	was	magically	transformed	when	Elturel	was	pulled	into	Avernus.	Now	its	artwork	is	a	testament	to	the	devils'	superiority
and	strength,	showing	scenes	of	mortals	succumbing	to	temptation,	dying	at	the	hands	of	fiends,	and	suffering	eternal	torture.	When	viewed,	those	images	shift	and	swirl	unsettlingly.	A	detect	magic	spell	reveals	that	the	frescoes,	mosaics,	paintings,	and	tapestries	of	the	cathedral	radiate	auras	of	illusion	magic.	These	effects	end	if	Elturel	is	freed
from	the	chains	of	Avernus.	Dimensions.	Each	of	the	three	levels	of	the	cathedral	is	set	20	feet	higher	than	t	he	one	below	it.	Rooms	in	the	cathedral	are	15	feet	high,	and	have	8-foot-high	doorways	connecting	them.	Doors.	The	doors	of	the	cathedral	are	made	of	iron.	Each	door	is	a	Large	object	with	AC	19,	27	hit	points,	and	immunity	to	poison	and
psychic	damage.	If	a	door	in	the	cathedral	is	locked,	it	can	be	unlocked	with	a	successful	DC	17	Dexterity	check	with	thieves'	tools,	or	forced	open	with	a	successful	DC	20	Strength	(Athletics)	check.	Jllumination.	Areas	within	the	cathedral	are	brightly	lit	by	continual	flame	spells	cast	on	wall	sconces.	Walls.	Clim	bing	the	outside	walls	of	the	cathedral
without	equipment	requires	a	successful	DC	15	Strength	(Athletics)	check.	Windows.	Most	of	the	cathedral's	wi	ndows	were	shattered	du	ring	the	descent	into	Avernus,	but	the	windows	are	covered	by	defensive	shutters	that	are	latched	from	within	and	swing	outward	on	iron	hinges.	A	successful	DC	17	Strength	(Athletics)	check	or	DC	15	Dexterity
check	with	thieves'	tools	opens	a	shutter	from	the	outside.	Each	shutter	is	a	Large	object	with	AC	19,	27	hit	points,	and	immunity	to	poison	and	psychic	damage.	The	foyer	holds	two	circular	sta	irwells.	each	leading	up	to	area	H7	on	the	choir	level.	Decorated	pillars	here	depict	symbols	and	scenes	representative	of	Torm.	Curta	ins,	some	of	them
shredded	by	weapons	and	claws,	separate	this	area	from	the	heart	of	the	cathedral.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	H3	.	CENTRALALTAR	Read	the	following	as	the	characters	enter	this	area:	An	altar	rests	on	a	raised	dais	in	t	his	broad	hall.	Made	of	beautifully	polished	teakwood	,	it	takes	the	shape	of	a	gauntleted	hand	clenched	into	a	fist.	A
large	lever	stands	next	to	the	alta	r,	suggesting	that	it	has	some	sort	of	mechanical	function.	The	lever	can	be	pulled	to	open	the	hand,	so	that	offerings	to	Torm	or	bodies	undergoing	rituals	can	be	placed	upon	it.	Activating	the	Altar.	Even	with	all	that	has	happened	in	the	city,	this	altar	remains	consecrated	to	Torm.	A	creature	that	touches	the	altar	a
nd	s	ucceeds	on	a	DC	15	Charisma	(Religion)	check	rega	ins	all	its	hit	points.	This	check	can	be	attempted	only	once	for	any	creature.	Though	the	power	of	the	altar	works	for	any	creature,	it	is	specifically	attuned	to	those	dedicated	to	Torm.	Clerics	a	nd	paladins	of	Torm	have	advantage	on	the	check.	Secret	Door.	Any	character	who	searches	the	altar
while	the	hand	is	opened	and	succeeds	on	a	DC	15	Wisdom	(P	erception)	check	detects	a	large	secret	panel	in	the	palm	of	the	hand.	The	panel	opens	easily,	revealing	a	concealed	staircase	descending	into	the	central	portion	of	the	catacombs	level,	just	west	of	area	HlS.	UptoH7	~	H2	~	UptoH7	MllP	2	.	2:	H	tGM	HllLL	CllTMEORAl	H4.	PRIVATE
CHAPELS	These	areas	can	be	curtained	off	for	small	private	ceremonies.	Each	of	these	chapels	contains	the	bodies	of	dead	guards,	as	well	as	the	foul	remains	of	infernal	creatures	that	died	during	the	initial	attack	on	the	cathedral.	The	columns	at	the	north	and	south	ends	of	each	area	have	stone	altars	set	before	them.	Survivor.	Seltern	Obranch,	a
druid	dedicated	to	Silvanus,	was	here	when	the	attack	took	place.	After	being	knocked	down	in	the	melee,	he	feigned	his	demise	to	trick	his	attackers.	If	the	characters	search	the	bodies,	they	notice	Seltern	open	his	eyes.	lf	the	characters	treat	him	kindly,	Seltern	tells	of	how	forces	of	devils	assaulted	the	cathedral.	He	knows	nothing	of	the	current
state	of	the	place,	but	can	tell	the	characters	that	all	in	the	cathedral	knew	to	flee	to	the	main	crypts	(area	Hl6)	in	case	of	an	attack.	Seltern	has	been	using	the	goodberry	spell	to	help	keep	those	in	the	cathedral	alive.	However,	his	connection	to	his	beloved	nature	grows	weaker	by	the	day,	and	he	fears	he	may	soon	be	unable	to	cast	spells	at	all.
Though	he	is	not	truly	in	danger	of	losing	this	ability	(his	resolve	is	simply	shaken),	this	can	provide	a	roleplaying	opportunity	for	the	characters	to	boost	his	spirits	and	strengthen	his	faith.	H5.	STAIRS	TO	RESIDENCES	These	circular	stairs	once	led	to	residences	and	offices.	They	are	now	choked	with	rubble,	as	the	sections	that	housed	those	spaces
were	destroyed.	H6.	DESECRATED	ALTAR	OF	TORM	Read	the	following	as	the	characters	enter	this	area:	This	private	chapel	holds	a	desecrated	altar	with	a	decidedly	fiendish	air.	Once	dedicated	to	Torm,	the	alta	r's	features	have	been	defaced	with	blood,	ichor,	and	torn	strips	of	tlesh	lashed	together	with	sinew	and	intestines.	This	private	chapel	is
similar	to	those	of	area	H4.	The	devils	currently	rampaging	through	the	cathedral	defaced	the	holy	altar	to	Torm.	Any	creature	that	doesn't	actively	worship	or	swear	fealty	to	Zariel	that	starts	its	turn	within	20	feet	of	the	profane	altar	gains	vulnerability	to	all	damage,	accompanied	by	the	sensation	of	their	bones	becoming	brittle	and	their	skin	feeling
dry	and	cracked.	The	altar	can	be	restored	and	its	profane	effect	ended	in	the	following	ways:	A	character	who	kneels	before	the	altar,	prays	to	Torm	for	1	minute,	and	succeeds	on	a	DC	15	Intelligence	(Religion)	check	at	the	end	of	the	prayer	causes	Torm's	power	to	wash	over	the	altar	and	wipe	clean	the	blood	and	other	desecrating	elements.	•
Splashing	at	least	three	flasks	of	holy	water	on	the	altar	destroys	the	desecrating	elements	and	purifies	the	altar.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	61	H8.	1	square=	10	feet	,	,'	~	"~	D	D	EFENSES	Two	defensive	turrets	decorate	the	front	of	this	area,	looking	down	over	the	courtyard.	Arrow	slits	in	the	walls	of	each	turret	offer	a	view	of	the
ground	below,	but	are	too	narrow	for	even	Small	creatures	to	squeeze	through.	The	north	turret	contains	a	traumatized	male	human	guard	named	Trevick	Thantorme.	The	other	guards	here	ran	downstairs	when	the	attack	started,	only	to	quickly	fall.	The	panicked	Trevick	remained	here,	and	now	sits	curled	up	and	whispering	to	himself	that
everything's	going	to	be	okay.	A	successful	DC	10	Charisma	(Persuasion)	check	restores	Trevick's	courage,	as	does	a	calm	emotions	spell	or	similar	effect.	If	the	characters	allow	it.	Trevick	vows	to	accompany	them	on	their	hunt	for	the	devils.	However,	the	first	time	he	takes	any	damage,	he	curls	up	in	a	ball	again,	requiring	another	check	made	as	an
action	to	get	him	back	in	the	fight.	DowntoH2	H9.	B	ALCONY	The	doors	leading	out	onto	this	balcony	are	locked	from	the	inside.	The	balcony	is	30	feet	above	the	outside	courtyard	below.	HlO.	MAP	H7.	2.3:	HIGH	HALL	CATHED	R	Ai.,	C	H	O	IR	LEVEL	P	I	PE	ORGAN	The	circular	stairs	from	area	H2	lead	up	to	this	area.	Read	the	following	boxed	text
aloud	to	the	players	when	their	characters	arrive	here	for	the	first	time:	Situated	atop	this	balcony	is	a	magnificent	pipe	organ.	Its	ivory	keys	practically	glow,	even	as	its	ebony	keys	seem	to	absorb	all	light.	The	balcony	looks	out	over	area	H3.	Any	character	who	sits	down	at	the	pipe	organ	can	feel	that	it	is	enchanted	with	powerful	magic,	and	a
detect	magic	spell	reveals	an	aura	of	enchantment	magic	around	it.	A	character	who	plays	the	organ	and	succeeds	on	a	DC	15	Charisma	(Performance)	check	can	play	a	powerful	song	that	resonates	throughout	the	cathedral.	This	song	grants	a	bonus	die,	a	d8,	to	every	other	player	character	who	can	hear	it.	A	character	can	only	receive	this	benefit
only	once,	and	the	d8	can	be	added	to	one	attack	roll,	ability	check,	or	saving	throw	made	by	the	character	in	the	next	24	hours.	If	the	Charisma	(Performance)	check	fails	by	5	or	more,	a	screeching,	hellish	tune	erupts	from	the	organ	instead.	Inspired	by	this	cacophony,	each	devil	the	characters	face	in	the	next	combat	encounter	in	the	cathedral	has
advantage	on	attack	rolls	during	its	first	turn.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	R	ECESSED	MAUSOLEUMS	These	areas	are	the	final	resting	places	of	esteemed	priests,	warriors,	and	other	dedicated	servants	of	Elturel.	For	each	of	these	areas	the	characters	enter,	roll	a	d6.	On	a	1,	the	characters	discover	ld4	frightened	commoners	in	hiding	(if
the	devils	haven't	found	them)	or	a	number	of	mangled	bodies	(if	the	devils	did).	As	the	DM,	you	determine	the	fates	of	these	commoners.	If	the	characters	are	dawdling	because	the	players	don't	appreciate	the	gravity	of	the	threat	to	the	survivors	in	the	cathedral,	coming	upon	deceased	commoners	can	help	underline	that	threat.	Having	the	players
understand	that	these	deaths	might	have	been	prevented	if	they	had	acted	more	quickly	is	a	good	way	to	inspire	the	characters	to	act	with	a	little	more	urgency.	Hll.	VAULTS	These	vaults	are	used	for	holding	bodies	waiting	to	be	interred	in	some	other	part	of	the	cathedral,	or	in	Elturel's	cemetery.	The	only	bodies	presently	here	are	people	who	died
as	the	city	was	drawn	to	Avernus.	Hl2.	TEMPLE	OF	THE	H	IGHEST	This	large	temple	was	used	for	private	ceremonies	involving	the	most	powerful	and	respected	figures	in	Elturel.	Each	of	the	semicircular	alcoves	here	contains	an	elaborate,	upright	sarcophagus	holding	the	body	of	a	former	high	priest	of	Torm.	A	sarcophagus	can	be	opened	with	a
successful	DC	20	Dexterity	check	by	a	character	proficient	with	thieves'	tools.	Eleven	of	the	sarcophagi	contain	partially	decomposed	bodies.	The	twelfth	sarcophagus	holds	a	mummy,	which	attacks	as	soon	as	its	coffin	is	opened.	Treasure.	Each	sarcophagus	contains	personal	effects,	but	the	sarcophagus	with	the	mummy	also	contains	bracers
ofdefense	and	a	yellow	diamond	elemental	gem.	(The	mummy	does	not	use	these	items	in	combat.)	1	square	=	10	feet	MAP	2	.	4	:	H	IGH	HALL	CATACOMBS	Hl3.	H	A	LL	OF	SCHOLARS	This	crypt	holds	the	bones	of	those	who	served	Torm	and	Elturel	through	their	knowledge	instead	of	magic	or	skill	at	arms:	teachers,	engineers,	sages,	and	other
public	servants.	Plain	stone	shelves	in	the	eleven	alcoves	each	bold	one	set	of	remains.	Treasure.	A	rogue	who	worked	in	the	cathedral	used	this	room	to	hide	her	stolen	goods.	Behind	the	bones	on	one	shelf	are	nine	red	amethysts	(50	gp	each)	and	a	potion	ofgreater	healing.	H	l4	.	C	HAMBER	OF	T	ORM'S	COUNCIL	A	large	oval	table	made	of	fine	red
oak	fills	the	center	of	this	room,	and	is	surrounded	by	forty	comfortable	chairs.	This	chamber	was	used	for	meetings	with	individuals	chosen	to	provide	counsel	to	the	high	priests.	woman	wielding	a	greatsword	marched	up	to	the	dragon	and	hacked	at	the	beast	with	mighty	swings.	Before	the	stunned	creature	could	fly	away,	she	slew	it.	A	startled	and
overwhelmed	populace	rushed	toward	the	woman	to	thank	and	reward	her	for	her	bravery.	As	they	approached,	however,	she	fell	dead.	The	unknown	woman	was	laid	to	rest	in	this	special	place	in	the	cathedral,	and	her	body	has	never	decomposed.	Her	nonmagical	greatsword	was	placed	at	her	side.	Rumors	suggest	that	she	was	an	incarnation	of
Torm,	or	that	Torm's	essence	filled	the	woman	and	inspired	her	to	defeat	the	threat.	Any	devil	that	enters	the	stairs	or	the	alcove	leading	to	this	area	is	struck	with	intense	pain,	imposing	disadvantage	on	its	attack	rolls	while	it	remains	in	this	area.	Hl6	.	MAIN	C	RYPTS	Read	the	following	as	the	characters	enter	this	area:	Hl5.	UNK	NOWN	H	ERO
Read	the	following	as	the	characters	enter	this	area:	This	small,	isolated	tomb	opens	up	at	the	end	of	a	flight	of	broad	stairs	off	the	open	central	area	of	this	level.	The	body	of	a	young	woman	lies	on	the	bier,	a	gleaming	greatsword	at	her	side.	Years	before	the	Companion	appeared	in	the	sky,	a	young	red	dragon	made	life	miserable	for	the	residents	of
Elturel.	It	ate	livestock,	burned	crops,	and	demanded	tribute.	Then	one	day,	a	scruffy-looking,	unarmored	This	large	crypt	area	is	presently	home	to	over	a	hundred	frightened	people.	They	cower	behind	sarcophagi	and	in	alcoves,	their	eyes	red	and	their	cheeks	stained	with	tears.	Standing	before	a	large	font	is	a	haggard	woman,	her	gray	hair	matted
with	sweat.	With	one	arm,	she	clutches	a	leather-bound	tome	to	her	breast.	In	the	other	hand,	she	wields	a	ceremonial	mace	that	would	probably	shatter	if	it	struck	anything	harder	than	a	pillow.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	Pherria	and	the	others	expected	Ravengard	back	hours	ago.	Pherria	is	now	worried	that	some	terrible	fate	bas
befallen	the	duke.	If	the	characters	are	in	rough	shape	from	their	trials	so	far,	Pherria	suggests	that	they	get	a	good	rest,	then	go	as	quickly	as	possible	to	the	cemetery	to	search	for	Ravengard	and	his	retinue.	H17.	E	SCAPE	TuNNEL	This	tunnel,	accessible	from	beneath	one	of	the	holy	water	fonts	in	area	Hl6,	leads	from	under	the	cathedral
catacombs	and	away	from	the	High	Hall.	The	tunnel	now	ends	at	a	gaping	hole	in	the	floating	earthmote	to	which	Elturel	clings,	some	five	hundred	feet	above	the	River	Styx.	GRAND	CEMETERY	Before	the	characters	search	for	Grand	Duke	Ravengard	in	Elturel's	cemetery,	they	should	advance	to	6th	level.	As	the	characters	approach	the	cemetery,
read	the	boxed	text	below	to	describe	its	current	state:	TOME	OF	THE	CREED	RESOLUTE	The	ten-foot-high	brass	fence	that	once	surrounded	These	crypts	house	the	remains	of	numerous	worship·	ers	and	servants	of	Torm	interred	over	the	past	century.	Currently,	more	than	one	hundred	frightened	survivors	of	the	attack	on	the	High	Hall	are	in
hiding	here,	waiting	for	their	doom.	Standing	between	them	and	death	is	a	lone	a	colyte,	Pherriajynks.	With	alJ	the	cathedral's	priests	dead	and	no	one	of	higher	authority	to	help	her,	she	does	her	best	to	keep	people	calm	and	quiet.	A	simple	sage	and	an	expert	on	possession	and	exorcism,	she	is	only	just	starting	her	career	as	a	servant	of	Torm.	Tome
ofthe	Cr	eed	R	esolute.	The	book	in	Pherria's	possession	is	titled	Tome	of	the	Creed	Resolute.	Written	on	the	first	page	of	this	book	is	the	oath	that	all	citizens	of	Elturgard	take	when	they're	old	enough	to	read,	swearing	to	defend	Elturel	body	and	soul.	The	rest	of	book	is	filled	with	signatures,	all	of	which	look	like	they	were	written	by	the	same	hand.
When	a	citizen	of	Elturgard	places	a	hand	on	the	book	and	recites	the	oath,	its	name	magically	appears	in	the	book	as	a	signature.	The	book	can	magically	gain	new	pages	as	needed	to	accommodate	new	signatures.	Pherria	took	the	Tome	of	the	Creed	Resolute	from	the	cathedral	to	safeguard	it.	The	book	is	merely	a	record	of	everyone	who	has	taken
the	Creed	Resolute	oath.	Its	destruction	doesn't	break	the	agreements	that	bind	the	souls	of	Elturel's	people	to	Avernus.	Holy	Water	Fonts.	The	two	wide	fonts	here	contain	water	that	has	been	blessed	by	priests,	enough	to	fill	fifty	flasks	with	holy	water.	A	successful	DC	15	Intelligence	(Investigation)	check	notices	odd	details	in	the	stonework	around
one	of	the	fonts,	which	covers	a	secret	tunnel	(area	H17).	Development.	Pherria	tells	the	characters	that	Grand	Duke	Ravengard	took	a	group	of	guards	to	the	city's	grand	cemetery	to	investigate	the	proliferation	of	uodead	in	that	area.	As	well,	Ravengard	was	hoping	that	a	holy	relic	in	the	cemetery	chapel	called	the	Helm	ofTorm's	Sight	might
provide	some	awareness	into	Elturel's	dire	circumstances	and	possible	salvation.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	Elturel's	cemetery	has	fallen	in	numerous	places,	and	a	wide	gate	allowing	access	to	the	grounds	has	been	torn	from	its	hinges.	Severed	humanoid	body	parts	adorn	the	spikes	atop	the	fence	posts.	Some	of	the	body	parts	wriggle
and	writhe	as	if	undead,	twitching	in	concert	with	the	lightning	flashes	of	the	Companion.	Cracked	gravestones	and	crumbling	monuments	are	scattered	across	the	cemetery	grounds,	whose	center	is	occupied	by	a	chapel	dedicated	to	Lathander,	Torm,	Helm,	and	Tyr.	That	once-holy	structure	now	glows	with	a	fetid	purple	radiance.	Elturel's	grand
cemetery	was	once	a	beautiful	memorial	to	those	who	had	passed	into	the	realms	beyond.	Picturesque	flowers	and	grass	framed	the	graves,	statues,	and	mausoleums	that	were	once	respectful	reminders	of	the	dead.	When	Elturel	was	pulled	into	Avernus,	the	cemetery's	flowers	wilted	and	its	stone	monuments	cracked.	Then	Gideon	Lightward,	a	priest
loyal	to	Zariel,	used	the	dark	energy	of	the	Companion	to	raise	the	city's	dead	as	his	minions.	At	the	same	time,	a	magical	effect	in	the	OS·	suary	level	beneath	the	cemetery's	chapel	gave	demons	access	to	an	intermittently	operational	portal	they	could	use	to	enter	the	city.	So	far,	only	a	few	demons	have	arrived,	but	more	will	come	if	it's	not	closed
soon.	Grand	Duke	Ravengard	is	one	of	many	people	who	know	of	a	relic	of	Torm	kept	beneath	the	cemetery	chapel.	The	Helm	of	Torm's	Sight	is	said	to	give	a	worthy	soul	the	ability	to	commune	directly	with	that	noble	god.	The	duke	and	his	guards	came	to	the	cemetery	to	assess	the	threat	of	its	undead	and	to	search	for	the	relic,	but	were	waylaid	by
both	demons	and	devils.	When	the	characters	find	him,	Ravengard	is	locked	in	a	life-and-death	struggle	with	a	demonic	force	in	the	vault	of	ascendance	(area	Gl2).	GIDEO	N	L	IGH	TWARD	Gideon	Lightward	was	a	priest	of	Lathaoder	who	served	Elturel	and	his	deity	proudly.	Zariel	saw	that	his	fervor	could	be	an	asset	to	her,	so	she	sent	devils	to
corrupt	him	in	the	months	leading	up	to	the	fall	ofElturel.	The	devils	posed	as	angels,	offering	Gideon	increased	power	if	he	would	dedicate	himself	to	fighting	the	ever-present	threat	of	demons.	Gideon	slowly	gave	up	his	sanity	and	free	will	to	the	devils,	leaving	him	corrupted	by	Zariel	and	fully	serving	her	in	the	months	leading	up	to	Elturel's	fall.	He
died	during	the	destruction	wrought	as	the	city	was	drawn	to	Avernus,	but	the	priest	rose	as	an	undead	creature.	Even	as	an	undead,	Gideon	remains	his	mistress's	most	loyal	servant	in	Elturel.	He	sees	his	cause	as	a	noble	one-fighting	the	demons	whose	chaos	marks	the	end	of	all	things.	But	his	mind	is	broken	and	filled	with	hatred	for	those	who
refuse	to	follow	his	commands.	Because	of	his	obsession	with	destroying	demons,	the	characters	might	be	able	to	temporarily	ally	with	Gideon	to	deal	with	the	threat	posed	by	the	demon	portal.	Unfortunately,	unless	they	can	trick	him	completely,	the	undead	priest	won't	let	the	characters	leave	the	cemetery	without	a	fight.	Years	ago,	a	wise	and
humble	acolyte	of	Torm	named	Opallita	the	Devout	wanted	to	speak	directly	to	her	god.	Through	decades	of	constant	prayer	in	the	crypts	beneath	the	chapel,	she	created	a	direct	link	between	the	ossuary	and	the	celestial	essence	of	Torm,	as	her	prayers	made	the	chamber	that	she	prayed	in	sensitive	to	psychic	connections	between	mortals	and
higher	powers.	When	Elturel	was	drawn	to	Avernus,	the	link	between	the	chamber	and	Torm	was	corrupted.	This	corruption	was	sensed	by	the	demon	lord	Baphomet.	Seizing	upon	that	link,	Baphomet	used	it	as	an	anchor	point	to	slowly	and	methodically	send	demons	through	to	the	city.	Even	now,	the	demon	lord	and	his	minions	work	to	widen	and
strengthen	the	connection,	hoping	to	eventually	allow	entire	armies	of	demons	into	Avernus	by	way	ofElturel.	l	anguages	Common	Challenge	6	(2,300	XP)	GIDEON	LIGHTWARD	Medium	undead,	lawful	evil	Armor	Class	11	Hit	Points	136	(16d8	+	64)	Speed	30	ft.	STR	18	(+4)	DEX	13	(+l)	CON	18	(+4)	INT	10	(+O)	WIS	18	(+4)	CHA	13	(+1)	Saving
Throws	Dex	+4,	Con	+7,	Wis	+7	Skills	Insight	+7,	Religion	+6	Damage	Vulnerabilities	radiant	Damage	Resistances	bludgeoning,	piercing,	and	slashing	damage	from	nonmagical	attacks	Damage	Immunities	necrotic,	poison	Condition	Immunities	exhaustion,	paralyzed,	poisoned	Senses	darkvision	60	ft.,	passive	Perception	14	Regeneration.	Gideon
regains	10	hit	points	at	the	start	of	each	of	his	turns.	lfhe	takes	radiant	damage,	this	trait	doesn't	functio	n	at	the	start	of	his	next	turn.	Gideon	is	destroyed	only	if	he	starts	his	turn	with	0	hit	points	and	doesn't	regenerate.	ACTIONS	Mu/tiattack.	Gideon	attacks	twice	with	his	fists.	Fist.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	11
(2d6	+	4)	bludgeoning	damage.	Withering	Gaze.	Gideon	targets	one	creature	he	can	see	within	60	feet	of	him.	The	target	must	make	a	DC	15	Constitution	saving	throw,	taking	22	(4dl0)	necrotic	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful	one.	CHAPTER	2	I	ELTUREL	RAS	FALLEN	EXPLORING	TH	E	CEMETERY	The	section
describes	locations	in	the	city's	cemetery-	both	the	chapel	and	the	areas	around	it	(areas	Gl	through	G6),	and	a	subterranean	ossuary	level	beneath	the	chapel	(areas	G7	through	G12).	The	descriptions	of	the	areas	in	this	section	are	keyed	to	map	2.5	(page	67)	and	map	2.6	(page	69).	Several	graves	have	been	dug	up,	leaving	pits	in	the	earth	that	are	6
feet	deep,	2	feet	wide,	and	7	feet	long.	A	number	of	stone	mausoleums	stand	vacant.	their	doors	hanging	open.	The	interior	of	a	mausoleum	is	dimly	lit	when	its	door	is	open	and	shrouded	in	darkness	when	the	door	is	closed.	As	the	characters	investigate	the	cemetery,	they	observe	dozens	of	skeletons	and	zombies	moving	about	the	grounds.	These
undead,	wandering	aimlessly	and	without	direction,	pose	no	threat	to	the	characters	on	their	way	into	the	chapel.	However,	if	the	characters	fail	to	deal	with	Gideon	before	leaving	Elturel,	the	priest	has	time	to	coordinate	the	efforts	of	the	undead,	turning	them	into	a	pote	nt	threat	against	the	city.	APPROACHING	THE	CHAPEL	As	the	characters
draw	near	the	chapel,	they	are	accosted	by	three	minotaur	skeletons-slain	servants	of	Baphomet	stripped	of	flesh	and	animated	by	Gideon	using	the	power	of	the	Companion.	These	skeletons	attack	any	intruders	on	the	cemetery	grounds.	When	the	minotaur	skeletons	are	disposed	of	and	the	characters	get	their	first	close	look	at	the	chapel,	read	the
following	to	set	the	scene:	The	city's	descent	into	Avernus	has	taken	its	toll	on	this	once	beautiful	chapel.	Nearly	all	the	stained	glass	windows	along	the	outside	walls	have	been	smashed,	and	the	main	doors	hang	open.	No	sign	of	any	other	creatures	in	or	around	the	building	can	be	seen.	Characters	can	easily	force	their	way	into	the	chapel	through
any	of	its	broken	stained-glass	windows,	or	can	enter	through	the	main	entrance	at	area	Gl	or	the	unlocked	back	door	into	area	G3.	Gl.	WALK	OF	BRAVERY	Read	the	following	as	the	characters	approach	this	area:	Carved	pillars	resembling	heroes	of	Elturel's	past	decorate	this	white	marble	patio	leading	into	the	main	chapel.	The	dark	mahogany
doors	are	ajar,	and	the	remains	of	the	patio's	windows	have	spread	shattered	stained	glass	Looren,	Dopp	Hoosser,	Whrenk	the	Bloody,	Laveil	deNue,	and	VanLancer	Eagletalon.	A	successful	DC	10	Intelligence	(Arcana	or	Religion)	check	made	to	study	the	carved	pillars	reveals	that	a	pillar	can	be	empowered	with	radiant	energy	if	the	name	of	the	hero
it	represents	is	spoken	aloud	as	an	action.	Any	undead	creature	that	moves	within	5	feet	of	an	empowe	red	statue	for	the	first	time	on	a	tum	or	starts	its	turn	there	takes	5	(ldlO)	radiant	damage.	Each	pillar	is	hollow	and	houses	an	incorporeal	undead	creature:	four	s	hadows	and	four	specters	in	total.	Seven	of	the	undead	emerge	from	the	pillars	to
attack	any	character	who	attempts	to	enter	the	chapel.	The	specter	closest	to	the	priest	quarters	(area	GS)	instead	attempts	to	move	to	that	area	and	warn	Gideon	of	the	intruders.	If	warned,	Gideon	quickly	moves	to	area	G4	and	prepares	to	defend	the	chapel,	while	the	specter	returns	to	join	the	fray.	G2.	CHAPEL	OF	LIGHT	Read	the	fo	llowing	as	the
characters	enter	this	area:	The	once-beautiful	main	area	of	the	chapel	is	littered	with	broken	furnishings	and	splintered	chairs.	The	stained-glass	windows	have	all	been	smashed,	though	one	remains	mostly	intact	where	it's	fallen	whole	to	the	floor.	It	depicts	a	representation	of	the	god	Torm	placing	a	golden	helm	on	the	head	of	a	man	kneeling	before
him.	Out	of	the	shadows	step	four	minotaur	skeletons	clutching	bloody	greataxes.	A	squad	of	Baphomet's	minotaurs	attempted	to	overrun	the	chapel,	but	Gideon	and	his	servants	slew	them.	Gideon	then	turned	them	into	four	minotaur	skeletons	that	attack	as	soon	as	any	character	enters	this	area.	The	minotaur	skeletons	attempt	to	charge	characters,
knocking	them	through	the	s	mashed	windows.	A	creature	pushed	through	a	smashed	window	takes	an	extra	7	(2d6)	slashing	damage.	Stained-Glass	Window.	The	window	lying	mostly	whole	on	the	floor	is	cracked	and	has	been	trodden	on,	but	the	scene	it	shows	is	still	recognizable.	A	successful	DC	10	Intelligence	(History	or	Religion)	check	allows	a
character	to	recognize	the	scene	as	showing	Torm	presenting	the	Helm	of	Torm's	Sight	to	Lannish	Fogel,	a	revered	hero	of	Elturel's	past	and	a	dedicated	paladin	of	Torm.	The	helm	pictured	in	the	stained	glass	is	the	relic	Grand	Duke	Ravengard	came	to	the	chapel	in	search	of.	G3.	CHAPEL	OF	MOURNING	Read	the	following	as	the	characters	enter
this	area:	everywhere.	With	a	s	uccessful	DC	10	Intelligence	(History)	check,	a	character	can	remember	the	name	of	one	of	the	heroes	represented	by	the	carved	pillars,	with	another	name	remembered	for	each	point	by	which	the	check	total	exceeds	10.	The	names	of	the	heroes	are	Agnithar,	Zokel	of	Torm,	Bertra	Zornes,	Yevina	Druen,	Ca'sar,	Xivik
66	CHAPTER	2	(	ELTUREL	HAS	FALLEN	The	smashed	remnants	of	fine	furniture	and	the	remains	of	stained-glass	windows	are	strewn	across	this	area.	Sections	of	one	huge	stained-glass	window	remain	intact,	enough	so	that	its	subject	can	still	be	made	out.	The	window	once	portrayed	Lathander	standing	amid	fallen	soldiers,	holding	his	hands	aloft
as	the	spirits	of	the	dead	rise	to	stand	at	his	side.	This	area	of	the	chapel	was	used	for	funeral	services	for	esteemed	political	and	military	leaders	of	Elturel.	If	a	creature	kneels	before	the	damaged	window	and	says	a	prayer	to	Lathander.	then	succeeds	on	a	DC	10	Charisma	(Religion)	check	made	to	determine	the	sincerity	and	strength	of	the	prayer,



a	glowing	weapon	appears	before	the	supplicant.	Devout	followers	of	Lathander	succeed	on	the	check	automatically.	Treasure.	The	weapon	that	appears	is	a	+2	weapon.	This	item	takes	the	form	of	whatever	weapon	the	character	is	wielding	or	wearing	at	the	time,	and	would	be	most	useful	to	the	supplicant	in	battle.	Only	one	such	weapon	can	be
gained	by	the	characters	in	this	way.	1	square	=5	feet	I	I	G	4	.	V	ESTMENT	CHAMBER	Read	the	following	as	the	characters	enter	this	area:	Three	curtained	archways	connect	this	chamber	to	the	other	areas	of	the	chapel.	Shattered	wardrobes	and	dressing	tables,	as	well	as	a	number	of	smashed	mir·	rors,	suggest	that	this	was	once	where	priests
prepared	for	their	daily	services.	Spiral	stairs	leading	down	are	guarded	by	two	creatures	with	insectoid	features.	Each	one	is	armed	with	a	wicked	trident.	The	stairs	lead	down	into	the	workshop	(area	G7)	on	the	ossuary	level.	Two	m	ezzoloths	guard	the	stairs.	Gideon	Lightward	(see	page	65	for	his	stat	block)	is	also	present	here	if	one	of	his	undead
servants	warned	him	of	the	characters'	intrusion.	Otherwise,	the	characters	encounter	Gideon	in	area	GS.	Just	as	the	characters	are	about	to	face	off	against	the	fiends,	a	cacophony	erupts	from	below,	and	six	creatures	rush	up	the	stairs:	a	fiendish	giant	scorpion	trailed	by	five	dretches.	In	response,	the	mezzoloths	(and	Gideon,	if	present)	ignore	the
characters	completely,	focusing	all	their	attacks	on	the	scorpion	and	the	demons.	If	Gideon	is	present	and	the	characters	refrain	from	attacking	him	after	the	first	round	or	two,	they	have	advantage	on	checks	to	parley	with	him	after	the	battle.	Otherwise,	they	have	disadvantage	on	those	checks.	Parley.	If	Gideon	is	present,	he	lowers	his	weapon	after
all	the	demonic	creatures	are	dead.	If	he	is	not	here	at	the	start	of	the	fight,	he	arrives	from	his	quarters	during	the	battle	or	after	the	demons	are	defeated.	He	speaks	to	the	characters,	thanking	them	for	any	assistance	in	defeating	the	demonic	intruders.	He	makes	it	clear	that	his	singular	focus	is	stopping	the	demonic	incursion	of	Elturel-	at	all
costs.	If	the	characters	ask	about	Ravengard,	Gideon	tells	them	that	an	armed	group	of	humans	entered	the	ossuary	level	earlier.	Since	they	were	not	demons,	he	allowed	them	to	pass,	but	with	demons	now	coming	from	that	area,	Gideon	angrily	assumes	that	the	humans	are	in	league	with	the	demons.	A	successful	DC	12	Charisma	(Deception	or
Persuasion)	check	allows	the	characters	to	earn	Gideon's	trust.	If	they	can	convince	him	that	they	are	here	only	to	slay	demons,	he	allows	them	to	enter	the	crypt-	and	even	provides	them	with	the	service	of	one	mezzoloth	M	AP	2,S	:	GRA	N	O	CEMETERY	CHAPn	if	either	of	those	creatures	survived.	Gideon	doesn't	accompany	the	characters,	wanting
to	guard	the	chapel	against	demon	attacks.	G5	.	G	IDEON'S	Q	U	ARTER	S	This	small	building	was	Gideon	Lightward's	living	quarters	when	he	oversaw	the	chapel	and	the	maintenance	of	the	cemetery.	Read	the	following	boxed	text	aloud	when	the	characters	enter	this	area:	This	simple	building	contains	a	bed,	a	desk,	a	dresser,	a	table,	and	chairs.
Much	of	the	furniture	has	been	destroyed,	with	decorations	and	other	items	strewn	haphazardly	around	the	room,	including	holy	symbols	of	Lathander,	Torm,	Helm,	and	Tyr.	A	large	tome	appears	to	have	survived	the	destruction.	It	sits	open	at	the	center	of	the	partially	collapsed	desk.	See	area	G4	for	information	on	roleplaying	Gideon	if	the
characters	first	encounter	him	here.	Gideon's	Testament.	The	book	is	a	testament	written	by	Gideon	in	the	months	leading	up	to	Elturel's	fall.	It	pontificates	about	the	evil	of	demons,	instructing	the	reader	to	be	ever	vigilant	against	their	incursions,	and	expounding	that	the	demonic	threat	must	be	defeated	at	all	costs.	It	praises	the	devils	that
stoically	stand	against	CHAPTER	2	I	ELTUREL	HAS	FALLEN	the	unending	demonic	tide,	while	chastising	Helm,	Torm,	Tyr,	Lathander,	and	their	angelic	servitors	for	not	doing	the	same.	Gideon	has	nothing	but	praise	for	Zariel's	efforts	to	end	the	demonic	threat.	Any	character	who	spends	10	minutes	poring	over	the	tome	can	conclude,	with	a
successful	DC	10	Intelligence	(Investigation)	check,	that	it's	the	work	of	a	madman.	Any	character	who	continues	to	read	the	book	beyond	that	basic	level	of	understanding	must	succeed	on	a	DC	15	Wisdom	saving	throw.	On	a	failed	check,	the	character	is	cursed	with	a	particularly	intense	hatred	of	demons.	A	creature	cursed	in	this	way	takes	5	(ld
10)	psychic	damage	if	it	can	see	any	demon	within	60	feet	of	it	and	ends	its	turn	not	having	attempted	to	attack	a	demon.	This	curse	can	be	removed	with	a	remove	curse	spell	or	simiJar	magic.	At	the	end	of	each	long	rest,	a	cursed	creature	can	make	a	DC	15	Wisdom	saving	throw,	ending	the	effect	on	itself	on	a	success.	G6.	UNDEAD	PIT	Read	the
following	as	the	characters	enter	this	area:	The	path	around	the	chapel	has	been	sundered	by	a	deep	hole	in	the	ground,	filled	with	a	putrid	purple	mist.	The	haze	filling	the	hole	blocks	any	sense	of	how	deep	it	might	be,	or	of	what	might	lie	within.	Gideon	creates	his	undead	servants	in	this	30-foot-deep	pit,	which	was	formed	when	a	piece	of	the
meteor	that	struck	the	High	Hall	splintered	off.	Necromantic	Mist.	The	mist	is	formed	by	necromantic	energy	emitted	from	the	corrupted	Companion.	A	successful	DC	10	Intelligence	(Investigation)	check	made	to	study	the	mist	reveals	that	it	pulsates	in	sync	with	the	crackling	energy	of	the	corrupted	Companion.	Any	creature	that	enters	the	mist	for
the	first	time	on	a	turn	or	starts	its	turn	there	takes	5	(ldlO)	necrotic	damage.	Climbing	the	sides	of	the	pit	without	equipment	requires	a	successful	DC	10	Strength	(Athletics)	check.	Whenever	Gideon	directs	his	minions	to	toss	a	dead	body	into	the	pit,	an	undead	creature	crawls	forth	one	hour	later.	Newly	created	undead	patiently	wander	the
cemetery	grounds	until	Gideon	gives	them	orders.	One	undead	creature	appears	during	the	time	the	characters	investigate	the	pit,	and	more	can	appear	if	they	leave	this	area,	then	return	again	while	Gideon	is	still	at	large.	Use	the	Undead	Creation	table	to	determine	what	kind	of	undead	creature	is	created.	UNOEAD	CREATION	d20	1-4	5-7	8-	10	11
-	12	Undead	Skeleton	Zombie	Shadow	Specter	d20	13-15	16-	17	18-19	20	Undead	Ghoul	Ghast	Wight	Wraith	G7.	WO	RKSHOP	The	stairs	from	area	G4	curl	down	to	an	unlocked	door	and	a	workshop	beyond.	Read	the	following	boxed	text	when	the	characters	enter	this	area:	This	workshop	appears	to	be	where	priests	and	acolytes	prepared	dead
bodies	for	final	interment.	The	place	has	been	ransacked,	with	knives,	saws,	piping,	and	tubes	littering	the	floor.	Acid	and	embalming	fluid	pool	everywhere,	amid	a	fie	ld	of	shattered	flasks	and	jars.	The	double	door	to	the	north	leads	to	stairs	that	descend	to	areas	G8,	G9,	and	Gll.	Tracks.	A	successful	DC	15	Wisdom	(Survival)	check	reveals	the	tracks
of	multiple	demons	in	the	detritus	spread	across	the	floor.	Amid	those	tracks,	signs	can	be	seen	of	a	single	group	of	booted	humans	moving	down	the	stairs.	These	bootprints,	trailing	embalming	fluid,	lead	all	the	way	to	area	Gll,	then	back	toward	area	Gl2.	G8.	0SSUARY	OF	THE	FAITHFUL	Those	who	could	not	afford	the	expense	of	a	cemetery	plot
above	ground	were	respectfully	laid	to	rest	in	this	area	and	area	G9.	Read	the	following	as	the	characters	enter	this	area:	The	walls	of	this	chamber	are	lined	with	funerary	shelves,	each	set	with	dusty	humanoid	bones.	Relics	and	holy	symbols	of	Lathander,	Torm,	Helm,	and	Tyr	have	been	set	prominently	on	a	number	of	shelves.	The	bones	marked	by
holy	symbols	are	the	remains	of	honored	priests	and	acolytes	who	worked	in	the	chapel,	and	who	requested	to	take	their	final	rest	alongside	the	poor	they	served.	The	holy	symbols	in	this	area	once	channeled	the	blessings	of	their	gods,	but	that	trace	magic	has	been	corrupted	by	the	passage	of	Elturel	to	Avernus,	and	by	the	presence	of	the	abyssal
portal	in	area	Gl2.	If	any	holy	symbol	is	touched,	or	if	any	creature	not	a	fiend	or	undead	lingers	in	this	area	for	more	than	1	minute,	all	the	holy	symbols	unleash	a	pulse	of	necrotic	power.	Each	creature	in	the	area	must	make	a	DC	15	Constitution	saving	throw,	taking	18	(4d8)	necrotic	damage	on	a	failed	save,	or	half	as	much	damage	on	a	successful
one.	This	hazard	resets	in	1	hour	as	long	as	the	portal	in	area	Gl2	is	active.	G9	.	MAIN	0SSUARY	Read	the	following	as	the	characters	enter	this	area:	This	huge	chamber	is	lined	by	funerary	shelves	along	the	stone	walls	above	six	bare	daises,	creating	a	display	of	dusty	humanoid	bones	rising	from	floor	to	ceiling.	68	CHAPTER	2	I	ELTUREL	HAS
FALLEN	I	A	quasit	named	Ophurkh	was	the	first	demon	to	come	through	the	portal	in	area	Gl2,	acting	as	a	scout.	A	steadfast	servant	of	Baphomet,	it	remains	in	this	area	to	provide	instructions	for	other	demons	as	they	arrive	through	the	portal	and	prepare	to	enter	Elturel.	Ophurkh	remains	invisible	and	keeps	quiet	as	the	characters	pass	through
this	area.	If	it	is	able	to	elude	notice,	it	follows	the	characters,	waiting	for	a	chance	to	use	its	Scare	ability	to	try	to	drive	them	from	this	level.	If	unsuccessful,	it	goes	invisible	again,	then	waits	and	attacks	alongside	the	minotaurs	that	emerge	from	the	portal	when	the	characters	reach	area	Gl2.	If	captured,	the	self-serving	quasit	can	be	coerced	into
providing	information	about	the	portal	and	the	plans	of	its	demonic	masters	(see	"Demon	Portal,"	page	65)	with	a	successful	DC	10	Charisma	(Intimidation)	check.	Gl0.	1	square	=	5	feet	MEDITATION	CHAMBER	Read	the	following	as	the	characters	enter	this	area:	This	area	is	set	with	cushions	and	low	stools	of	brown	oak.	Above	an	empty	dais,	the
wall	is	covered	with	a	mosaic	shaped	from	colored	chips	of	bone,	artfully	arranged	to	depict	scenes	offunerals,	the	migration	of	souls,	and	the	celestial	realms.	Lettering	along	the	bottom	of	the	mosaic	reads:	"Contemplate	life.	Death	comes	soon	enough."	Any	character	with	proficiency	in	Religion	recognizes	this	area	as	one	in	which	priests	dedicated
to	dealing	with	the	dead	would	meditate	to	help	them	endure	the	dark	nature	of	their	work.	M11r>	2.C:.:	GRAND	CEMETERY,	OssUllRV	LEVEl	Gll.	VAULT	OF	HONOR	This	vault	once	housed	the	Helm	ofTorm's	Sight,	but	no	longer.	Read	the	following	boxed	text	to	the	players	as	the	characters	enter	this	area:	This	rubb	le-strewn	vault	contains	five
marble	statues	atop	daises.	Four	of	the	statues	are	unrecognizable,	as	their	features	have	been	badly	marred	by	rock	fal	len	from	the	cracked	ceiling.	The	fifth	is	a	finely	carved	statue	of	a	kneeling	man.	The	recognizable	statue	depicts	Lannish	Fogel,	as	seen	in	the	stained-glass	window	in	area	G2.	Any	characters	who	saw	the	window	recognize	that
the	two	depictions	are	the	same	man.	If	none	of	the	characters	recognized	Lannish	Fogel	in	area	G2,	a	successful	DC	10	Intelligence	(History	or	Religion)	check	allows	a	character	to	recognize	the	statue.	Any	inspection	of	the	statue	reveals	that	its	head	has	been	sculpted	as	if	it	was	meant	to	wear	a	separate	helm,	but	no	such	helm	is	present.	Tracks.
A	successful	DC	15	Wisdom	(Survival)	check	reveals	more	demonic	tracks	passing	through	this	area,	as	well	as	the	tracks	of	booted	humans	leading	on	to	area	G12.	Gl2.	VAULT	OF	ASCENDAN	CE	Read	the	following	as	the	characters	enter	this	area:	A	shallow	meditation	pool	fills	this	room,	set	off	from	a	broad	landing	edged	by	a	low	wrought-iron
railing.	Won·	drous	frescoes	along	the	walls	depict	souls	gaining	the	blessings	of	Lathander,	Torm,	Helm,	and	Tyr.	The	frescoes	on	one	wall	have	been	twisted	into	abyssal	forms	surrounding	a	shimmering	portal.	The	pool	is	littered	with	the	mutilated	bodies	of	humans	wearing	the	uniforms	of	Baidu	r's	Gate	and	Elturel.	The	swirling	water	of	the	pool
roils	with	shadow,	and	is	shot	through	with	patches	of	black	ichor	where	demons	have	fal	len	here.	An	armored	man	with	a	shield	slung	over	his	back	crouches	among	the	bodies,	writhing	in	pain.	His	eyes	are	closed,	and	his	hands	clutch	at	a	gold	helm	on	his	head	as	if	trying	in	vain	to	claw	it	off.	Unintelligible	words	spill	from	his	lips,	some	sounding
saintly	and	solemn,	while	others	resonate	with	a	cruel	hissing.	CHAPTER	2	I	ELTUREL	HAS	FALLEN	ULDER	RAVENGARD	Medium	humanoid	(human)	,	neutral	Armor	Class	20	(plate,	shield)	Hit	Points	112	(15d8	+	45)	Speed	25	ft.	STR	17	(+3)	DEX	14	(+2)	CON	16	(+3)	INT	11	(+O)	WIS	10	(+O)	CHA	17	(+3)	Saving	Throws	Con	+6,	Wis	+3	Skills
Athletics	+6,	Intimidation	+6,	Perception	+3	Senses	passive	Perception	13	Languages	Common	Challenge	5	(l,800	XP)	ACTIONS	Multiattack.	Ulder	makes	th	ree	me	lee	attacks,	only	one	of	wh	ich	can	be	with	his	shield.	+1	Longsword.	Melee	Weapon	Attack:	+7	to	hit,	reach	5	ft.,	one	target.	Hit:	8	(1d8	+	4)	slashing	damage	,	or	9	(ldlO	+	4)	slashing
damage	when	used	with	two	hands.	Shield.	Melee	Weapon	Attack:	+6	to	hit,	reach	S	ft.,	one	creature.	Hit:	6	(ld6	+	3)	bludgeoning	damage,	and	Ulder	pushes	the	target	S	feet	away	from	him.	Ulder	then	ente	rs	the	space	vacated	by	the	target.	If	the	target	is	pushed	to	within	S	feet	of	a	creature	friendly	to	Ulder,	the	target	provokes	an	opportunity
attack	from	that	c	reature.	REACTIONS	Guardian	Strike.	If	an	enemy	within	5	feet	of	Ulder	attacks	a	target	other	than	him	,	Ulder	can	ma	ke	a	melee	attack	against	that	enemy.	CB.APTER	2	I	.ELTUREL	HAS	FALLEN	This	chamber	was	a	place	for	the	most	devout	of	Torm's	followers	to	touch	the	mind	of	their	god	in	search	of	answers	and	solace.	The
water	in	the	pool	is	only	1	foot	deep.	A	benign	magical	effect	within	the	pool	causes	the	water	to	flow	slowly	in	a	clockwise	direction.	Though	tainted	with	abyssal	power,	the	water	presents	no	hazard	to	creatures	that	enter	it,	and	is	not	difficult	terrain.	The	east	wall	of	this	area	is	a	roiling	field	of	abyssal	energy,	marking	the	portal	where	Baphomet
has	used	this	area's	corrupted	Link	to	Torm	to	connect	the	Abyss	to	Avernus,	by	way	of	Elturel.	Ulder	Ravengard	(see	the	accompanying	stat	block)	found	the	Helm	ofTorm's	Sight	in	area	Gll	and	donned	it.	The	helm	is	a	nonmagical	item	through	which	Torm	can	send	visions.	Ravengard	was	beginning	to	establish	a	connection	with	Torm	when	a
disturbance	in	this	room	brought	him	and	his	guards	into	combat	with	demonic	creatures	sent	through	the	portal	by	Baphomet.	Ravengard	was	subjected	to	a	psychic	attack	that	drew	his	mind	into	a	connection	with	Baphomet.	Now	the	helm	can't	be	removed,	and	he	is	locked	in	a	mental	battle	with	the	demon	lord.	Ravengard	is	stunned	until	the
helm	is	removed.	The	helm	can't	be	removed	from	him	while	he	is	alive-at	least,	not	yet.	As	the	characters	observe	the	struggle	taking	place	within	Ravengard,	three	wild-eyed	minotaurs	come	through	the	portal.	They	charge	into	battle	with	the	characters	but	avoid	Ravengard	because	of	the	demonic	presence	they	feel	within	him.	Any	character	who
understands	Celestial	or	Abyssal	can	recognize	some	of	the	words	escaping	Ravengard's	lips.	He	alternates	between	the	two	languages	as	both	Torm	and	Baphomet	speak	through	him.	A	successful	DC	15	Intelligence	(Arcana	or	Religion)	check	reveals	that	the	psychic	struggle	taking	place	within	Ravengard's	mind	is	between	some	divine	higher
power	and	a	terrible,	demonic	entity.	The	power	of	the	portal	is	now	tied	into	the	helm,	and	to	Ravengard.	The	same	check	also	reveals	that	no	simple	spell	can	break	this	holdbut	that	a	more	involved	ritual	might	free	Ravengard	and	shut	down	the	portal	by	allowing	the	power	of	Torm	to	sanctify	this	area	once	more.	Characters	who	spoke	to	Pherria
back	at	the	cathedral	remember	that	she	was	a	sage	who	specialized	in	exorcism	and	possession.	As	such,	she	might	be	able	to	help.	Treasure.	Searching	the	bodies	of	the	fallen	guards	turns	up	three	wet	but	usable	spell	scrolls	(mass	healing	word,	remove	curse,	and	tongues).	ln	addition	to	the	Helm	ofTorm's	Sight,	Ravengard	wears	a	bloodied	suit	of
plate	armor	emblazoned	with	the	emblem	of	the	F	laming	Fist.	His	shield,	which	also	bears	this	emblem,	is	slung	over	his	back.	The	grand	duke's	+1	longsword	is	sheathed	at	his	side.	LEAVING	THE	CHAPEL	Once	the	characters	defeat	the	minotaurs,	they	can	carry	Ravengard	back	to	the	High	Hall.	If	Gideon	has	not	been	destroyed,	he	might
question	the	characters	as	they	leave	the	chapel	or	the	cemetery.	See	area	G4	for	information	on	roleplaying	Gideon.	Hearing	Ravengard	mumbling	in	Abyssal,	Gideon	might	need	convincing	that	Ravengard	is	not	some	sort	of	demon	or	demonic	aUy.	A	good	explanation-	that	Ravengard	is	actually	a	great	demon	hunter,	that	he	has	trapped	a	demon
the	characters	plan	to	kill,	and	so	forth-alongside	a	successful	DC	15	Charisma	(Deception	or	Persuasion)	check	prompts	Gideon	to	let	them	pass.	ESCAPING	THE	SIEGE	When	the	characters	arrive	back	at	the	High	Hall	cathedral	with	Grand	Duke	Ravengard	in	tow,	they	can	consult	with	Pherria	to	find	a	way	to	remove	the	Helm	of	Tor	m's	Sight
without	killing	Ravengard.	Doing	so	involves	a	ritual	that	the	characters	can	help	carry	out.	If	the	ritual	is	successful,	the	stunned	condition	ends	on	Ravengard,	and	he	recalls	the	visions	he	experienced	that	hint	at	how	to	return	Elturel	to	Faerun.	These	visions	trigger	some	of	Lulu's	memories.	She	sees	a	path	forward,	but	it	involves	the	characters
leaving	the	city	to	brave	the	terrible	landscape	of	Avernus.	Characters	wishing	to	leave	Elturel	must	find	a	way	to	avoid	the	River	Styx	and	the	host	of	devils	and	demons	waging	war	below	the	city.	Only	then	can	the	characters	make	their	way	to	the	outpost	known	as	Fort	Knucklebone,	where	the	next	leg	of	their	adventure	starts	(as	described	in
chapter	3).	RETURN	TO	THE	CATHEDRAL	The	characters	can	make	their	way	back	to	the	relative	safety	of	the	cathedral	in	the	High	Hall.	If	they	helped	defeat	the	devils	that	attempted	to	take	the	cathedral	earlier,	the	trip	should	be	uneventful.	Alternatively,	to	keep	the	tension	high,	you	can	roll	for	random	encounters	in	the	western	portion	of	the
city	(see	"More	Encounters	in	Elturel,"	page	54).	An	encounter	or	two	while	the	characters	protect	Duke	Ravengard	could	make	for	memorable	play.	RITUAL	OF	RETURN	ING	Upon	returning	to	the	High	Hall	cathedral	with	Ulder	Ravengard,	the	characters	are	greeted	by	PherriaJynks	and	the	druid	Seltern	Obranch,	who	rush	to	aid	them	in	getting
the	grand	duke	to	a	safe	resting	place.	If	the	characters	faiJed	to	save	the	people	in	the	cathedral,	they	must	find	a	safe	place	to	rest	or	forge	ahead	without	assistance.	They	can	search	the	rest	of	the	city	for	secure	locations,	or	look	for	other	survivors	who	might	have	skills	or	information	that	can	assist	them.	Lulu	might	also	regain	memories	that
grant	her	insight	into	where	to	go	next.	If	the	characters	failed	to	ascertain	the	story	behind	Ravengard's	stunned	state,	Pherria	can	assist	them	in	putting	things	together.	Working	with	the	acolyte,	the	characters	(especially	those	who	have	proficiency	in	Arcana	and	Religion)	determine	how	to	move	forward.	The	demonic	essence	intertwined	with
Torm's	presence	by	way	of	the	helm	can	be	cast	out	with	the	proper	ritual.	RITUAL	PREPARATIONS	Pherria	outlines	what's	needed	for	the	ritual:	be	restored	as	described	in	area	H6	(see	page	61).	Pherria	suggests	that	the	characters	splash	the	altar	with	holy	water	taken	from	the	font	in	area	H16.	•	A	creature	standing	within	5	feet	of	the	restored
altar	must	recite	a	special	prayer	to	Torm.	Only	this	prayer	can	break	evil's	hold	on	Grand	Duke	Ulder	Ravengard's	mind.	A	powerful	symbol	of	courage	and	self-sacrifice	is	needed	to	empower	the	ritual.	Pherria	suggests	the	greatsword	of	the	Unknown	Hero	in	area	HIS.	(The	characters	can	use	a	different	object	that	symbolizes	courage	and	self-
sacrifice,	at	your	discretion.)	PERFORMING	THE	PRAYER	Pherria	warns	the	characters	that	she	has	never	attempted	this	particular	ritual	before,	and	that	they	should	be	ready	to	step	in	and	help	her-or	to	fight	off	any	evil	forces	that	might	try	to	disrupt	the	process.	The	ritual	prayer	takes	30	seconds	to	recite.	Pherria	knows	the	prayer	by	heart,	but
another	creature	can	invoke	a	suitable	prayer	with	a	successful	DC	10	Intelligence	(Religion)	check.	While	the	prayer	is	being	spoken,	one	character	must	spend	the	next	5	rounds	gently	resting	the	sword	of	the	Unknown	Hero	on	the	Helm	of	Torm's	Sight.	While	the	prayer	is	being	spoken,	the	one	holding	the	sword	must	succeed	on	a	DC	11
Constitution	saving	throw	at	the	end	of	each	of	their	turns	or	take	10	(3d6)	force	damage.	Immediately	after	the	character	holding	the	sword	makes	their	first	saving	throw,	the	potent	magic	of	the	ritual	attracts	demonic	spirits	loyal	to	Baphomet,	which	emerge	from	the	helm	as	two	will-o'-wisps	that	attempt	to	disrupt	the	ritual	by	attacking	the
individuals	reciting	the	prayer	and	holding	the	sword.	When	the	character	holding	the	sword	makes	the	last	saving	throw,	the	ritual	is	complete.	The	will-o'-wisps	are	banished,	and	Ravengard	comes	to	his	senses.	H	ELM	O	F	T	O	RM	'S	S	IGHT	You	can	simplify	the	encounter	with	Ulder	Ravengard	by	allowing	the	characters	to	remove	the	Helm
ofTorm's	Sight	from	his	head,	whereupon	Ravengard	quickly	regains	his	senses.	At	that	point,	he	can	tell	them	about	his	vi·	sions,	which	provide	the	information	they	need	and	trigger	Lulu's	memories.	He	then	lets	them	plot	a	path	forward	in	their	quest	to	save	Elturel.	Alternatively,	Ravengard	can	fall	unconscious	when	the	helm	is	removed,	even	as
the	character	who	removes	it	feels	an	almost	overwhelming	urge	to	don	it.	A	charac·	ter	who	dons	the	helm	feels	at	peace	and	sees	visions	of	troops	in	gleaming	armor	marching	across	a	grassy	plain	with	military	precision.	In	the	next	breath,	the	character	sees	massive	groups	of	disfigured	monsters	loping	across	a	blighted	landscape,	tearing	at
screaming	enemies.	The	character	wearing	the	helm	can't	remove	it	until	they	receive	a	bless	spell	from	a	worshiper	ofTorm.	(Pherria	fits	this	description.)	In	the	meantime,	as	the	adventuring	party	travels	back	to	the	cathedral	with	the	still-unconscious	Ravengard,	the	character	wearing	the	helm	experiences	the	same	visions	that	Ravengard	was
having,	as	described	in	"The	Path	Forward"	(page	72).	Ravengard	then	awakens	after	l	hour,	no	worse	for	wear.	•	The	altar	of	Torm	in	area	H6	must	be	cleansed	and	the	ritual	performed	before	it.	The	altar	of	Torm	can	CHAPTER	2	I	£LTUR£L	HAS	FALLEN	71	THE	PATH	FORWA	RD	NEXT	MOVES	With	the	forces	of	evil	defeated,	Grand	Duke
Ravengard	regains	his	faculties	and	can	relay	the	story	of	the	spirit	journey	he	undertook	while	wearing	the	Helm	ofTorm's	Sight.	Torm	has	shown	him	a	path	forward,	but	the	visions	were	clouded	and	warped	by	the	demonic	essence	channeled	through	the	portal	Ravengard	shares	the	following	information:	Ulder	Ravengard	insists	on	remaining	in
Elturel	to	help	organize	survivors	to	fight	off	the	devils,	demons,	and	undead	scouring	the	city.	Though	he's	willing	to	die	fighting	in	Elturel's	defense,	it's	up	to	the	characters	to	help	Lulu	find	the	Sword	ofZariel.	If	she's	still	alive,	Reya	Mantlemom	decides	to	stay	in	Elturel	and	help	Ravengard	protect	the	city,	fighting	back	tears	as	s	he	bids	farewelJ
to	the	characters.	•	In	his	spirit	journey,	Ravengard	saw	a	bloodied	woman	in	armor-	a	soldier	wearing	the	colors	and	crest	of	Elturel-	grasping	a	longsword	fit	for	an	angel.	Fresh	blood	streamed	from	a	nasty	cut	on	the	woman's	cheek.	•	Flying	next	to	the	woman	was	a	small,	golden	elephant	with	rapidly	fluttering	wings.	(If	Lulu	is	still	with	the	party,
Ravengard	identifies	her	as	the	creature	he	saw	in	his	vision.)	•	As	an	enormous,	loping	demon	threatened	to	devour	the	woman,	she	plunged	the	sword	into	the	ground	while	the	winged	elephant	made	a	trumpet	sound	with	its	trunk.	The	demon	was	hurled	back	as	an	alabaster	palace	rose	up	around	the	sword.	The	winged	elephant	fled	and	took	to
the	red	sky	of	Avernus,	where	it	watched	as	a	bloody	scab	grew	up	from	the	ground	to	engulf	the	palace	and	the	enormous	demon.	•	The	winged	elephant	fled	and	wandered	in	a	delirium	before	corning	upon	two	odd,	birdlike	humanoids	dressed	in	patchwork	armor	and	standing	next	to	a	strange	infernal	vehicle.	The	bird	creatures	were	equipped
with	odd	weapons	and	tools.	As	Ravengard	recounts	the	vision,	Lulu	remembers	helping	one	of	the	Hell	riders	plant	Zariel's	sword	in	the	ground	and	raise	an	impenetrable	fortress	around	it.	Lulu	remembers	the	Hellrider's	name	if	that	memory	has	already	been	unlocked	(see	the	Lulu's	Memories	table	on	page	51).	Both	Ravengard	and	the	hollyphant
are	convinced	that	the	Sword	of	Zariel	is	the	key	to	saving	Elturel.	Any	character	who	dons	the	Helm	ofTorm's	S	ight	and	experiences	Torrn's	vision	feels	the	same	way.	Ravengard	remembers	nothing	more	of	his	vision,	but	Lulu	Raps	her	wings	in	excitement	at	the	final	part	of	his	story	as	she	remembers	meeting	a	pair	of	"bird	folk"	named	Chukka
and	Clonk.	Based	on	descriptions	furnished	by	Lulu	and	Ravengard,	the	characters	can	conclude	that	Chukka	and	Clonk	are	kenku.	Lulu	remembers	that	the	kenku	took	her	to	a	junkyard	called	Fort	Knucklebone.	where	they	built	and	repaired	infernal	vehicles	designed	to	move	quickJy	across	the	blasted	wastelands	of	Avernus.	Lulu	doesn't	remember
who	ran	the	fort	or	what	other	creatures	s	he	met	there.	Lulu	quickly	flies	to	the	top	of	the	cathedral	and	looks	out	over	the	blasted	landscape	of	Avernus	below	Elturel.	After	trumpeting	loudly,	she	returns	to	report	that	she	can	see	Fort	Knucklebone,	and	estimates	it	to	be	no	more	than	ten	miles	away.	72	CHAPTER	2	I	Et.TO	REL	HAS	FALLEN
LEAVING	ELTUREL	Inventive	characters	have	a	number	of	different	options	to	reach	the	s	urface	of	Avernus	from	Elturel,	but	none	of	those	options	is	without	risk.	CLIMBING	DOWN	The	jagged	posts	and	enormous	chains	of	infernal	iron	that	hold	Elturel	are	the	only	physical	connection	between	the	city	and	the	ground.	Each	chain	link	is	30	feet
long	and	20	feet	wide,	and	is	formed	of	a	welded	loop	of	infernal	iron	that	is	5	feet	thick.	See	chapter	5	for	more	information	on	breaking	these	infernal	chains.	The	chain	links	are	covered	in	1-foot-long	iron	barbs	that	make	them	relatively	easy	to	move	along.	The	posts	of	infernal	iron	that	anchor	Elturel	to	the	ground	likewise	offer	numerous
handholds	for	climbing.	If	the	characters	navigate	the	chains	and	the	posts	carefully.	no	ability	checks	are	needed	to	prevent	a	fall	while	climbing	across	the	chains	or	descending	the	posts	at	normal	speed.	Any	character	who	tries	to	move	or	climb	more	quickly	during	a	turn	must	succeed	on	a	DC	10	Strength	(Athletics)	check	or	fall.	Fiendish	magic
within	the	posts	and	chains	makes	prolonged	contact	with	them	unbearable.	Once	per	minute,	any	creature	in	contact	with	the	infernal	iron	must	make	a	DC	10	Constitution	saving	throw,	taking	10	(3d6)	necrotic	damage	on	a	failed	save.	or	half	as	much	damage	on	a	successful	one.	A	creature	that	fails	this	saving	throw	must	then	succeed	on	a	DC	10
Dexterity	saving	throw	or	s	lip	from	the	chain	or	post	and	fail.	Any	character	within	reach	of	a	falling	creature	can,	with	a	successful	DC	10	Strength	(Athletics)	check,	grab	the	falling	creature	and	swing	it	back	onto	the	chain,	provided	the	falling	creature	is	light	enough	for	the	character	to	carry.	Creatures	that	fall	from	Elturel	or	one	of	the	chains
take	damage	from	the	fall	and	land	in	the	Styx	(see	page	76	for	the	river's	effects).	Those	that	fall	off	one	of	the	anchoring	posts	take	damage	from	the	fall	and	land	amid	clashing	devils	and	demons.	where	they	are	brutally	killed	if	they	survived	the	falJ.	FLYING	Lulu	has	the	ability	to	fly,	and	one	or	more	characters	might	also	be	able	to	do	so.
Whether	they	possess	wings	or	have	access	to	magic	such	as	a	Ry	spell	or	a	potion	of	flying,	characters	who	take	to	the	air	can	easily	get	clear	of	Elturel.	However,	flying	creatures	might	attract	the	attention	of	winged	devils	and	demons	in	the	area,	at	your	discretion.	IMPROVISED	EQUIPMENT	Enterprising	and	creative	players	might	want	their
characters	to	find	or	create	equipment	to	assist	them	in	their	descent.	Parachutes,	gliders,	and	hot-air	balloons	are	just	a	few	of	the	off-the-wall	ideas	players	might	come	up	with.	If	they	do,	be	prepared	to	improvise.	Raw	materials	for	putting	together	such	equipment	can	be	found	in	the	shops	and	warehouses	of	Elturel.	Once	the	characters	have
collected	the	necessary	resources,	you	can	decide	which	ability	checks	might	come	into	play	as	they	create	their	improvised	equipment-	and	to	determine	how	well	that	equipment	works.	Use	the	following	guidelines:	•	A	successful	DC	10	Intelligence	(Investigation)	check	allows	a	character	to	figure	out	the	mechanical	setup	of	a	piece	of	equipment.	A
successful	DC	10	Wisdom	(Perception)	check	spots	any	naws	in	construction.	•	A	s	uccessful	DC	10	Dexterity	check	and	an	appropriate	tool	proficiency	can	guide	the	delicate	construction	or	adjustment	of	a	piece	of	improvised	gear.	Keep	in	mind	any	backgrounds	or	tool	proficiencies	the	characters	might	have	that	could	be	useful	in	the	creation	of
improvised	equipment.	Unless	the	characters	completely	botch	their	ability	checks	to	the	point	where	creating	the	intended	piece	of	improvised	equipment	is	clearly	impossible,	you	should	allow	such	equipment	to	work	as	intended,	even	if	not	perfectly.	For	added	drama,	allow	the	characters	to	get	most	of	the	way	to	safety,	then	throw	in	a
complication	when	they	are	within	SO	feet	of	the	ground.	Call	for	more	ability	checks	like	the	ones	above	as	the	characters	attempt	to	quickly	spot	and	fix	problems-or	call	for	Dexterity	saving	throws	if	their	improvised	equipment	fails	and	sends	them	hurtling	toward	the	ground.	The	demons	and	the	devils	are	too	focused	on	one	another	to	concern
themselves	with	adventurers	who	keep	their	distance.	The	devils	are	commanded	by	Lucille,	Zariel's	most	loyal	pit	fie	nd.	If	the	characters	come	to	Lucille's	attention,	the	pit	fiend	sends	twelve	spined	d	evils	to	dispose	of	them.	Characters	who	hurl	themselves	into	the	fiendish	conflict	are	as	good	as	dead,	but	circumstances	might	necessitate	one	or
more	characters	moving	unseen	through	the	ranks	of	devils	and	hordes	of	demons.	Such	a	plan	might	include	causing	a	distraction	that	moves	the	battle	in	a	different	direction,	waiting	for	a	demon	surge	(or	creating	one)	to	disturb	the	stalemate	enough	to	sneak	through,	or	magical	disguises	that	would	allow	characters	to	pass	themselves	off	as
fiends	of	a	sort.	Particularly	clever	plans	s	hould	be	allowed	to	automatically	succeed.	Otherwise,	you	can	call	for	ability	checks	to	determine	how	well	a	plan	is	executed;	use	the	guidelines	in	the	Dungeon	Master	's	Guide	to	set	appropriate	DCs	for	these	checks	.	In	the	event	of	total	failure,	or	no	plan	at	all,	the	characters	might	end	up	having	to	fight
their	way	through	the	fiendish	battle,	which	is	no	small	task.	Treasure.	Lucille	wears	a	helm	ofdevil	command	and	carries	a	battle	standard	of	infernal	power	(see	appendix	C	for	descriptions	of	these	magic	items),	neither	of	which	the	pit	fiend	gives	up	willingly.	Development.	The	characters	encounter	Lucille	again	at	the	end	of	the	adventure	when
they	return	to	liberate	Elturel	(see	"Endgame	in	Elturel,~	page	154).	To	FORT	KNUCKLEBONE!	Once	they	escape	from	Elturel,	the	characters	must	begin	the	ten-mile	trek	to	Fort	Knucklebone.	If	the	characters	move	quickly	and	carefully,	they	can	make	the	journey	without	running	into	any	more	trouble.	Let	them	advance	to	7th	level	before
beginning	chapter	3.	B	ATTLE	OF	ELTUREL	Legions	of	devils	camped	on	the	shores	of	the	River	Styx	below	Elturel	are	the	biggest	threats	for	characters	attempting	to	flee	the	city.	Characters	who	fly,	glide,	or	balloon	over	the	siege	can	avoid	the	main	body	of	the	devils'	army,	but	come	under	attack	by	forces	to	the	rear.	Adjust	the	boxed	text	below
accordingly	as	you	read	it	to	the	players	to	set	the	scene:	Armored	legions	of	devils	encircle	the	enormous	posts	of	infernal	iron	that	anchor	Elturel	to	the	rocky	ground.	Squads	of	demons	fighting	ten	deep	in	some	places	hurl	themselves	into	the	devils'	ranks.	Most	of	those	abyssal	troops	are	lowly	manes	and	dretches,	who	die	quickly	in	vain	attempts
to	drag	down	devils	so	that	stronger	demons	behind	them	can	strike	killing	blows.	A	dark	river	cuts	a	path	across	the	blasted	landscape	and	flows	directly	beneath	the	city.	Floating	on	the	river	are	demonic	barges	being	assailed	by	squadrons	of	winged	devils	under	the	command	of	a	terrifying	pit	fiend	wearing	an	eyeless	helm	and	clutching	a	battle
standard.	73	UIDED	BY	LULU	THE	HOLLYPHANT	AND	discoveries	made	in	Elturel,	the	characters	trek	across	Avernus,	the	first	layer	of	the	Nine	Hells,	to	recover	the	Sword	ofZariel	and	free	Elturel	from	its	chains.	Navigating	the	wastelands	of	Avernus	might	seem	like	a	difficult	proposition,	but	thankfully	the	characters	have	the	map	given	to	them
by	Sylvira	Savikas	in	chapter	l.	For	more	information	on	how	to	use	the	Avernus	poster	map,	see	"Using	the	Poster	Map"	(page	79).	Elturel	and	Fort	Knucklebone	aren't	marked	on	the	poster	map,	as	Elturel	was	not	present	when	the	map	was	drawn,	and	the	cartographer	who	drew	the	map	never	encountered	Fort	Knucklebone.	You	can	situate	Elturel
anywhere	along	the	River	Styx,	and	Fort	Knucklebone	anywhere	within	ten	miles	ofElturel.	RUNNING	THIS	CHAPTER	This	chapter	opens	with	information	about	Avernus	that	you	need	to	run	the	e	ncounters	and	adventure	locations	that	follow.	The	story	picks	up	where	it	left	off	in	chapter	2,	with	the	characters	embarking	on	a	quest	to	save	Elturel
while	Ulder	Ravengard	and	Reya	Mantlemorn	stay	behind	to	organize	survivors	and	defend	the	city.	Lulu	guides	the	characters	to	Fort	Knucklebone,	home	to	a	pair	of	kenku	junk	scavengers	named	Chukka	and	Clonk,	whom	Lulu	thinks	can	provide	assistance.	Mad	Maggie,	the	night	hag	who	runs	the	fort	,	oversees	the	74	CHAPTER	3	I	AVERNUS
construction	and	repair	of	infernal	war	machines.	If	the	characters	agree	to	make	a	deal	with	the	night	hag,	they	can	acquire	one	or	more	of	these	vehicles.	Mad	Maggie	can	also	help	Lulu	unlock	some	of	her	forgotten	memories.	From	Fort	Knucklebone,	Lulu	guides	the	characters	to	the	place	where	s	he	thinks	the	Sword	ofZariel	is	hidden:	Haruman's
Hill.	There,	they	meetjander	Sunstar,	a	vampire	with	some	information.	They	also	meetJander's	torturer,	Haruma	n-	a	fall	en	Hellrider	and	one	ofZariel's	infernal	generals.	Lulu	eventually	realizes	she's	made	a	grave	mistake	and	led	the	characters	to	the	wrong	place.	She	s	uggests	two	possible	paths	going	forward:	the	Path	of	Demons	and	the	Path	of
Devils.	Each	path	features	a	number	of	locations	across	Avernus	that	the	characters	must	visit	in	sequence	to	learn	where	Zariel's	sword	is	hidden.	At	any	time	during	their	exploration	of	Avernus,	the	characters	and	Lulu	might	encounter	the	Wandering	Emporium,	a	marketplace	that	wanders	Avernus	on	the	backs	of	giant	infernal	war	machines.	The
Wandering	Emporium	provides	a	good	place	for	the	characters	to	rest	and	gather	supplies	that	are	otherwise	hard	to	find	in	Avernus.	At	the	conclusion	of	this	chapter,	the	characters	learn	that	the	Sword	ofZariel	is	hidden	in	a	place	called	the	Bleeding	Citadel.	If	she's	still	alive,	Lulu	helps	them	get	there.	See	chapter	4	for	details	about	the	Bleeding
Citadel.	WHAT	Is	AVERNUS?	Avernus	serves	as	tbe	front	line	of	the	great	clash	between	the	evil	forces	of	chaos	and	law	known	as	the	Blood	War.	Demons	from	the	Abyss	use	the	River	Styx	to	enter	Avernus,	where	they	hurl	themselves	against	infernal	legions	of	devils.	Avernus	was	not	always	the	blasted,	war-torn	battlefield	it	is	today.	Long	ago,	it
was	a	plane	of	lush	gardens	and	bucolic	beauty	created	by	Asmodeus	to	tempt	mortals.	The	intrusion	of	the	River	Styx	followed	by	endless	waves	of	slavering	demons	destroyed	this	paradise.	leaving	layer	upon	layer	of	bones,	ruins,	and	shattered	war	machines.	Pieces	of	cities	stolen	from	other	planes,	tiny	remnants	of	Avernus's	lost	beauty,	evidence
of	destroyed	celestial	armies,	and	tombs	of	ancient	travelers	all	dot	the	Avernian	wasteland.	Avernus	is	not	a	place	expressly	for	the	punishment	of	evil	souls;	instead,	it	represents	a	"next	level"	for	evil	souls	after	the	end	of	their	wicked	lives	as	mortals.	The	Nine	Hells	allows	souls	to	exist	in	a	concentrated	form,	where	they	can	work	through	their
spiritual	bondage	to	express	their	dark	desires	such	as	cruelty,	covetousness,	r	the	need	to	control,	the	craving	for	power,	and	uncontrolled	greed.	Hell	offers	an	eternity	of	fulfillment	from	the	most	insignificant	desires	to	the	seven	deadly	sins.	Every	shred	of	evil	is	used	in	the	Nine	Hells,	and	each	layer	specializes	in	some	way	to	accommodate	and
exploit	the	vices	and	weaknesses	of	mortals.	The	devils	of	Avernus	seek	to	exploit	pride	and	wrath,	promising	the	aggrieved,	enraged,	and	egotistical	the	power	to	fulfill	their	darkest	obsessions.	Such	fulfillment,	however,	comes	at	a	price.	Anyone	entering	Avernus	finds	a	battlefield	unlike	anywhere	else	in	existence.	Evidence	of	past	carnage,	such	as
the	ruins	of	enormous	war	machines	and	fields	of	bleached	bones,	stretches	across	the	horizon.	Through	it	all,	the	River	Styx	winds	its	way	across	the	plane	as	knots	of	demons	and	devils	skirmish	along	its	fetid	banks.	Most	devils	in	Avernus	serve	Zariel,	though	other	Lords	of	the	Nine	send	forces	here	to	help	repel	demonic	invaders.	Devils	who	are
not	part	of	Zariel's	legions	serve	as	emissaries	from	the	other	layers	or	as	spies	for	archdevils	seeking	signs	of	weakness	that	they	can	exploit	to	further	their	dreams	of	power.	FORT	KNUCKLEBONE	For	characters	oflevel	7	The	adventurers	question	Chukka	and	Clonk,	a	pair	of	kenku	junk	scavengers.	A	night	hag	named	Mad	Maggie	runs	this
outpost,	overseeing	the	construction	and	repair	of	infernal	war	machines.	r	HARUMAN's	HILL	THE	WANDERIN	G	EMPORIUM	For	characters	oflevel	7	For	characters	oflevels	7	and	higher	After	Mad	Maggie	helps	restore	some	of	Lulu's	memories,	the	hollyphant	leads	the	adventurers	to	where	she	thinks	the	Bleeding	Citadel	is,	but	ends	up	at
Haruman's	Hill,	a	place	of	great	evil.	This	traveling	market	visits	all	corners	of	Avernus.	Adventurers	who	happen	upon	the	Wandering	Emporium	can	rest,	trade	goods,	and	dine	at	a	restaurant	run	by	a	rakshasa	named	Mahadi.	r	HELLWASP	NEST	For	characters	oflevel	7	1	After	a	hellwasp	attack	atop	Haruman's	Hill,	the	adventurers	must	rescue
Lulu	when	she's	abducted	and	taken	to	a	nearby	hellwasp	nest.	_______.r	r	PATH	OF	DEMONS	For	characters	oflevels	8-10	If	the	adventurers	choose	this	path	to	finding	the	Sword	ofZariel,	a	series	of	encounters	leads	them	to	the	demon	lord	Kostchtchie	and	a	showdown	with	Olanthius,	a	fallen	Hell	rider.	r	PATH	OF	DEVI	LS	For	characters	oflevels	8-
10	If	the	adventurers	choose	this	path	to	finding	the	Sword	of	Zariel,	a	series	of	encounters	leads	them	to	Bel,	the	pit	fiend	who	ruled	Avernus	before	Zariel	unseated	him.	Bel	helps	them	for	a	price.	OlllG	RllM	3	.1:	CHllPTER	3	F	LOW	C	HllRT	CHAPTER	3	I	AVERNUS	75	Extraplanar	travelers	come	to	Avernus	from	time	to	time.	Such	visitors	include
war	profiteers	looking	to	get	rich	trading	weapons	and	armor,	mad	wizards	who	want	to	test	their	latest	spells.	clerics	on	missions	from	their	gods,	treasure	hunters	searching	for	lost	artifacts,	grim-faced	merchants	who	deal	in	slaves,	smugglers	of	soul	coins,	and	scholars	seeking	firsthand	knowledge	of	the	machinations	of	the	diabolical	realms.
Adventurers	come	here	to	negotiate	with	powerful	fiends,	meddle	in	the	Blood	War,	and	free	poor	souls	trapped	io	the	Nine	Hells.	Because	devils	can't	simply	walk	out	of	Avernus	and	step	onto	the	Material	Plane,	they	must	rely	on	minions	such	as	cultists	and	evil	wizards,	who	can	contact	them	and	do	their	bidding	in	exchange	for	wealth	and	power.
A	select	group	of	devils	and	mortal	followers	who	seek	to	cause	strife	and	destabilize	harmonious	communities	serve	as	Zariel's	chief	corruptors.	By	funding	evil	groups,	making	and	distributing	weapons,	and	causing	random	acts	of	violence	in	the	name	of	some	enemy	to	ignite	the	spark	of	war,	devils	swell	the	capacity	for	mortals	to	commit	acts	of
evil,	corrupting	souls	by	the	thousands	and	thus	ensuring	the	legions	of	devils	are	full	of	diabolic	soldiers	for	the	Blood	War.	ZARIEL's	WAR	YOKE	OF	EVIL	By	bringing	Elturel	to	Avernus	and	potentially	gaining	a	choke	hold	on	Baldur's	Gate,	Zariel	aims	to	capture	as	many	evil	mortals	as	she	can,	turn	them	into	devils,	and	swell	the	ranks	of	her	battle-
depleted	legions.	Through	Thavius	Kreeg,	Zariel	found	a	way	to	exploit	the	gullible	nature	of	mortals	by	appealing	to	their	need	to	follow	a	leader	who	proclaims	spiritual	power.	Because	of	Kreeg,	the	residents	of	Elturel	are	bound	by	the	Creed	Resolute	to	fight	and	die	for	Zariel	in	her	endless	war.	Under	constant	pressure	from	both	the	Abyss	and
her	infernal	peers,	Zariel	and	her	high-ranking	vassals	work	to	keep	her	armies	constantly	in	the	fight.	Zariel's	wrach	and	pride	have	limits,	however,	and	this	offers	her	an	opportunity	for	redemption.	Zariel	has,	in	a	twisted	way,	achieved	her	dream	as	an	angel-	to	fight	face-to-face	against	the	demon	hordes	in	the	Blood	War.	But	the	burden	is	a
heavy	one,	and	if	given	the	chance,	Zariel	could	be	convinced	to	set	it	aside,	release	Elturel,	and	return	to	the	light	with	a	completely	transformed	perspective.	VISITORS	TO	AVERNUS	ZARIELS	STRUGGLE	Io	some	ways,	Zariel	is	a	jewel	in	Asmodeus's	crown-	a	former	angel,	now	an	archdevil,	in	his	infernal	service.	Given	her	origin,	Zariel	has	more
than	the	normal	share	of	devils	plotting	to	overthrow	her,	the	first	among	them	being	the	pit	fiend	Bel.	whom	she	displaced.	By	Asmodeus's	decree,	Bel	now	serves	Zariel	as	an	advisor,	though	the	two	can	barely	stand	to	be	in	each	other's	presence.	Despite	the	conflict	within	the	diabolical	ranks,	Zariel	runs	a	tight	ship	and	instills	fear	in	her	legions.
Retribution	against	those	who	attempt	to	betray	her	is	swift	and	terrible.	WAR	FOR	SOULS	Souls	are	the	most	prized	commodities	in	the	Nine	Hells.	The	Blood	War	taxes	Zariel's	armies.	so	she	must	ensure	a	fresh	supply	of	souls	as	replacements.	To	this	end,	Zariel	looks	for	evildoers	in	the	mortal	realms	who	can	deliver	more	souls	to	her.	I
NFERNAL	ORDER	OF	BATTLE	Whereas	demons	attack	in	disorganized	mobs,	relying	on	shock	and	overwhelming	numbers	to	carry	the	day,	devils	organize	into	a	basic	unit	called	a	legion.	Each	legion	con·	tains	one	thousand	devils	organized	as	follows:	•	1	legion	..	10	cohorts,	commanded	by	a	legate	•	1	cohort	•	10	lances,	commanded	by	a	signifier
•	1	lance	•	10	devils,	commanded	by	an	optio	Ranks	of	miserable	lemures	and	nupperibos	compose	the	base	of	dreg	legions,	while	bearded	devils	and	merregons	make	up	the	bulk	of	regular	legions.	Each	legion	sports	a	unique	name,	usually	denoting	its	purpose	and	numerical	designation.	Examples	include	the	following:	•	5th	Infantry	Legion,
"Infernal	Absolution"	•	13th	Cavalry	Legion,	"Bel's	Fury"	•	47th	Dreg	Legion,	"Piteous	Fodder"	CHAPTER	3	I	AVERNUS	FEATURES	OF	AVERNUS	The	hellscape	of	Avernus	sits	under	hideous	clouds	that	obscure	the	vault	of	the	sky,	from	which	the	occasional	meteor	streaks	before	crashing	into	the	ground.	Ambient	light	continually	swells	up	from
just	below	the	horizon	as	though	lit	by	nine	setting	suns,	yet	no	actual	celestial	bodies	fill	the	sky-	no	sun,	moons.	or	stars.	This	constant	twilight	makes	it	difficult	for	the	denizens	of	Avernus	to	track	the	passage	of	time.	The	atmosphere	reeks	of	brimstone	and	burning	tar,	and	hot	gusts	of	wind	shriek	across	the	hellscape	to	scour	the	land	below.
Sometimes	these	winds	swirl	into	immense	sandstorms,	which	can	strip	flesh	from	bone	and	plunge	everything	into	darkness.	Biting	flies,	hellwasps,	and	blood-sucking	stirges	patrol	the	air,	hunting	for	any	source	of	blood	to	feed	on.	Swarms	of	them	can	grow	so	large	that	they	blacken	the	sky	and	deafen	the	ears	with	the	sound	of	their	wings.	On	the
ground,	wandering	bands	of	nupperibos-blind,	bloated	castaways	of	the	damned-	move	in	the	thousands	like	living	lakes	of	groaning	flesh	in	their	agonizing	search	for	food.	Bone	fields,	quicksand,	bubbling	tar	pits,	lakes	of	lava,	canyons	of	wailing	souls,	and	salt	Hats	made	from	the	tears	of	the	damned	all	await	those	who	wander	the	hellscape.	R	IV
ER	STYX	The	River	Styx	courses	through	the	Lower	Planes,	frustrating	every	attempt	to	map	it	or	predict	its	course.	Getting	lost	while	sailing	the	Styx	isn't	the	only	danger	the	river	presents.	Simply	tasting	or	touching	its	waters	can	shatter	a	creature's	intellect	and	personality,	as	well	as	strip	away	its	memories.	Certain	fiends	are	immune	to	the
river's	effects,	but	most	creatures	have	no	defense	against	it.	Unless	immune	to	the	river's	effects,	a	creature	that	drinks	from	the	Styx	or	enters	the	river	is	targeted	by	a	feeblemind	spell	(save	DC	20).	A	creature	must	repeat	the	saving	throw	whenever	it	starts	its	turn	in	the	river,	until	it	fails	the	save.	A	feebleminded	creature	can	drink	from	the	Styx
and	swim	in	its	waters	without	suffering	any	additional	deleterious	effects.	If	a	creature	fails	its	saving	throw	and	remains	under	the	spell's	effect	for	30	consecutive	days,	the	effect	becomes	permanent	(no	save)	and	the	creature	loses	all	its	memories,	becoming	a	near-mindless	shell	of	its	former	self.	At	that	point,	nothing	short	of	a	wish	spell	or
divine	intervention	can	undo	the	effect.	Water	take	n	from	the	River	Styx	loses	its	potency	after	24	hours,	becoming	a	ha	rmless,	foul-tasting	liquid.	However,	arcanaloths,	night	hags,	and	other	fell	creatures	might	know	rituals	that	can	prolong	the	water's	pote	ncy,	at	your	discretion.	ALTERATIONS	TO	MAGIC	Avernus	is	the	entrance	to	the	Nine
Hells,	a	battlefield	drenched	in	eldritch	energy.	The	magic	of	the	Weave	works	differently	here,	manifesting	in	unusual	ways.	COSMETIC	SPELL	MODIF	ICATIONS	At	your	discretion,	a	spell	can	be	modified	cosmetically	to	enhance	the	corrupting	nature	of	Avernus.	Here	are	some	examples:	Bigby's	Hand.	T	he	conjured	hand	is	a	fiendish	claw.	Find
Familiar.	The	familia	r	is	an	imp.	Find	Steed.	The	s	teed	is	a	nightmare.	Find	the	Path.	An	imp	appears	and	begrudgingly	guides	the	caster	to	the	desired	location	while	compJajning	the	whole	time,	disappearing	when	the	destination	is	reached	or	the	spell	ends.	Fog	Cloud.	Moaning	faces	appear	and	fade	in	the	yellow	fog	that	smells	like	sulfur.	H	ellish
Rebuke.	The	cackling	of	imps	accompanies	the	fire	unleashed	by	this	spell.	Mage	Hand.	The	summoned	hand	is	shaped	like	a	claw.	Rary's	Telepathic	Bond.	Characters	linked	together	by	the	spell	can	hear	vague,	infernal	whispering	in	the	background,	but	can't	make	out	what's	being	said.	TELEPATHIC	COMMUNI	CATIONS	Archdevils	can	eavesdrop
on	communication	spells	s	uch	as	message	and	sending	sent	from	or	within	the	Nine	Hells	.	Because	of	this,	those	engaging	in	telepathic	communication	a	lways	have	the	feeling	that	they	are	being	listened	in	on	or	watched	by	some	infernal	presence,	even	if	an	archdevil	isn't	eavesdropping	on	their	communication.	Telepathic	communications	via
magic	items	such	as	sending	stones	or	a	helm	of	telepathy	can	be	overheard	by	an	a	rchdevil	as	well.	Communicating	with	a	serpentine	owl,	an	orb	of	dragon	kind,	or	a	sentient	weapon	also	runs	the	risk	of	being	overheard	in	Avernus.	Rings	of	mind	shielding	work	the	same	in	Avernus	as	they	do	on	any	other	plane	and	are	highly	valuable	items	in	the
Nine	Hells,	coveted	by	all	fiends	to	avoid	the	prying	minds	of	their	masters.	DEMONlCHOR	Demon	ichor	is	what	remains	behind	after	a	demon	dies.	It's	a	reduction	of	demonic	blood,	viscera,	and	bodily	fluids	with	the	consistency	and	odor	of	bile.	Enough	demons	die	in	Avernus	that	their	ichor	forms	pools	and	small	lakes.	Although	the	ichor	is
harmless	on	most	planes	of	exjstence,	it	can	warp	creatures	on	the	Lower	Planes.	Devils	and	other	creatures	have	found	ways	to	use	demon	ichor	in	rituals	and	to	improve	the	performance	of	infernal	war	machines	(as	described	in	appendix	B).	When	a	creature	comes	in	direct	contact	with	demon	ichor	in	Avernus,	it	must	make	a	DC	10	Constitution
saving	throw.	Fiends,	oozes,	plants,	and	undead	automatically	succeed	on	the	saving	throw.	On	a	failed	save,	the	creature	is	magically	warped	by	the	ichor,	as	determined	by	rolling	on	the	Flesh	Warping	table.	A	spell	that	removes	a	curse	ends	all	ichor-related	warping	effects	on	a	creature.	!CHOR-	COATED	WEAPONS	Demon	ichor	is	sticky	enough
to	adhere	to	most	weapons.	A	creature	in	Avernus	that	takes	damage	from	a	weapon	coated	with	demon	ichor	suffers	a	flesh-warping	transformation	if	it	fails	its	saving	throw	(as	described	above).	After	hitting	its	target,	the	weapon	is	no	longer	coated	with	demon	ichor.	Foon	dlOO	Effect	01-05	46-	50	The	color	of	the	target's	hair,	eyes,	and	skin
becomes	blue,	red,	yellow,	or	patterned.	The	target's	eyes	push	out	of	its	head	on	the	end	of	stal	ks.	The	target's	hands	grow	claws,	which	can	be	used	as	daggers.	One	of	the	target's	legs	grows	longer	than	the	other,	reducing	its	walking	speed	by	10	feet.	The	target's	eyes	become	beacons,	filling	a	15-foot	cone	with	dim	light	when	they	are	open.	A
pair	of	wings,	either	feathered	or	leathery,	sprout	from	the	target's	back,	granting	it	a	flying	speed	of	30	feet.	The	target's	ears	tear	free	from	its	head	and	scurry	away;	the	target	is	deafened.	Two	of	the	target's	teeth	turn	into	tusks.	The	target's	skin	becomes	scabby,	granting	it	a	+l	bonus	to	AC	but	reducing	its	Charisma	by	2	(to	a	minimum	ofl).	The
target's	arms	and	legs	switch	places,	prevent-	51-55	ing	the	target	from	moving	unless	it	crawls.	The	target's	arms	become	tentacles	with	fingers	on	56-60	the	ends,	increasing	its	reach	by	5	feet.	The	target's	legs	grow	incredibly	long	and	springy,	06-10	11-15	16-20	21-25	26-30	31-35	36-40	41-45	AND	DRINK	Wisdom	(Survival)	checks	to	forage	in
Avernus	are	made	at	disadvantage.	Water	exists,	but	it	tastes	foul	and	is	hard	to	find.	Food	can	likewise	be	scrounged,	but	the	flora	and	fauna	taste	revolting	no	matter	the	manner	of	preparation.	Even	rations	brought	to	Avernus	taste	bitter	and	ashen.	RESTS	IN	AVERNUS	There	are	no	"days"	or	"nights"	in	Avernus,	but	time	should	still	be	tracked	in
hour	increments.	Thus,	the	characters	can	take	long	and	short	rests	as	they	do	normally.	0	FLES	H	WARPIN	G	61-	65	66-70	71-75	76-80	81	-	85	86-90	91-95	PTIONAL	RULES	Here	are	some	optional	rules	that	you	can	use	to	reinforce	the	flavor	of	adventuring	in	Avernus.	COMMERCE	When	it	comes	to	the	souls	of	morta	ls,	the	Nine	Hells	is	always
open	for	business.	In	Avernus,	the	business	is	war,	making	sure	the	front	lines	of	the	Blood	War	are	continuously	replenished	with	fresh	troops,	weapons,	armor,	and	war	machines.	The	main	drivers	behind	this	infernal	commerce	are	treasure	and	soul	coins.	Treasure	is	only	valuable	to	devils	because	of	its	efficacy	in	tempting	and	twisting	mortals
(humans	in	particular)	toward	lives	of	corruption,	ultimately	leading	them	to	forfeit	their	souls.	Because	gold	has	been	used	for	mi	llennia	in	the	Nine	Hells,	adventurers	can	find	gold	coins	from	civilizations	long	lost	to	history.	Silver	is	harmful	to	devils.	Nevertheless,	devils	trade	silver	to	those	wishing	to	eliminate	rivals	in	their	path.	CHAl'TER	3	I
AVERNUS	96-00	increasing	its	walking	speed	by	10	feet.	The	target	grows	a	whiplike	tail,	which	it	can	use	as	a	whip.	The	target	's	eyes	turn	black,	and	it	gains	darkvision	out	to	a	range	of120	feet.	The	target	swells,	tripling	its	weight.	The	target	becomes	thin	and	skeletal,	halving	its	weight.	The	target's	head	doubles	in	size.	The	ta	rget's	ears	become
wings,	giving	it	a	flying	speed	of	S	feet.	The	target's	body	becomes	unusua	lly	brittle,	causing	the	target	to	gain	vulnerability	to	bludgeoning,	piercing,	and	slashing	damage.	The	target	grows	another	head,	causing	it	to	have	advantage	on	saving	throws	against	being	charmed,	frightened,	or	stunned.	BARGAIN-	BASEMENT	DEATH	SAVES	Whenever	a
character	fails	a	death	save	in	the	Nine	Hells,	an	archdevil	may	contact	that	character	telepathically	and	offer	its	assistance.	The	character	must	agree	to	perform	a	task	for	the	archdevil	afterward.	The	nature	of	the	task	is	not	revealed	until	the	character	agrees	to	these	terms.	A	character	who	agrees	to	the	archdevil's	terms	automatically	rolls	a	20
on	their	next	death	save.	At	the	same	time,	the	character	falls	under	the	effect	of	a	geas	spell	(no	saving	throw	allowed).	lf	this	spell	ends	prematurely,	the	character	immediately	drops	to	0	hit	points	and	is	dying.	The	task	that	the	character	must	complete	MAP	3	,1;	AVER	N	US	is	usually	simple	and	straightforward,	and	always	for	the	benefit	of	the
archdevil	who	struck	the	deal.	Sample	tasks	include	delivering	a	soul	coin	to	one	of	the	archdevirs	minions,	refusing	to	help	someone	the	character	is	fated	to	meet	in	the	future,	or	destroying	something	the	archdevil	abhors	(such	as	a	holy	symbol).	EXHAUSTION	Avernus's	combination	of	oppressive	heat	and	supernatural	malevolence	weighs	on	the
bodies	and	souls	of	those	who	are	not	evil.	A	non-evil	creature	treats	normal	travel	through	Avernus	as	a	forced	march	and	muse	make	a	Constitution	saving	throw	at	the	end	of	each	hour	of	travel.	The	DC	is	10	+	1	for	each	hour	of	travel.	On	a	failed	saving	throw,	a	creature	suffers	one	level	of	exhaustion.	PERVASIVE	EVIL	Evil	pervades	the	Nine
Hells,	and	visitors	to	this	plane	feel	its	influence.	At	the	end	of	each	long	rest	taken	on	this	plane,	a	visitor	that	isn't	evil	must	make	a	DC	10	Wisdom	saving	throw.	On	a	failed	save,	the	creature's	alignment	changes	to	lawful	evil.	The	change	becomes	permanent	if	the	creature	doesn't	leave	the	plane	within	ld4	days.	Otherwise,	the	creature's
alignment	reverts	to	normal	after	one	day	spent	on	a	plane	other	than	the	Nine	Hells.	Casting	the	dispel	evil	and	good	spell	on	the	creature	also	restores	its	original	alignment.	USING	THE	PO	STE	R	MAP	The	poster	map	depicts	a	region	of	Avernus,	a	wasteland	of	dizzying	proportions	that	has	been	warped	by	eons	of	demonic	invasion.	Travelers	face
a	hellscape	that	disorients	the	senses	and	defies	attempts	to	map	it	accurately.	Standard	cartographic	methods	are	useless,	since	distances	in	Avernus	are	impossible	to	gauge	and	locations	sometimes	shift	supernaturally.	As	such,	the	map	shows	pictorial	impressions	of	locations	that	only	hint	at	their	distances	from	one	another.	It	is	by	no	means
something	that	can,	or	should,	be	taken	literally.	No	scale	is	marked	on	the	map,	and	the	placement	of	locations	is	based	on	the	memories	of	an	intrepid	yet	MAPPINC	AVERNUS	Celestials	and	demon	lords	alike	wish	for	a	working	map	of	Avernus,	but	attempts	to	map	the	layer	have	consistently	met	with	failure.	If	a	character	attempts	to	map
Avernus,	madness	begins	to	set	in.	After	each	mapping	session,	the	character	must	make	a	DC	1S	Wisdom	saving	throw.	On	a	failed	save,	the	character	contracts	a	random	form	of	madness	determined	by	rolling	on	the	Short-Term	Madness	table	in	chapter	8	of	the	Dungeon	Master's	Guide.	If	the	character	fails	this	saving	throw	a	second	time,	roll	on
the	Long-Term	Madness	table	instead.	If	the	character	fails	a	third	time,	roll	on	the	Indefinite	Madness	table.	CHAPTER	3	I	AVF.RNUS	79	insane	cartographer.	Distances	and	travel	times	between	locations	cannot	be	determined	by	s	tudying	the	map	and	can	change	with	each	journey,	at	your	discretion.	Your	players	s	hould	never	feel	like	they
understand	Avernus	geographically,	providing	an	unsettled	and	disorienting	feeling	as	they	roam	the	hellscape.	The	poste	r	map	is	riddled	with	strange	imagery	and	unique	iconography.	These	are	the	cartographer's	artiscic	impressions	of	Avernus,	and	their	meanings,	for	the	most	part,	rema	in	a	mys1ery.	While	exploring	Avernus,	the	characte	rs	d
iscover	a	peculia	r	property	of	the	map:	it	talks!	Whenever	they	arrive	at	one	of	the	locations	described	in	this	chapte	r,	the	voice	of	the	cartographer	emanates	from	the	map	to	reveal	a	clue.	The	map	speaks	only	to	utter	its	clues,	so	the	characters	can't	query	it	or	engage	it	in	conversation.	The	cartographer's	mad	ramblings	precede	the	description	of
each	adventure	location	marked	on	the	map.	If	queried	about	a	location	not	drawn	on	the	map,	the	cartographer	mumbles	incoherently,	screams	madly,	or	whimpers	in	despair.	After	leaving	Elturel,	the	adventurers	head	to	Fort	Knucklebone,	a	junkyard	s	tronghold	on	the	edge	of	a	desolate	expanse	of	Avernus	ravaged	by	rival	gangs	of	scavengers	.
Fort	Knucklebone	doesn't	appear	on	the	poster	map	of	Avernus,	as	the	map's	cartographer	never	found	or	visited	this	location.	Fort	Knucklebone	provides	s	helter	to	a	gang	of	wasteland	marauders	called	the	Knucklebones,	serving	as	a	garage	whe	re	they	build	and	repa	ir	infernal	war	machines.	The	Knucklebones	answer	to	Mad	Maggie,	a	night	hag
wa	rlord	who	has	a	n	agreement	with	Zariel:	the	a	rchduke	of	Avernus	leaves	For	t	Knucklebone	alone	as	long	as	Mad	Maggie	keeps	the	other	warlords	in	the	a	rea	in	check.	Lulu	believes	that	the	kenku	from	the	visions	reside	in	the	fort	and	may	be	able	to	help,	which	is	partially	true.	They	can	bring	Lulu	and	the	characters	to	Mad	Maggie,	who	can	in
turn	provide	them	with	assistance.	CHARTING	A	COURSE	ARRI	VAL	AT	THE	FORT	Using	the	map	to	chart	a	course	from	one	location	to	another	is	unreliable	at	best.	It	helps	if	the	characters	have	visited	a	destination	before,	but	even	that	is	no	guarantee	they'll	end	up	where	they	intended.	When	charting	a	course	through	Avernus.	ask	the	player
whose	character	is	overseeing	navigation	to	roll	two	dice:	When	the	characters	get	within	sight	of	Fort	Knucklebone,	describe	the	location	as	follows:	•	Roll	2d4	if	the	characters	a	re	traveling	to	an	unvisited	destination	marked	on	their	map.	•	Roll	2d8	if	the	characters	a	re	returning	to	a	destination	they've	visited	previously.	•	Roll	2d10	if	a	native
guide	is	leading	che	characce	rs	co	their	destination.	If	the	rolls	of	both	d	ice	don't	match,	the	characters	arrive	at	their	destination	as	inte	nded.	If	the	dice	match,	they	wind	up	s	omewhere	else:	pick	one	of	the	other	locations.	80	FORT	KNUCKLEBONE	A	fortified	compound	sits	atop	a	low	plateau	that	rises	out	of	a	crater-pocked	landscape.	At	the
center	of	the	compound	is	a	hill	of	rust-colored	stone	that	resembles	a	hand	clawing	out	of	the	ground,	with	gaps	between	the	fingers.	A	jagged	wall	made	of	rock,	bones,	and	metal	debris	surrounds	this	hand-sha	ped	hill.	Other	highlights	visible	from	this	distance	include	a	gatehouse,	atop	which	s	tands	a	half-dozen	small	figures	on	watch.	Whe	n	the
characters	a	re	ready	to	approach	the	fortress,	see	"Entering	the	Fort"	below.	First,	however,	review	the	following	summary	of	how	to	run	this	scene	to	maximum	effect.	AREAS	OF	FOAT	KN	UCK	LEBONE	R	UN	NING	T	HE	F	ORT	The	main	feature	of	the	fort	is	the	hand-shaped	hill,	between	the	fingers	of	which	are	caves	where	Mad	Maggie	oversees
repairs	to	several	infernal	war	machines	(see	appendix	8	for	infernal	war	machine	rules	and	stat	blocks).	Around	this	hill	is	a	ring	of	debris	that	serves	as	a	crude	rampart.	This	barrier	is	15	feet	thick,	and	its	height	averages	20	feet.	Built	into	the	rampart	is	a	ramshackle	gatehouse	(see	"Entering	the	Fort,"	page	81).	One	of	the	redcaps	that	guards	the
gatehouse	stands	next	to	an	iron	gong	that	can	be	struck	to	warn	of	impending	attack.	A	15-foot	high,	20-foot-wide,	entryway	passes	through	the	gatehouse.	A	wall	of	junk	on	rollers	can	be	pushed	in	front	of	the	entry·	way	to	seal	it	in	case	of	attack.	Within	the	rampart,	surrounding	the	hill,	are	hovels	made	of	junk	and	scrap	metal.	These	quarters	are
mostly	empty	except	for	a	few	cots,	since	only	the	kenku	require	food,	drink,	and	sleep.	They	are	used	when	members	of	Mad	Maggie's	gang	need	privacy.	Amid	the	hovels	are	the	plundered	wrecks	of	several	infernal	war	machines	that	have	been	picked	clean	for	parts.	In	this	part	of	the	adventure,	the	characters	must	carefully	tread	the	social	milieu
of	a	night	hag	a	nd	her	cadre	of	crazed	followers.	This	scene	resolves	a	round	a	factor	essential	in	any	negotiation:	leverage.	Mad	Maggie	possesses	several	things	the	characters	could	use,	including	infernal	war	machines,	provisions,	temporary	shelter,	and	information.	The	characters	have	something	Mad	Maggie	des	ires	greatly:	Lulu's	memories.
One	way	to	run	a	complex	socia	l	encounter	like	this	one	is	to	imagine	a	scale	from	1	to	10,	with	1	representing	the	worst	possible	ouccome	and	10	the	best.	The	cha	racters	start	at	5,	a	nd	as	they	progress	through	the	scene,	they	may	move	up	or	down	the	scale.	Positive	a	nd	helpful	interactions	move	them	up	the	scale,	and	antagonistic	or	unfriendly
exchanges	lose	them	points,	as	you	determine.	Where	they	end	determines	the	consequences	of	the	encounter.	For	example,	if	the	characte	rs	end	at	a	10	on	the	scale,	they	get	everything	they	want	from	Mad	Maggie:	one	or	more	vehicles	to	C	HAPTER	3	I	AVl'RNU	S	-expedite	travel	across	Avernus,	all	the	information	they	need,	monetary	or	magical
gifts,	and	provisions.	If	they	end	at	a	1	on	the	scale,	they	anger	Mad	Maggie	and	get	nothing.	They	might	even	have	to	fight	their	way	out	of	Fort	Knucklebone.	As	long	as	the	characters	still	have	a	path	forward,	a	spectacular	failure	can	be	just	as	memorable	as	success.	The	following	sections	detail	the	important	NPCs	and	creatures	within	Fort
Knucklebone.	Included	in	these	descriptions	are	the	personalities	and	goals	of	the	NPCs,	as	well	as	what	they	have	to	offer	the	characters.	These	descriptions	also	allow	you,	as	the	DM,	to	determine	how	the	characters	can	gain	leverage	in	the	negotiations	and	get	what	they	want	or	need.	Use	the	1-to-10	scale	as	a	barometer	for	rating	the	overall
success	of	the	characters	in	dealing	with	the	strange,	intriguing,	and	dangerous	world	of	Mad	Maggie	and	the	Knucklebones.	Let	the	characters'	decisions,	insights,	knowledge,	roleplaying,	successes,	and	failures	move	the	slider	up	or	down	the	scale	as	you	see	fit.	ENTERING	THE	FORT	The	gatehouse	serves	as	the	entrance	to	Fort	Knucklebone.	Six
r	edcaps	(see	page	240	for	their	stat	block)	stand	guard	atop	it.	One	redcap	yells	down	at	the	characters	as	they	approach,	asking	for	the	password.	After	a	few	moments,	a	different	redcap	says,	"We	don't	have	a	password!"	All	the	redcaps	fall	over	in	peals	of	mirth.	The	redcaps	on	guard	duty	give	the	characters	a	difficult	time,	asking	them	to	do
ridiculous	things	to	gain	entrance.	After	a	few	minutes,	when	the	characters	get	fed	up	with	the	nonsense,	the	redcaps	tell	them	to	quit	s	tanding	around	like	idiots	and	come	inside.	SEEING	THE	KENKU	When	the	characters	enter,	they	see	the	following	scene	within	the	fortress:	The	area	enclosed	by	the	rampart	is	littered	with	trash	and	mechanical
parts,	some	put	together	in	a	way	that	resembles	a	vehicle.	Ramshackle	structures,	built	from	the	same	junk	as	the	outer	wall,	provide	shelter.	A	platoon	of	small	fey	creatures	mills	about,	all	looking	like	feral	gnomes.	Several	them	sport	tall	red	caps,	some	of	which	drip	with	vile	ichor.	A	pair	of	kenku	examine	one	of	the	strange	vehicles,	chattering	to
each	other	in	high-pitched	squawks.	These	kenku	carry	an	assortment	of	strange	tools.	When	they	see	you,	they	turn	and	stare	in	wonder.	The	kenku	Chukka	and	Clonk	instantly	recognize	Lulu,	since	they've	met	her	previously.	Before	the	characters	can	act,	Clonk	squawks	at	them:	CHAPTER	3	I	AVERNUS	81	One	of	the	kenku	waves	in	your	direction
as	if	telling	you	to	remain	where	you	are.	"What	a	deal!	Patience	is	a	virtue!	Can't	keep	the	boss	waiting!"	He	runs	off	into	one	of	the	trash	structures.	Moments	later	he	returns	,	leading	a	tall	creature	wearing	a	long,	tattered	shift	covered	in	mud,	blood,	mold,	and	worse.	The	hag's	eyes	seem	to	move	independently	of	each	other	as	she	approaches,
her	straggly	brown	hair	hanging	in	front	of	them.	Resting	on	each	shoulder	are	red-eyed	ravens	that	scrutinize	your	group.	Behind	her,	a	hulking	creature	built	of	disparate	fiendish	parts	trudges,	moaning	and	hopping	as	it	walks.	Then	both	of	the	hag's	eyes	focus	keenly	on	your	group,	and	on	Lulu	specifically.	"My	goodness!"	the	hag	croaks,	spittle
dribbling	from	her	mouth.	"Where	did	you	fi	nd	such	a	treasure?"	The	characters	can	explain	their	predicament,	and	Mad	Maggie	can	offer	to	unlock	Lulu's	memories,	joyfully	telling	the	characters	about	Lulu's	possible	relationship	to	Zariel.	Before	she	does	that,	however,	Mad	Maggie	tells	the	characters	she	needs	to	gather	supplies	for	the	ritual	of
memory	unlocking.	This	gives	the	characters	a	chance	to	interact	with	the	other	members	of	Mad	Maggie's	gang	and	maybe	earn	some	good	will	with	them	as	mentioned	under	their	individual	descriptions	below.	MAD	MAGGIE	ANO	MtCKEV	MAD	MAGGIE	While	Zariel's	attention	is	focused	on	the	Blood	War.	power-hungry	warlords	of	the	Avernian
wastes	cobble	together	heavily	armed	gangs	and	lead	packs	of	infernal	war	machines	in	brutal	combat,	carving	out	vicious	fiefdoms	for	themselves.	Mad	Maggie	is	one	such	warlord.	Mad	Maggie	is	a	night	hag	with	the	demeanor	of	a	kindly	grandmother,	but	her	warm	smile	masks	a	cruel	cunning.	In	addition	to	her	heartstone,	the	hag	carries	a	black
soul	bag	(see	the	"'Night	Hag"	entry	in	the	Monster	Manual	for	more	information	on	this	magic	items.	The	bag	contains	nine	soul	coins	(see	page	94),	which	Mad	Maggie	uses	to	power	her	infernal	war	machines.	Years	ago,	a	thirst	to	experience	the	ultimate	misery	brought	the	night	hag	to	the	first	layer	of	the	Nine	Hells.	Followed	to	Avernus	by
scores	of	bloodthirsty	redcaps,	Maggie	found	pieces	of	a	beautiful	tapestry	that	chronicled	the	fa	ll	of	Zariel.	It	recounted	the	angel's	descent	into	Avernus,	her	betrayal	at	the	hands	of	the	Hell	riders,	and	her	submission	to	Asmodeus,	which	led	to	her	becoming	an	archdevil	worthy	to	rule	Avernus.	Mad	Maggie	is	obsessed	with	Zariel's	cataclysmic
saga	and	scours	the	wastelands	of	Avernus	for	more	such	relics.	In	the	crucible	of	the	Avernian	wastelands,	Mad	Maggie	has	risen	to	become	a	respected	warlord.	MAGG	IE'S	GOALS	Driven	by	her	lust	for	misery	and	her	delight	in	the	corruption	of	the	valiant,	Mad	Maggie	seeks	to	collect	more	artifacts	tied	to	Zariel's	fall	from	grace.	When	she
becomes	aware	of	Lulu's	relationship	to	Zariel,	the	night	hag	tries	to	dig	up	Lulu's	lose	memories,	believing	they	might	hold	the	most	exquisite	emotional	records	of	Zariel's	descent.	As	the	characters	assist	Maggie	in	this	endeavor,	they	gain	favor	with-	and	leverage	over-	the	hag.	MAGG	IE	'S	OFFERS	Maggie	has	the	means	to	unlock	the	memories
Lulu	struggles	to	remember.	Once	the	memories	are	retrieved,	the	characters	learn	the	destination	of	the	next	step	of	their	journey.	Maggie	also	can	furnish	the	characters	with	one	or	more	infernal	war	machines,	which	would	make	their	trip	across	the	wastelands	more	manageable.	Additionally,	if	the	characters	have	no	means	of	creating	provisions,
Maggie	can	supply	them	with	food	and	water	as	well.	Maggie	could	also	offer	information	about	the	dangers	the	characters	might	face	in	the	wasteland,	including	ocher	gangs,	if	the	characters	gain	enough	leverage	and	delight	Maggie	with	their	offerings.	THE	KNUCKLEBONES	GANG	Maggie's	band	consists	of	Chukka,	Clonk,	a	fiendish	flesh	golem
named	Mickey,	a	pair	of	conniving	imps,	a	Aameskull,	and	a	host	of	murderous	fey	creatures.	82	CHAPTER	3	I	AVERNUS	g	g	CHUKKA	AND	CLONK	These	two	kenku	are	loyal,	longtime	associates	of	Mad	Maggie's.	She	refers	to	them	as	the	Magpies.	Clonk,	the	bigger	of	the	two	kenku,	is	the	strong,	silent	type	who	sometimes	drives	Mad	Maggie's
infernal	war	machine.	Chukka	is	animated,	irritable,	and	takes	care	of	repairs	around	the	fort.	Chukka	and	Clonk	lost	their	weapons	and	replaced	them	with	the	following	weapons	salvaged	from	infernal	battlefields:	•	Chukka	wields	a	silvered	pike	(+2	to	hit)	that	has	a	reach	of	10	feet	and	deals	5	(ldlO)	piercing	damage	on	a	hit.	•	Clonk	wields	a
hellfire	warhammer	(+2	to	hit)	that	deals	4	{ld8)	bludgeoning	damage	on	a	hit,	or	5	(ldlO)	bludgeoning	damage	when	used	with	two	hands.	For	more	information	on	hellfire	weapons,	see	page	223.	Chukka	and	Clonk's	Goal.	The	kenku	live	to	build,	fix,	and	drive	infernal	machines.	At	some	point	during	their	visit,	the	characters	see	the	kenku	angrily
hammering	on	a	nonfunctional	Demon	Grinder	(see	page	219	for	the	vehicle's	stat	block).	It	isn't	working,	and	they	can't	figure	out	why.	They	would	be	very	grateful	to	anyone	who	could	help	them	discern	the	problem.	Helping	the	Kenku.	One	of	the	parts	in	the	Demon	Grinder-a	spiky	gear-is	disrupting	the	How	of	infernal	energy	through	the	vehicle.
The	gear,	comprised	of	spikes	from	a	hezrou	demon,	surges	with	demonic	energy	to	cause	the	malfunction.	A	successful	DC	15	Intelligence	(Arcana	or	Investigation)	by	a	character	who	spends	at	least	10	minutes	examining	the	vehicle	reveals	which	part	is	to	blame.	Chukka	and	Clonk	appreciate	the	help	in	identifying	the	problem.	Characters	can
further	assist	by	finding	a	way	to	remove	the	demonic	essence	from	the	gear.	Spells	such	as	dispel	magic	or	protection	from	evil	or	good,	or	other	methods	that	the	characters	might	imagine,	could	make	the	part	usable.	If	the	characters	help	the	pair	get	the	infernal	machine	running,	the	kenku	express	their	pleasure	to	Mad	Maggie,	who	becomes
even	more	likely	to	help	the	characters	in	their	quest.	MICKEY	THE	FLESH	GOLEM	Shortly	after	arriving	in	Avernus,	Mad	Maggie	created	Mickey,	a	fiendish	flesh	golem	(see	page	236	for	its	stat	block)	comprised	of	fiendish	body	parts	scavenged	from	the	battlefields	of	Avernus.	Mickey	is	a	sweet,	dumb	brute	who	follows	Mad	Maggie's	orders.
Mickey's	Goal.	Unknown	to	anyone	else	at	Fort	Knucklebone,	Mickey	has	a	large	piece	of	a	destroyed	bone	devil	lodged	in	his	foot,	which	makes	walking	difficult	for	the	brute.	Unable	to	speak,	he	moans	as	he	walks	and	does	a	bit	of	a	hopping	dance.	The	madcaps	and	redcaps	think	this	is	wonderful,	and	they	occasiona	lly	accompany	him	in	a	vile
song	and	dance.	Characters	who	witness	this	and	succeed	on	a	DC	15	Wisdom	(Insight)	check	realize	Mickey's	plight.	They	can	then	attempt	to	remove	the	bone	fragment	without	permanently	inhibiting	Mickey's	stride.	A	successful	DC	15	Wisdom	(Medicine)	check	allows	for	the	successful	removal	of	the	bone.	After	that,	Mickey	can	walk	without
moaning	or	hopping,	making	Mad	Maggie	more	amenable	to	assisting	the	characters.	The	redcaps	and	madcaps,	however,	become	angry	that	they	can	no	longer	"do	the	Mickey."	CHAPTER	3	I	AVERNUS	PINS	AND	NEEDLES	Mad	Maggie	cut	a	deal	with	a	pit	fiend	to	secure	the	services	of	two	shrewd	but	lazy	imps	named	Pins	and	Needles.	Mad
Maggie	treats	them	with	such	kindness	that	the	imps	can't	imagine	wanting	to	work	for	anyone	else.	In	Mad	Maggie's	presence,	the	imps	usually	assume	the	forms	of	ravens	that	nest	in	her	hair	or	perch	on	her	shoulders.	When	not	loitering	around	Fort	Knucklebone,	Pins	and	Needles	keep	tabs	on	the	Blood	War	and	spy	on	Mad	Maggie's	rivals.
Unlike	most	devils,	Pins	and	Needles	aren't	gunning	for	promotions.	They	shun	the	infernal	hierarchy	and	crinkle	their	noses	in	disgust	when	anyone	tries	to	foist	more	responsibility	onto	them.	The	Imps'	Goals.	As	much	as	they	love	their	lives	at	Fort	Knucklebone,	the	imps	have	a	problem.	They	foolishly	played	a	prank	on	one	of	the	madcaps,	Wazzik.
Now	they	fear	that	Wazzik	and	a	small	group	of	his	irrational	friends	are	plotting	revenge.	The	imps	don't	want	to	tell	Maggie	because	she	warned	them	not	to	pick	on	the	madcaps,	so	they	see	the	characters	as	a	potential	solution	to	their	s	ituation.	He/pins	the	Imps.	As	events	play	out	in	Fort	Knucklebone,	the	characters	notice	that	Pins	and	Needles
lurk	about	at	a	distance,	whispering	to	each	other	and	staring	at	the	characters.	If	confronted.	the	imps	make	a	big	deal	of	revealing	a	secret.	Of	course	they	lie,	telling	the	characters	that	a	madcap	named	Wazzik	is	planning	to	kill	Lulu	and	urging	them	to	take	care	of	this	threat	first.	A	successful	DC	14	Wisdom	(Insight)	check	reveals	that	the	imps
are	lying.	If	called	on	the	lie,	the	imps	reveal	the	truth	about	why	they	want	Wazzik	dead.	They	tell	the	characters	exactly	when	and	whe	re	to	find	Wazzik	alone,	and	they	promise	to	put	in	a	good	word	with	Maggie	if	the	characters	kill	the	madcap.	The	imps'	information	is	sound,	and	the	characters	can	take	care	of	the	problem	quickly	and	quietly.
However,	if	anyone	witnesses	the	murder,	the	characters	might	have	to	deal	with	consequences	and	complications.	Fortunately	for	the	characters,	Maggie	cares	little	for	the	madcaps	and	ignores	the	death,	a	lthough	it	might	lower	the	characters	in	her	esteem	a	bit	when	it	comes	time	to	reward	them.	B	A	RNABAS	T	HE	FLAMESKULL	Barnabas,	once
a	powerfuJ	wizard,	had	his	crypt	defiled	by	an	evil	nemesis	who	stole	his	skull	and	turned	it	into	a	OameskuJJ.	Mad	Maggie	struck	a	bargain	with	this	rival	wizard	and	took	Barnabas	as	payment.	Now	he's	a	part	of	her	gang.	Barnabas	is	forgetful	and	a	bit	pompous,	but	every	now	and	then	he	has	amazing	ideas	and	remembers	remarkably	useful	things
from	his	arcane	past.	Barnabas's	Goal.	The	redcaps	like	to	hurl	things	at	Barnabas,	and	after	getting	hit	in	the	jaw	with	a	loose	gear,	Barnabas	lost	one	of	his	teeth.	He	saw	a	redcap,	Grubba,	grab	it	and	run	off.	Barnabas	is	too	embarrassed	to	tell	Mad	Maggie	about	it,	though	she	suspects	something	is	amiss	because	Barnabas	has	starting	whistling
when	he	speaks.	CHAPTER	3	I	AVERNUS	He	quietly	asks	the	characters	to	help	him	find	his	missing	tooth.	He	points	out	Grubba	the	redcap	but	admits	that	all	the	little	sly	creatures	look	similar	to	him.	Helpins	Barnabas.	Characters	can	question	the	redcaps,	starting	with	Grubba,	to	find	out	who	bas	the	tooth.	Each	time	they	question	a	redcap,	there
is	a	50	percent	chance	that	the	redcap	gets	angry	and	attacks	the	characters,	backed	up	by	ld4	additional	redcaps.	The	redcaps	believe	the	tooth	is	a	lucky	charm,	so	they	frequently	pass	it	from	one	to	the	next	to	keep	Barnabas	from	finding	it.	Because	of	this	constant	transfer	of	the	tooth,	there's	little	hope	of	the	characters	finding	it	by	confronting
one	redcap	at	a	time.	However,	a	character	who	quietly	observes	the	redcaps	for	10	minutes	can	attempt	a	DC	11	Wisdom	(Perception)	check.	On	a	success,	the	character	sees	one	redcap	passing	a	bloody	pouch	to	another	redcap,	who	tucks	it	in	a	pocket.	This	pouch	contains	Barnabas's	tooth.	A	character	who	moves	within	reach	of	the	redcap	can



attempt	to	pick	its	pocket	and	obtain	the	pouch	without	its	knowledge,	doing	so	with	a	successful	DC	14	Dexterity	(Sleight	of	Hand)	check.	No	redcap	relinquishes	the	pouch	willingly,	though	it	can	be	magically	charmed	into	doing	so.	The	redcap	attacks	any	character	who	tries	to	take	it	by	force,	and	twelve	other	redcaps	join	the	fight	on	the	next
round.	Mad	Maggie	won't	break	up	such	a	fight	unless	the	characters	have	done	something	nice	for	her,	although	if	the	dreamscape	ritual	has	not	taken	place	yet,	she	won't	allow	the	redcaps	to	kill	a	character.	R	EDCAPS	A	N	D	M	ADCAPS	Redcaps	are	murderous	fey	creatures	that	soak	their	caps	in	fresh	blood.	Madcaps	are	redcaps	that	drench
their	caps	in	demon	ichor	instead.	Mad	Maggie	currently	commands	sixty	redcaps	and	thirty	madcaps,	although	a	third	of	them	operate	outside	the	fort,	patrolling	the	areas	of	the	wasteland	controlled	by	Mad	Maggie.	As	battles	deplete	this	force,	Mad	Maggie	has	new	redcaps	delivered	to	her	from	the	Feywild,	courtesy	of	powerful	fey	with	whom	s
he	has	struck	bargains.	For	this	reason,	the	night	hag	has	no	concern	for	the	well-being	of	her	redcap	and	madcap	minions.	See	appendix	D	for	more	information	about	redcaps	and	madcaps.	R	edcap	and	Madcap	Goals.	These	creatures	don't	have	many	goals,	being	mad	fey	creatures	that	revel	in	chaos	and	s	laughter.	Their	interactions	with	the
characters	should	reflect	that.	One	might	offer	a	character	a	severed	finger	as	a	token	of	friends	hip,	then	accuse	the	character	of	stea	ling	it	afterward.	Only	thei	r	love	a	nd	fear	of	Mad	Maggie	keeps	the	creatures	under	a	loose	sort	of	control.	Mad	Maggie	understands	the	nature	of	these	beings	and	s	he	does	not	hold	it	against	the	characters	if	they
kill	them,	especially	when	acting	in	self-defense.	MAD	MAGGIE'S	IN	FERNAL	WAR	M	ACHINES	Fort	Knucklebone	contains	the	hulks	of	infernal	war	machines	in	varying	states	of	disrepair	and	cannibalization.	Of	the	lot,	two	appear	relatively	intact.	The	smaller	one	is	a	Devil's	Ride.	the	bigger	one	a	Tormentor	(see	page	94	for	both	vehicles'	stat
blocks}.	The	wheels	of	the	Devil's	Ride	are	missing.	The	Tormentor	is	missing	its	harpoon	flinger,	and	its	armor	plating	is	corroded	as	though	eaten	by	acid,	reducing	the	vehicle's	AC	to	15.	If	the	characters	earn	enough	gratitude	from	Mad	Maggie,	one	or	both	of	these	war	machines	might	be	gifted	to	them.	Chukka	and	Clonk	can	attach	wheels	to	the
Devil's	Ride	and	a	weapon	to	the	Tormentor,	if	Mad	Maggie	instructs	them	to.	Replacing	the	armor	on	the	Tormentor	can	be	done	as	well,	but	only	after	efforts	are	made	to	salvage	scrap	metal	from	the	battlefields	of	Avernus.	Any	such	salvage	operation	is	likely	to	attract	unwanted	attention	from	other	warlords	(see	page	90).	In	addition	to	the	war
machines	described	above,	Mad	Maggie	has	several	infernal	war	machines	in	drivable	condition	that	are	undergoing	regular	maintenance	and	upgrades	in	her	garage	under	the	hill.	These	vehicles	are	not	for	sale	or	trade,	though	brazen	adventurers	might	try	stealing	them.	These	vehicles	include	two	Devil's	Rides,	three	Tormentors,	the
aforementioned	Demon	Grinder	(which	Chukka	and	Clonk	have	been	trying	to	repair),	and	a	Scavenger	that	Mad	Maggie	uses	for	salvage	operations.	LuLu's	DREA	_M_Q	....,...._u_E_S_T_	_	_	_	__	Before	they	can	retrieve	the	Sword	of	Zariel,	the	characters	must	learn	the	location	of	the	Bleeding	Citadel,	which	is	trapped	in	Lulu's	hidden	memories.
When	Mad	Maggie	becomes	aware	of	the	characters'	interest	in	accessing	these	hidden	memories,	she	offers	to	perform	a	ritual	that	creates	a	dreamscape	in	which	the	hollyphant's	memories	can	be	perceived.	For	Mad	Maggie,	the	ritual	is	its	own	reward,	as	the	hag	longs	to	know	everything	Lulu	knows	about	the	fall	of	Zariel.	After	making	some
preparations,	Mad	Maggie	creates	a	fiendish	circle	on	the	ground,	and	arranges	several	comfortable	black	cushions	at	the	center.	She	orders	Lulu	to	rest	on	the	cushions,	which	the	hollyphant	does	with	a	bit	of	trepidation.	Maggie	then	places	two	skulls	on	the	circle,	noting	that	she's	sure	her	sisters	won't	care	if	she	picks	their	brains	about	this
problem.	The	hag	instructs	Lulu	and	the	characters	to	take	up	places	within	the	circle.	Mad	Maggie	tells	the	characters	to	close	their	eyes	and	keep	them	closed,	that	the	ritual	should	last	about	ten	minutes,	and	that	during	the	ritual	all	within	the	circle	will	be	joined	by	a	telepathic	bond.	If	anyone	leaves	the	circle,	the	ritual	is	interrupted	and	she'll
be	forced	to	start	over.	An	incomplete	ritual	yields	no	insight	into	Lulu's	memories.	As	the	hag	initiates	the	ritual,	the	characters	sense	the	telepathic	bond	forming	between	themselves,	the	hag,	and	Lulu.	Their	eyes	still	closed,	the	characters	sense	a	brilliant	flash	of	light,	then	darkness.	A	tingling	sensation	sweeps	over	the	characters'	bodies	as
vibrant	rainbows	appear	within	their	minds	and	they	see	Lulu's	first	dream	unfold.	Mad	Maggie	isn't	in	the	dreamscape	with	them,	though	characters	can	hear	the	hag's	disembodied	voice	whenever	she	speaks.	Within	this	conjured	dreamscape,	characters	can	take	psychic	damage	from	hostile	dream-creatures	and	other	effects.	A	character	reduced
to	0	hit	points	by	this	psychic	damage	is	unconscious	but	stable,	and	unable	to	proceed	to	the	next	dream	in	the	sequence.	If	all	the	characters	fall	unconscious,	the	dream	quest	ends.	Mad	Maggie	can	start	over	once	the	characters	have	regained	consciousness	and	recovered	from	the	ordeal.	DREAM	1:	RAINBOW	ANGELS	Read	the	following	boxed
text	when	the	characters	first	enter	Lulu's	dreamscape:	As	the	rich,	radiant	light	of	a	hundred	dancing	rainbows	slowly	dissolves,	warm	sunlight	fills	the	area.	Within	that	space,	Lulu	flies	lazily	in	a	lush	meadow	at	the	shoulder	of	a	beautiful,	blindfolded	angel.	As	the	pair	strolls	t	hrough	the	tall	green	grass,	the	voice	of	the	hag	fills	your	mind,	"Push
through	this	vision.	It	only	represents	what	Lulu	wishes	was	true.	We	need	to	see	more."	Each	character	must	make	a	DC	10	Intelligence	saving	throw.	If	one	or	more	of	the	characters	succeed,	the	sunny	meadow	fades	to	black	as	the	dream	sequence	progresses	toward	the	next	dream.	lf	all	the	characters	fail	the	saving	throw,	each	character	takes
11	(2d	10)	psychic	damage.	and	all	of	them	must	attempt	the	saving	throw	again.	If	at	least	one	character	succeeds	the	second	time,	this	dream	fades	and	the	next	one	begins.	If	everyone	fails	the	save	again,	all	the	characters	take	the	psychic	damage	again.	This	process	continues	until	at	least	one	character	succeeds	or	everyone	falls	unconscious.
CHAPTER	3	f	AVERNUS	85	DREAM	2:	BETRAYAL!	Characters	who	are	conscious	when	the	first	dream	ends	proceed	to	the	second	dream:	A	Aame-encircled	battlefield	appears	on	a	barren	hell	scape.	At	the	center	of	the	circle,	Lulu	and	the	angel	lie	unconscious	and	prone,	horribly	injured.	You	see	yourselves	standing	in	defense	of	Lulu	and	the
angel,	facing	outward	as	six	small,	spine-covered	devils	creep	closer.	In	the	distance,	a	formation	of	battered	and	retreating	huma	n	warriors	disappears	through	a	portal.	"The	devils!"	hisses	the	hag's	disembodied	voice.	"You	must	defeat	those	devils!"	The	characters	must	defend	Lulu	and	Zariel	from	the	six	spined	d	evils.	At	this	point,	the	characters
and	the	devils	should	roll	initiative.	The	dreamscape	combat	that	follows	pits	the	characters	against	the	dream-devils.	The	characters	begin	combat	at	full	hit	points,	minus	any	psychic	damage	taken	in	the	previous	dream.	All	damage	dealt	by	the	dream-devils	converts	to	psychic	damage.	The	devils	let	out	dying	screams	and	fall	dead	when	reduced	to
0	hit	points.	This	d	ream	ends	when	half	of	the	spined	devils	are	reduced	to	0	hit	points.	When	the	dream	ends,	the	battlefield	fades	to	black	as	the	dream	sequence	proceeds	with	the	next	dream.	DREAM	3:	DEVIL	DEAL	Characters	who	are	conscious	when	the	second	dream	ends	proceed	to	the	third	dream:	A	landscape	fil	led	with	thick,	black	smoke
and	the	smells	of	death	and	decay	expands	to	encompass	everything.	The	small	devils	that	survived	the	previous	dream	kneel	before	you	and	offer	to	serve	you	if	you	spare	their	lives.	If	the	characters	agree	to	accept	the	devils'	terms,	the	devils	take	the	sky	and	fly	away,	returning	to	help	the	characters	in	the	next	dream.	Otherwise,	the	devils	fade
away	into	nothingness	and	don't	reappear	later	on.	Once	the	characters	make	their	choice,	this	dream	ends	and	fades	to	black	as	the	dream	sequence	continues	with	the	next	dream.	DREAM	4:	DESOLATION	When	the	fourth	dream	begins,	read:	You	wande	r	a	vast,	barren	landscape	of	utter	devastation.	Black	sludge	rises	rapidly	out	of	the	ground,
enveloping	your	feet	and	gripping	you	tightly,	overwhelming	you	with	a	horrible	sense	of	loss.	"Don't	let	the	sludge	consume	yo	u!"	says	Mad	Maggie's	disembodied	voice.	"You	must	push	through	her	defenses.	She	must	look!"	CHAPTER	3	I	AVERNUS	Have	the	characters	roll	initiative	for	their	dream-selves.	Each	character	is	restrained	by	the	black
sludge.	On	its	turn,	a	character	must	use	its	action	to	try	to	get	free	of	the	sludge,	doing	so	with	a	successful	DC	15	Strength	(Athletics)	or	Dexterity	(Acrobatics)	check.	If	at	least	one	character	accepted	the	devils'	terms	in	the	previous	dream,	spined	devils	swoop	down	from	the	sky	to	help	the	characters	pull	free,	granting	advantage	on	each
character's	ability	check.	A	character	who	gets	free	of	the	sludge	rises	up	into	the	air	and	quickly	shakes	off	the	sense	of	horrible	loss.	For	the	rest	of	this	dream,	the	freed	character	can	do	nothing	except	use	the	Help	action	on	each	of	its	turns	to	assist	another	character	still	trapped	in	the	sludge.	A	character	who	fails	the	initial	check	to	escape	the
sludge	must	repeat	the	check	at	the	start	of	each	of	its	turns.	With	each	failed	check	after	the	first,	the	character	takes	22	(4dl0)	psychic	damage	as	the	sense	of	horrible	Joss	intensifies.	If	a	character	is	reduced	to	0	hit	points	by	this	psychic	damage,	its	dream-self	becomes	completely	submerged	in	the	sludge	and	is	lost.	The	dreamscape	can	continue
into	the	final	dream	provided	at	least	one	character's	dream-self	escapes	from	the	sludge.	DREAM	5:	REVELATION	Characters	who	are	conscious	when	the	fourth	dream	ends	proceed	to	the	fifth	and	final	dream,	which	is	as	follows:	Lulu	rests	on	a	black	cushion	at	the	center	of	an	inky	void.	She	is	unconscious	and	alone,	a	beam	of	brilliant	white	light
shining	down	upon	her.	Next	to	Lulu,	a	large	gleaming	brass	spyglass	rests	atop	an	ornately	carved	tripod.	Lulu	awakens	and	looks	peacefully	around	her.	Seeing	the	spyglass,	she	approaches	it,	pressing	one	eye	against	the	eyepiece.	Lulu	then	steps	back	suddenly,	eyes	wide,	mouth	open,	her	face	alight	with	excitement.	She	cries	out,	"The	sword,	the
sword!	I	know	where	it	is!"	As	the	dream	ends,	the	characters	and	Lulu	wake	up	in	the	ritual	space.	Lulu	can	barely	contain	her	joy	at	rediscovering	what	she	believes	is	the	location	of	the	Bleeding	Citadel,	and	she	impatiently	begs	the	characters	to	start	the	next	leg	of	their	journey.	If	none	of	the	characters'	dream-selves	made	it	to	the	end	of	the
dreamscape,	Mad	Maggie	is	eager	to	repeat	the	ritual.	Conversely,	Lulu	might	regain	enough	of	her	memory	to	lead	characters	on	the	next	leg	of	the	journey	without	having	to	endure	the	ritual	a	second	time.	Mad	Maggie	is	unhappy	if	she	doesn't	get	to	see	the	whole	dream,	and	is	less	likely	to	help	the	characters	get	to	where	they	need	to	go	if	they
refuse	to	see	the	dream	sequence	through	to	the	very	end.	If	the	characters	made	it	to	the	end	of	the	dreamscape,	then	Mad	Maggie	did	as	well.	Experiencing	the	agonies	of	such	pure	suffering,	the	hag	oozes	contentment.	As	Jong	as	the	characters	have	done	nothing	to	displease	her	during	their	stay	at	Fort	Knucklebone,	Mad	Maggie	provides	them
with	one	or	more	of	the	available	infernal	war	machines.	U	they	have	assisted	her	troops	in	other	ways,	she	can	provide	any	or	all	of	the	following	as	well:	•	As	many	as	three	soul	coins	(see	page	94),	which	the	characters	need	to	fuel	their	infernal	war	machines	•	A	silvered	weapon	of	the	characters'	choice,	to	assist	in	battles	with	devils	and
lycanthropes	Two	weeks	of	rations	per	character	(the	rations	taste	awful	but	retain	their	nutritional	value)	•	Warnings	about	other	warlords	(see	page	90),	plus	the	name	of	someone	who	might	help	them	(see	"Roaming	Encounter:	Smiler	the	Defiler,"	page	133)	F	A	REWE	LL	The	manner	in	which	the	Knucklebones	bid	farewell	to	the	characters
depends	on	how	pleased	Mad	Maggie	is	with	the	characters.	This	attitude	ranges	from	a	near-tearful	goodbye	if	they	gave	Maggie	and	her	gang	everything	they	wanted,	to	being	chased	away	by	rabid	madcaps	if	everything	went	wrong.	VENGEFUL	PURSUITS	Tf	the	characters	take	one	or	more	infernal	war	machines	from	Fort	Knucklebone	without
Mad	Maggie's	consent,	the	night	hag	organizes	a	posse	to	run	them	down	and	get	back	what's	hers,	plus	"interest."	Mad	Maggie	chases	after	them	in	her	Scavenger,	with	Mickey	in	the	passenger	seat	behind	her	while	she	drives.	Barnabas	the	fiameskull	operates	the	Grappling	Claw	with	his	mage	hand	spell,	Chukka	and	Clonk	operate	the	Harpoon
Flingers,	and	six	madcaps	cling	to	the	outside	hull,	ready	to	leap	onto	enemy	vehicles.	If	Chukka	and	Clonk	got	the	broken	Demon	Grinder	working,	that	vehicle	comes	after	the	characters	as	well	and	is	manned	entirely	by	redcaps	and	madcaps.	RAGGADRAGGA	ATTACKS!	As	the	characters	reach	a	half-mile	or	so	away	from	Fort	Knucklebone,	trouble
comes	looking	for	them	in	the	form	of	an	enemy	warlord:	A	plume	of	red	dust	billows	in	the	distance,	created	by	a	large	infernal	war	machine	barreling	in	your	direction.	Its	crew	consists	of	boar-headed	and	rat-headed	humanoids,	all	wearing	goggles.	The	incoming	infernal	war	machine	is	a	gore-spattered	Demon	Grinder	(see	page	219	for	its	stat
block)	with	gnashing	metal	teeth	at	the	front	and	a	wrecking	ball	swinging	behind	it.	As	it	moves	to	intercept	the	characters,	the	vehicle	is	not	trying	to	be	stealthy.	If	the	characters	have	one	or	more	infernal	war	machines,	they	can	try	to	outrun,	outmaneuver,	or	destroy	the	approaching	enemy	vehicle.	If	they	are	on	foot,	they	must	find	a	way	to
disable	the	vehicle	and	defeat	the	creatures	inside.	If	they	do	so,	they	can	claim	the	Demon	Grinder	for	themselves.	The	Demon	Grinder	is	driven	by	the	warlord	Raggadragga,	a	wereboar	with	120	hit	points.	He	leads	the	Goreguts	Gang,	which	consists	of	two	other	wereboars	namedJibbs	and	Oozywog	(who	operate	the	vehicle's	Chomper	and
Wrecking	Ball	stations)	and	two	wererats	named	Finnik	and	Yeegha	(who	operate	the	vehicle's	Harpoon	Flingers).	Avernus	has	no	moons,	so	the	Goreguts	Gang	isn't	beholden	to	lunar	cycles.	Its	members	prefer	their	hybrid	forms.	If	he	defeats	the	characters,	Raggadragga	gets	whatever	information	he	can	out	of	them	before	attempting	to	ransom
them	back	to	Mad	Maggie.	The	night	hag	may	or	may	not	pay	for	them,	depending	on	her	disposition	toward	the	characters	when	they	left	Fort	Knucklebone.	If	the	characters	defeat	the	Goreguts	Gang,	they	can	take	possession	of	the	Demon	Gri	nder,	which	burns	through	its	remaining	fuel	in	6	hours.	Treasure.	Raggadragga	carries	three	soul	coins
(see	page	94)	that	he	uses	to	fuel	the	Demon	Grinder.	He	also	carries	a	circlet	ofblasting,	which	he	can	don	and	use	to	make	ranged	attacks.	The	other	members	of	the	Goreguts	Gang	have	no	treasure.	CHAPTER	3	I	AVERNUS	WARLORDS	OF	THE	AVERNIAN	WASTELAN	DS	As	the	characters	cross	the	wastelands	of	Avernus,	they	will	likely	run	afoul
of	petty	warlords	scavenging	for	soul	coins	and	scrap	metal	to	fuel	and	repair	their	infernal	war	machines.	Mad	Maggie	and	Raggadragga	are	two	warlords	whom	the	characters	meet	early	on.	The	following	sections	describe	three	other	warlords	who	prowl	the	Avernian	wastes:	a	wingless	horned	devil	named	Bitter	Breath,	a	human	necromancer
named	Feonor,	and	a	chain	devil	named	Princeps	Kovik.	These	warlords	are	as	cruel	and	merciless	as	the	hell	they	inhabit.	All	share	a	"survival	of	the	fittest~	mentality.	In	Avernus,	a	warlord's	power	is	measured	by	the	strength	and	size	of	its	gang,	and	the	threat	posed	by	its	infernal	war	machines.	As	one	warlord	bites	the	dust,	another	inevitably
rises	to	take	its	place.	Bitter	Breath,	Feonor,	and	Princeps	Kovik	are	merely	the	latest	in	a	long	series	of	warlords	to	plague	the	Avernian	expanse.	If	Zariel	wasn't	so	busy	fighting	the	Blood	War,	she	would	rid	Avernus	of	these	roaming	pests;	as	things	stand,	she's	content	to	let	the	warlords	wipe	each	other	out	instead.	If	you	need	to	add	some
excitement	to	the	adventure,	have	one	of	these	warlords	show	up	to	challenge	the	characters.	One	warlord	might	be	after	soul	coins	to	fuel	its	infernal	war	machines.	while	another	might	be	eager	to	forge	an	alliance	with	a	capable	band	of	adventurers	against	a	greater	foe.	With	the	exception	of	Mad	Maggie,	these	warlords	have	no	lairs,	so	they	can
be	encountered	anywhere	at	any	time.	Avernus	has	more	warlords	than	the	ones	described	here.	You	can	create	new	ones,	each	with	their	own	gangs	and	infernal	war	machines.	Don't	worry	about	throwing	too	many	infernal	war	machines	at	the	characters.	You	can	curtail	the	characters'	reliance	on	infernal	war	machines	by	restricting	their	access	to
soul	coins,	which	the	vehicles	burn	as	fuel.	A	typical	warlord	has	2d6	soul	coins	and	2d6	flasks	of	demon	ichor	(see	page	78)	at	any	given	time.	INFER	NAL	WAR	MACH	I	NE	COMBAT	All	the	warlords	described	in	this	adventure	use	infernal	war	machines	to	strike	fear	into	their	rivals,	fend	off	demons	and	other	threats,	and	flee	from	Zariel's	devil
patrols.	The	rules	for	infernal	war	machines	in	appendix	B	are	meant	to	help	you	adjudicate	situations	that	arise	during	encounters,	but	combat	involving	infernal	war	machines	works	best	with	"theater	of	the	mind"-style	play.	where	it's	more	important	to	capture	the	emotion	of	a	chase	than	know	the	exact	location	and	orientation	of	every	vehicle	on
the	battlefield.	If	a	situation	arises	that	the	vehicle	rules	don"t	cover,	fall	back	on	the	core	rules.	For	example,	if	a	character	wants	to	leap	from	one	moving	vehicle	to	another,	determine	whether	the	character	succeeds	or	not	with	a	Strength	(Athletics)	check,	setting	the	jump's	DC	based	on	the	distance	between	the	two	vehicles	(as	well	as	other
factors,	as	appropriate).	Keep	it	fun	and	fast-paced,	and	push	the	rules	aside	when	they	get	in	the	way.	CHAPTER	3	I	AVERNUS	B	I	TTER	BREATH	Bitter	Breath	is	a	resentful,	vindictive	warlord	that	fell	prey	to	the	cutthroat	politics	of	Avernus.	Formerly	a	pit	fiend	named	L'zeth,	it	strove	to	undermine	Zariel	while	courting	Bel.	Shortly	after	claiming
rulership	of	Avernus,	Zariel	demoted	L'zeth	to	a	homed	devil.	For	a	while,	L'zeth	nursed	its	damaged	pride.	Eventually,	the	despondent	devil	reignited	its	ambitions	and	became	involved	in	a	plot	to	overthrow	Zariel.	The	archdevil's	spies	learned	of	the	plot.	As	further	punishment,	Zariel	removed	L'zeth's	wings	and	cursed	the	horned	devil	so	that	it
could	no	longer	enter	into	deals.	Any	document	that	L'zeth	signs	melts	away,	and	any	words	it	utters	turn	to	smoke	in	its	mouth.	Thus	did	L'zeth	become	known	as	Bitter	Breath.	BITTER	B	REATH	'S	MARAUDERS	Zariel	has	declared	that	no	other	devil	may	associate	with	Bitter	Breath.	However,	Zariel's	decree	hasn't	stopped	the	fiendish	outcast	from
joining	forces	with	a	gang	of	marauding	hobgoblins	under	the	command	of	a	battle-hardened	hobgoblin	warlord	named	High	Graj	Karkajuk.	Bitter	Breath	drives	a	Tormentor	that	has	an	Infernal	Screamer	(see	page	221)	instead	of	a	Harpoon	Flinger.	Hobgoblins	round	out	the	Tormentor's	crew.	High	Graj	Karkajuk	drives	a	Devil's	Ride	and	commands
a	pair	of	Scavengers	driven	by	hobgoblin	captains	and	crewed	by	ordinary	hobgoblins.	See	appendix	B	for	the	vehicles'	stat	blocks.	FEONOR	PRINCEPS	KOVIK	Feonor	is	a	willowy,	neutral	evil	a	r	chmage	with	milkywhite	eyes	and	a	parasol	made	of	bones	and	human	flesh.	Her	rivals	know	her	as	a	powerful	necromancer.	They	suspect	that	she	fled	the
Material	Plane	to	escape	some	horrible	fate,	but	the	truth	is	she	was	invited	to	Avernus	by	Mahadi,	the	rakshasa	master	of	the	Wandering	Emporium	(see	page	126).	During	a	visit	to	Feonor's	world,	Mahadi	fell	head-over-heels	in	love	with	her	zombie-like	indifference.	Not	long	after	arriving	in	Avernus,	Feonor	grew	bored	of	Mahadi's	attempts	to
impress	her.	Without	so	much	as	a	farewell,	she	took	to	the	Avernian	wastes	on	one	of	the	rakshasa's	infernal	war	machines	and	never	looked	back.	Years	later,	Mahacli	still	refers	to	her	as	"the	one	the	got	away."	The	scowl	on	Feonor's	face	hints	at	her	constant	annoyance	with	the	multiverse	around	her.	She	prefers	not	to	speak,	and	when	she	does.
it's	typicaUy	only	in	whispers,	her	s	hort	sentences	interspersed	and	punctuated	with	frustrated	sighs.	This	particularly	cruel	chain	devil	commanded	the	Nine	Hells'	8th	Infantry	Legion,	"Terror	Incarnate,"	which	was	crushed	on	the	banks	of	the	River	Styx	by	the	demon	lord	Kostchtchie.	Blaming	its	superiors	for	the	defeat,	Princeps	Kovik	gathered
the	surviving	members	of	its	legion	and	formed	the	Eighth	Remnant,	a	marauding	gang	of	devils	no	longer	beholden	to	the	infernal	hierarchy.	The	devils	that	serve	under	Kovik	do	so	willingly	because	the	chain	devil	has	earned	their	trust.	Newly	disenfranchised	devils	regularly	flock	to	Kovik's	banner.	The	chain	devil's	emblem	is	the	numeral	8	made
out	of	iron	chain	on	a	crimson	field.	Kovik	aims	to	gather	enough	strength	and	infernal	war	machines	to	do	what	no	archdevil	has	been	able	to	do:	drive	the	demons	back	to	the	Abyss	for	good.	GOLDEN	DOOM	Feonor	rides	around	in	a	Demon	Grinder	called	Golden	Doom,	so	named	because	Mahadi	fitted	it	with	gilded	death	armor	(see	page	222).	The
vehicle	is	driven	by	a	ghast,	and	its	other	stations	are	operated	by	ghouls.	She	also	commands	a	force	of	ten	crawling	claws.	A	pair	of	Tormentors	crewed	by	mezzoloths	provide	escort.	See	appendix	B	for	the	vehicles'	stat	blocks.	THE	EIGHTH	REMNANT	The	Eighth	Remnant	chases	down	any	potentiaJ	source	of	soul	coins.	Targets	who	give	up	their
soul	coins	freely	are	allowed	to	continue	on	their	way	without	further	harassment,	provided	there	are	no	demons	lurking	among	them.	Kovik	has	a	Devil's	Ride	and	travels	with	two	bearded	devils	on	similar	vehicles.	The	rest	of	the	gang	consists	of	four	ba	rbed	devils	on	a	Tormentor	and	eight	bearded	devils	on	a	Demon	Grinder	(see	appendix	B	for
vehicle	stat	blocks).	Members	of	the	Eighth	Remnant	never	use	demon	ichor	in	their	vehicles.	CHAPTER	3	I	AVERNUS	91	QUEST	FOR	THE	SWORD	HARUMAN'	S	HILL	Lulu's	dreams	lead	the	characters	on	a	wild	goose	chase	to	Haruman's	Hill	in	search	of	the	Sword	of	Zariel.	Realizing	that	the	Bleeding	Citadel	isn't	where	she	remembers	it,	the
hollyphant	offers	the	characters	a	choice	of	paths.	Both	paths	eventually	lead	to	the	Bleeding	Citadel,	but	only	through	a	combination	of	deal	making,	daring,	and	dumb	luck.	Diagram	3.2	(page	96)	and	diagram	3.3	(page	106)	are	flowch	arts	that	show	the	two	paths	characters	can	take	through	Avernus	to	reach	the	Bleeding	Citadel:	the	Path	of
Demons	and	the	Path	of	Devils,	respectively.	Neither	is	literally	a	"path,"	but	rather	a	sequence	of	locations	that	the	characters	must	visit	in	order.	If	the	characters	wander	off	these	paths,	use	optional	encounters	to	pull	them	back	(see	"Other	Locations,"	page	122,	and	·'Roaming	Encounter:	Smiler	the	Defiler,"	page	133).	Each	encounter	location	tied
to	a	path	has	a	recommended	character	level,	as	noted	in	diagram	3.2	or	3.3.	1f	your	group's	average	character	level	is	lower	than	the	recommended	level	of	their	destination,	introduce	some	random	encounters	or	reroute	them	to	another	location	first	to	raise	their	level.	Allow	characters	the	opportunity	to	explore	locations	on	the	poster	map	of
Avernus	in	any	order	they	please,	or	let	them	jump	back	and	forth	between	the	paths	as	they	see	fit.	BEHOLD!	ZARI	EL'S	DOG	CRUCIFIED	THOSE	WHO	CHAPTER	3	I	AVERNUS	betrayed	his	mistress	in	battle.	-	The	Cartographer	Haruman's	Hill	is	marked	on	map	3.1	(page	79).	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the
following	boxed	text	to	the	players:	Wrought	iron	trees	line	a	trail	that	leads	to	the	summit	of	a	steep	hill.	Anguished	knights	are	impaled	on	the	trees'	metal	branches,	their	bodies	writhing	in	torment	as	bloated	stirges	feast	on	their	blood.	Haruman.	a	human	paladin	of	Helm.	was	one	of	Zariel's	most	devoted	Hellriders	.	He	crucified	deserters	to
Zariel's	cause	on	"Coward's	Way,"	a	line	of	tortured	souls	leading	to	this	desolate	hill.	Each	soul	is	pinned	to	a	barbed,	metal	tree.	Inscriptions	above	their	heads	attest	that	most	of	them	were	mortal	knights	who	abandoned	Zariel	during	her	assault	into	Avernus.	Flocks	of	stirges	buzz	between	the	branches,	feasting	hungrily	on	the	screaming.
crucified	victims.	The	stirges	attack	the	characters	only	if	they	try	to	free	the	captives	(see	"Haruman's	Arrival,"	below).	Roll	2d4	to	determine	the	number	of	attacking	sti	rges.	]	ANDER	SUNSTAR	Near	the	summit	of	the	hill,	the	vampire	Jander	Sunstar	is	impaled	on	one	of	the	largest	iron	trees.	This	elf	warrior,	cursed	to	an	eternity	of	undeath,	tried
to	redeem	his	corrupted	soul	by	swearing	to	hunt	down	his	own	kind.	Later,	he	volunteered	to	join	Zariel	on	her	crusade	into	the	Nine	Hells.	Stirges	now	swarm	back	and	forth	fromjander's	body,	preserving	his	existence	by	injecting	him	with	the	blood	of	his	traitorous	companions.	Jander	pleads	for	the	characters	to	cut	him	down	so	that	his	soul	can
move	on	from	this	accursed	place.	He	reveals	the	following	information:	•	Jander	and	Haruman	were	both	part	of	a	host	of	warriors	who	joined	the	angel	Zariel	in	her	assault	on	the	Nine	Hells.	•	After	charging	through	the	portal	into	Avernus,Jander	panicked	and	fled	back	to	Elturel.	He	betrayed	his	braver	comrades	by	sealing	the	portal	behind	them
.	•	Jander	and	his	fellow	deserters	never	revealed	their	shameful	retreat	and	betrayal	of	Zariel.	It	was	a	badge	of	shame	that	the	HeJJriders,	as	they	were	came	to	be	known,	would	wear	in	secret	until	the	grave.	•	After	years	of	anguish,Jander	chose	to	face	the	sun	and	throw	himself	on	Lathander's	mercy.	The	prayer	fell	on	deaf	ears,	and	his	soul	was
condemned	to	the	Nine	Hells	to	suffer	for	his	sins.	When	she	beholdsJander	impaled	on	the	iron	tree,	Lulu's	memories	of	him	return.	She	remembers	his	betrayal	of	Zariel	and	gives	him	a	pitiful	look.	She	then	admits	to	the	characters	that	she's	made	a	mistake	leading	them	here	and	needs	to	ponder	her	dreams	in	more	detail	to	discern	the	Bleeding
Citadel's	whereabouts.	1	HARUMAN	S	ARRIVAL	If	the	characters	free	Jander	or	any	of	his	companions,	their	bodies	crumble	to	dust	in	grateful	release.	In	response,	twenty	stirges	attack	the	group.	When	the	second	round	of	combat	begins.	any	crucified	souls	remaining	on	the	trees	wail	in	terror	as	Haruman,	a	na	rzugon	(see	page	239	for	his	stat
block),	swoops	down	from	the	sky	on	his	nightmar	e	steed	to	punish	the	interlopers.	He	begins	the	encounter	300	feet	away	and	orders	the	nightmare	to	close	the	distance	between	him	and	the	adventurers	as	quickly	as	possible.	As	Haruman	attacks,	a	hellwasp	(see	page	236	for	its	stat	block)	appears	from	a	nearby	nest	and	tries	to	grab	Lulu	and	fly
off	with	her	(see	"Development"	below).	If	a	character	damages	Haruman	with	an	attack,	a	fresh	tree	bearing	the	character's	name	sprouts	from	the	ground	nearby,	listing	the	character's	crime	as	"assaulting	an	officer."	Any	character	who	sees	their	name	on	a	tree	for	the	first	time	must	succeed	on	a	DC	15	Wis·	dom	saving	throw	or	become
frightened	of	Haruman	for	1	minute.	A	character	who	fails	this	saving	throw	can	repeat	it	at	the	end	of	each	of	their	turns,	ending	the	effect	on	them	on	a	success.	TREASURE	Haruman	uses	infernal	tack	(see	page	224)	to	ride	his	nightmare.	DEVELOPMENT	If	the	hellwasp	abducts	Lulu,	it	takes	the	hollyphant	to	its	nest.	If	the	characters	wish	to
rescue	Lulu,	they	must	storm	the	nest	(see	"Hellwasp	Nest,"	page	94).	If	the	characters	thwart	the	hellwasp's	abduction	of	Lulu,	the	hollyphant	is	grateful	and	apologizes	for	leading	them	to	the	wrong	place,	admitting	that	her	memory	of	the	Bleeding	Citadel	is	hazier	than	she	initially	realized.	Having	pondered	her	dreams	further,	she	says	that	two
sites	in	Avernus	seem	important	to	finding	the	Citadel:	a	place	where	demons	manifest	(see	"Spawning	Trees,"	page	96),	and	another	where	demons	are	destroyed	(see	"Demon	Zapper,"	page	106).	Lulu	has	no	preference	which	to	investigate	first,	so	she	points	out	both	locations	on	the	characters'	map	and	leaves	the	decision	to	the	characters.	Each
of	these	locations	opens	a	different	branch	of	investigation	that	ultimately	leads	to	the	Bleeding	Citadel.	See	diagram	3.2	(page	96)	and	diagram	3.3(page106)	for	overviews	of	the	two	paths-the	Path	of	Demons	and	the	Path	of	Devils.	CHAPTER	3	I	AVERNUS	93	HELLWASP	NEST	FALLEN	ANGELS	ARE	MEAT	FOR	HELLWASPS.	STEER	CLEAR,
lestyou	nourish	theiryoung	with	your	flesh.	-The	Cartographer	Throughout	Avernus,	aggressive	hellwasp	colonies	shape	enormous	nests	from	the	cocooned	carcasses	of	slain	angels	and	other	fallen	celestials.	Such	structures	are	magically	buoyant	and	must	be	tethered	by	chains	to	the	surface	of	Avernus.	The	cocooned	angels	writhe	unpleasantly
from	the	motion	of	the	larvae	gorging	on	their	insides,	creating	the	false	impression	that	they	still	live.	Because	of	this,	the	mere	sight	of	a	hellwasp	nest	has	been	known	to	drive	mortals	mad.	This	entry	describes	a	typical	nest,	such	as	the	one	Lulu	is	carried	to	from	Haruman's	Hill.	When	the	characters	encounter	their	first	hellwasp	nest,	read	or
paraphrase	the	following	boxed	text	to	the	players:	A	gigantic	sac	of	wet,	papery	material	floats	high	above	the	surface	of	hell.	Angelic	figures	with	feathery	wings	stick	to	its	surface	like	flies	in	amber,	their	bodies	struggling	futilely	underneath	layers	of	gunk.	Iron	chains	at	the	bottom	of	the	structure	tether	it	to	the	hellish	landscape.	A	typical
hellwasp	nest	contains	eight	bellwasps	(see	page	236	for	their	stat	block),	although	twice	this	number	are	typically	out	hunting	when	the	characters	arrive.	If	they	paralyze	every	character	in	the	party	with	their	stings,	the	hellwasps	move	them	to	their	larder	at	the	top	of	the	nest	(area	N4)	to	be	used	as	food	for	their	larvae.	ENC	OUNT	E	RS	I	N	THE
NEST	The	following	descriptions	correspond	to	the	areas	marked	on	map	3.2.	A	hellwasp	nest	has	no	stairs,	so	the	characters	must	fly	or	use	climbing	gear	to	traverse	between	levels.	Each	level	of	the	nest	is	basically	one	large	chamber.	Map	3.2	includes	a	side	view	of	the	nest	that	shows	how	the	various	levels	stack	atop	one	another.	Map	3.2	shows
where	dead	angels	are	entombed	in	the	hellwasp	nest's	translucent	walls.	The	angels'	well-preserved	corpses,	which	are	visible	to	creatures	inside	the	nest,	keep	the	nest	aloft.	Removing	them	from	the	walls	causes	the	nest	to	slowly	sink	to	the	ground.	Nl.	ENTRY	LEVEL	The	nest's	entrance	is	on	its	underside,	where	one	or	more	heavy	chains	tether
the	nest	100	feet	above	the	surface	of	Avernus.	The	hellwasps	keep	this	level	mostly	clear	to	avoid	blocking	off	the	hatcheries	above.	Even	so.	discarded	gear	accumulates	here	among	the	gory	effluvia	expelled	from	the	wasps'	devoured	captives.	Treasure.	Anyone	searching	through	the	junk	finds	a	backpack	containing	five	healer's	kits	and	a	fully
charged	wand	of	magic	missiles.	Level3	Level2	Level4	Side	View	Level3	Level2	1	square	=	5	feet	Level	1	M	AP	J.2	.	Hf.L~WASP	NEST	Development.	Too	much	noise	here	alerts	the	hellwasps	in	area	N2.	Creatures	rooting	through	the	junk	must	succeed	on	a	DC	12	Dexterity	(Stealth)	check	or	alert	the	wasps.	Once	the	colony	is	placed	on	alert,	call	for
initiative	rolls.	All	the	hellwasps	act	on	the	same	initiative	count.	At	the	start	of	each	of	the	hellwasps'	turns.	one	hellwasp	(see	page	236	for	its	stat	block)	arrives	from	area	N2	to	defend	the	nest	until	all	three	appear.	The	rest	of	the	colony	remains	on	high	alert	for	two	hours.	N2.	DRONE	CELLS	This	level	is	honeycombed	with	octagonal	cells	crafted
by	the	hellwasps	from	a	regurgitated	mulch	of	bone,	sand,	and	fat.	Three	bellwasps	(see	page	236	for	their	stat	block)	are	here	unless	they	were	drawn	to	area	Nl	by	the	characters'	intrusion.	N3.	HELLWASP	LARVAE	This	level	of	the	nest	is	always	on	high	alert	and	contains	three	bellwasps	(see	page	236	for	their	stat	block).	Hellwasp	larvae	are
incubating	inside	the	angel	carcasses	on	this	level.	If	a	character	takes	piercing	or	slashing	damage	within	15	feet	of	an	angel	carcass	or	moves	within	5	feet	of	one,	the	carcass	explodes	a	nd	releases	2d6	hostile	hellwasp	grubs	(use	the	giant	centipede	stat	block	to	represent	them).	N4.	LARDER	The	hellwasps	gum	their	victims	to	the	walls	of	this
level	using	the	same	regurgitated	bile	that	forms	their	nest.	Two	hellwasps	(see	page	236	for	their	stat	block)	are	stationed	here	at	all	hours.	If	Lulu	was	abducted	and	brought	to	the	nest,	the	characters	find	her	here.	stuck	to	a	wall	(see	"Development"	below).	Any	creature	that	ends	up	gummed	to	the	walls	can	use	an	action	to	try	to	free	itself,	doing
so	with	a	successful	DC	20	Strength	(Athletics)	check.	A	character	can	also	make	this	check	to	pull	free	a	companion	within	its	reach.	Treasure.	Ruined	gear	belonging	to	previous	abductees	is	scattered	across	the	floor.	Characters	who	search	through	the	gear	find	three	soul	coins	(see	page	94)	a	nd	a	helm	of	telepathy.	Development.	If	the	characters
free	Lulu,	she	admits	that	her	memory	of	the	Bleeding	Citadel	is	hazier	than	she	initially	realized.	Having	pondered	her	dreams	further,	she	says	that	two	sites	in	Avernus	seem	important	to	finding	the	Citadel:	a	place	where	demons	manifest	(see	"Spawning	Trees,"	page	96),	and	another	where	demons	are	destroyed	(see	~Demon	Zapper,"	page	106).
Lulu	has	no	preference	which	to	investigate	first,	so	she	points	out	both	locations	on	the	characters'	map	and	leaves	the	decision	to	them.	Each	of	these	locations	opens	a	different	branch	of	investigation	that	leads	to	the	Bleeding	Citadel.	See	diagram	3.2	(page	96)	for	an	overview	of	the	Path	of	Demons	and	diagram	3.3	(page	106)	for	an	overview	of
the	Path	of	Devils.	CHAPTER	3	I	AVERNUS	95	SPAWNIN	G	TREES	PATH	OF	D	EMONS	DEMONS	BEGET	DEMONS.	WHERE	THEIR	FILTH	IANDS,	they	spawn	ever	more	corruption.	SPAWNING	TREES	-	The	Cartographer	For	characters	of	/eve/	8	"Demons	beget	demons.	Where	their	filth	lands,	they	spawn	even	more	corruption."	When	the
characters	a	rrive	here,	read	or	paraphrase	the	following	boxed	text	to	the	players:	Treelike	growths	cluster	along	the	shoreline	of	a	lake	of	bubbling,	black	goo.	Each	growth	is	formed	from	the	TOWER	OF	URM	For	characters	of	/eve/	8	same	ichor	as	the	lake	and	has	writhing,	me	mbranous	sacs	budding	from	its	lim	bs.	Five	bearded	fiends	heap	coals
around	the	trunk	of	one	"A	tower	tumbles	between	planes	on	the	whims	of	a	mad	mage.	Where	it	goes	next,	nobody	knows."	of	the	trees.	As	they	hurl	more	coals	onto	the	pyre,	four	of	their	number	cruelly	poke	and	tease	the	fi	fth	member	OBELISK	of	their	group.	For	characters	oflevel	8	·'An	unknown	man	with	unknown	purpose.	Assist	him	at	your
peril,	lest	he	drag	you	into	madness."	MIRROR	OF	MEPHISTAR	For	characters	oflevel	8	'·Mirror,	mirror,	made	of	ice-	look	within,	but	at	what	price?"	r	PIT	OF	SHUMMRATH	For	characters	oflevel	8	"Here	you	find	a	sticky	situation.	Poor	Shummrath	isn't	the	fiend	it	used	to	be."	I	CRYPT	OF	T	H	E	HELLRIDERS	For	characters	oflevel	9	"Zariel's	fallen
companions	cannot	rest.	No	one	can	in	this	nightmare	hellscape."	r	ARCH	ES	OF	ULLOCH	For	characters	oflevel	9	"Only	fools	step	through	UUoch's	gates.	They	lead	to	nowhere	a	wise	person	wants	to	go."	.____	r	I	Ko	sTCHTCHIE's	MAw	For	characters	oflevel	10	"The	enemy	of	my	enemy	is	my	friend,	but	does	the	same	hold	true	for	fiends?"
DIAGRAM	96	3.2:	CHAPTER	3	,	PATH	OF	DEMONS	I	AVERNUS	l	Lakes	of	demonic	ichor	appear	where	demons	are	slaughtered	in	great	numbers.	Malformed	trees	grow	on	their	shorelines,	their	branches	laden	with	fleshy	sacs.	These	eventuaUy	Bop	to	the	ground	and	wetly	break	open,	each	one	releasing	a	fully	grown	abyssal	chicken	(see	the
accompanying	stat	block).	Abyssal	chickens	are	carnivorous,	temperamental.	tasty	bottom-feeders	native	to	the	Abyss.	They	beat	their	leathery	wings	to	scare	predators	and	to	help	them	run	faster,	and	they	taste	like	fatty	chicken.	With	your	permission,	a	character	who	casts	the	find	familiar	spell	can	henceforth	choose	to	conjure	an	abyssal	chicken
instead	of	a	raven.	DEVI	LISH	WORK	C	REW	Zariel	dispatched	infernal	cleanup	crews	to	scour	the	lake	shores	for	the	trees	and	destroy	them	before	they	become	thickets.	When	the	characters	arrive,	they	encounter	a	work	crew	of	five	bearded	devils	in	the	process	of	raising	a	pyre	around	a	tree	to	incinerate	it.	Pour	of	the	devils	tease	the	fifth,	whose
name	is	Krikendolt.	A	vrock	savaged	Krikendolt's	skull	during	one	of	the	many	battles	of	the	Blood	War,	leaving	him	with	terrible	scars	and	a	brain	injury	that	has	turned	h	is	alignment	to	chaotic	good.	Krikendolt's	comrades	learned	that	he	pities	the	abyssal	chickens,	a	nd	they	are	now	goading	him	into	slaughte	ring	the	chickens	on	pain	of	death.
Secretly,	Krikendolt	keeps	an	abyssal	chicken	named	Earwax	in	his	sack.	The	devils	are	likely	to	attack	on	sight	unless	a	character	can	convince	them	to	parley	with	a	successful	DC	12	Charisma	(Persuasion)	check.	The	devils	won't	forgive	their	comrade	for	his	compassion,	but	the	characters	could	persuade	them	to	release	Krikendolt	into	their	care	if
they	offer	the	right	price.	Krikendolt	knows	Avernus	well,	so	he	makes	a	good	traveling	companion	and	guide.	The	characters	can	cure	Krikendolt	of	his	disorder	using	a	heal	s	pell	or	similar	magic,	which	restores	his	lawful	evil	alignment.	The	devils	don't	know	where	the	Bleeding	Citadel	is,	but	they	do	know	someone	who	could	help.	For	the	price	of
a	soul	coin,	the	devils	direct	the	group	to	a	mysterious	outlander	(see	"Development"	below).	If	the	characters	are	unable	to	pay,	they	must	return	later	with	the	coin	and	track	down	the	fiends	on	the	lake	shore.	TREASURE	The	fiends	carry	five	soul	coins	(one	each,	see	page	94)	and	three	vials	of	demon	ichor	(see	page	78).	D	EVELOPMENT	T	he
fiends	tell	the	characters	about	a	powerful	mage	who	visits	Avernus	from	other	planes	and	often	pays	yugoloths	for	their	protection.	If	anyone	knows	where	to	find	this	Bleeding	Citadel,	it's	surely	Mordenkainen!	The	fiends	mark	the	location	of	the	wizard's	tower	on	the	players'	map	of	Avernus.	Following	this	lead	takes	the	group	to	the	Tower	of	Urm.
TOWER	OFURM	A	TOWER	TUMBLES	BETWEEN	PLANES	ON	THE	WHIMS	OF	a	mad	mage.	Where	it	goes	next,	nobody	knows.	-	The	Cartographer	The	Tower	of	Urm	jaunts	across	the	multiverse.	It	is	present	in	Avernus	only	if	the	characters	arrive	here	after	speaking	to	the	fiends	in	the	cleanup	crew	(see	"Spawning	Trees,"	above).	lf	the	characters
arrive	when	the	Tower	of	Urm	is	present,	read	or	paraphrase	the	following	boxed	text	to	the	players:	ABYSSAL	CHICKEN	An	iron	tower	rises	atop	an	island	on	a	lake	of	boiling	blood.	No	windows	penetrate	the	tower's	walls,	and	its	only	visible	door	opens	onto	a	high	balcony.	Red	lightning	crackles	constantly	between	two	horns	of	metal	on	the
tower's	roof.	Tiny	fiend	(demon),	chaotic	evil	Armor	Class	13	(natural	armor)	Hit	Points	10	(3d4	+	3)	Speed	30	ft.,	fly	30	ft.	(see	Bad	Flier	below)	STR	6	(-2)	Mordenkainen,	a	chaotic	neutral	human	archmage,	often	sojourns	to	Avernus	to	study	how	the	Nine	Hells	affect	the	schools	of	magic.	This	archmage	of	Oerth	leads	a	powerful	group	of
adventurers	called	the	Circle	of	E	ight	and	has	authored	several	planar	tomes.	He	has	also	crafted	many	renowned	spells.	Mordenkainen	takes	the	tower	with	him	when	he	leaves	Avernus.	Its	empty	iron	foundations	remain	behind	to	mark	the	site,	and	when	tbe	tower	returns,	it	locks	itself	into	place	with	a	satisfying	clunk.	Mordenkainen	pays
yugoloths	to	carry	out	his	bidding	in	Avernus.	His	wages	are	so	attractive	that	these	fiends	have	taken	to	gathering	outside	his	tower.	There	are	nine	mezzoloth	s	and	three	nycaloths	present	here	at	any	time.	The	fiends	aren't	looking	for	trouble,	since	they're	more	interested	in	landing	a	lucrative	contract	with	the	mage.	Two	of	the	nycaloths-Torgrazk
and	Shraal-	are	loyal	to	Zariel	and	have	been	sent	here	to	assassinate	Mordenkainen.	If	they	overhear	his	discussions	with	DEX	14	(+2)	CON	13	(+1)	INT	4	(-3)	WIS	9	(-1)	CHA	5	(-3)	Damage	Resistances	cold,	fire,	lightning	Damage	Immunities	poison	Condition	Immunities	blinded,	poisoned	Senses	blindsight	30	ft.	(blind	beyond	this	radius),	passive
Perception	9	Languages	understands	Abyssal	but	can't	speak	Challenge	1/4	(SO	XP)	Bad	Flier.	The	abyssal	chicken	falls	at	the	end	of	a	turn	if	it's	ai	rborne	and	the	only	thing	holding	it	aloft	is	its	flying	speed.	A	CTIO	N	S	Multiattack.	The	abyssal	chicken	makes	two	attacks:	one	with	its	bite	and	one	with	its	claws.	Bite.	Melee	Weapon	Attack:	+4	to	hit,
reach	5	ft.,	one	creature.	Hit:	4	(1d4	+	2)	piercing	damage.	Claws.	Melee	Weapon	Attack:	+4	to	hit,	reach	5	ft.,	one	target.	Hit:	5	(1d6	+	2)	slashing	damage.	CHAPTER	3	I	AVERNUS	97	the	characters,	the	assassins	decide	to	alter	their	plans.	Both	fiends	turn	invisible	and	follow	the	party	in	hope	of	an	opportunity	to	kidnap	one	or	more	characters	and
deliver	them	to	Zariel.	If	they	succeed,	Zariel	invites	the	rest	of	the	group	to	her	flying	fortress	to	negotiate	terms	for	their	comrades'	release	(see	"Zariel's	Flying	Fortress,"	page	130).	TALKING	TO	MORDENKAIN	EN	Mordenkainen	is	a	stern,	bald	man	with	a	neatly	trimmed	black	goatee	beard	and	a	penetrating	stare.	When	his	tower	arrives	in
Avernus,	Mordenkainen	steps	out	onto	the	balcony	to	address	the	fiends	gathered	below.	Fights	frequently	break	out	between	the	yugoloths	as	they	jostle	for	his	attention.	Zariel's	assassins	often	lurk	here,	so	Mordenkainen	presents	a	simulacrum	of	his	true	self	that	disintegrates	into	a	pile	of	snow	if	it	is	destroyed.	The	real	archmage	remains	deep
inside	his	tower	and	swiftly	shunts	the	building	to	another	plane	in	times	of	danger.	If	the	characters	make	themselves	known	to	Mordenkainen's	simulacrum.	he	demands	to	know	their	reasons	for	visiting.	The	archmage	doesn't	know	the	location	of	the	Bleeding	Citadel,	nor	does	he	care	to	find	it.	Even	so,	he	claims	that	"balance	will	be	maintained	in
the	universe"	by	giving	the	characters	directions	to	a	lesser	mage	who	also	studies	the	workings	of	magic	in	Avernus-specifically,	a	"mage	of	no	renown"	who	haunts	the	site	of	an	obelisk.	The	yugoloths	recently	told	Mordenkainen	about	this	stranger	and	his	guidance	has	an	ulterior	motive:	if	the	characters	end	up	slaying	the	mysterious	mage,
Mordenkainen	has	one	less	rival	to	contend	with	in	Avernus.	OBELISK	AN	UNKNOWN	MAN	WITH	UNKNOWN	PURPOSE.	AsSIST	him	at	your	peril.	lest	he	dragyou	into	madness.	-The	Cartographer	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	A	thirty-foot-tall	obelisk	ringed	by	seven	smaller
standing	stones	rises	from	the	crest	of	this	hill.	A	ta	ll	man	wearing	tattered	robes	strides	between	the	standing	stones,	gesticulating	wildly	and	screaming	curses	into	the	wind.	Ubbalux	appears	as	a	tall	human	wizard.	The	demon	stole	this	appearance	from	the	last	visitor	to	stray	into	his	stones	(after	Ubbalux	ate	him).	If	the	characters	approach,	the
"wizard"	greets	them	eagerly	and	is	keen	to	divulge	details	of	his	studies,	but	his	conversation	often	trails	off	on	confusing	tangents.	The	following	information	can	be	gleaned	by	speaking	with	the	false	wizard:	The	wizard	claims	that	he	no	longer	recalls	his	name	or	place	of	origin.	•	If	asked	about	the	Bleeding	Citadel,	the	wizard	promises	to	direct
the	characters	to	"someone	who	can	help,"	provided	they	help	him	solve	the	enigma	of	the	obelisk	first.	Ubbalux	can	truly	help	the	characters	find	the	path	to	the	Bleeding	Citadel,	but	the	demon	hopes	to	manipulate	the	characters	into	releasing	it	from	its	prison	first.	If	they	become	aware	of	its	ruse,	the	demon	admits	to	the	deception	and	pleads	for
their	help	(see	"Development"	below).	A	WIZARD'S	THEORY	The	wizard	claims	that	each	standing	stone	is	keyed	to	one	of	the	eight	schools	of	magic	(abjuration,	conjuration,	divination,	enchantment,	evocation,	illusion,	necromancy,	and	transmutation).	His	theory	suggests	that	the	central	obelisk	grants	a	boost	in	arcane	power	to	mages	across	the
cosmos,	and	he	urges	the	characters	to	aid	him	in	empowering	it.	Tn	truth,	Ubbalux	has	concocted	this	theory	to	dupe	the	characters	into	testing	his	latest	escape	plan.	Characters	who	examine	the	standing	stones	and	succeed	on	a	DC	15	Intelligence	(Arcana)	check	discern	that	the	arcane	runes	do	indeed	relate	to	the	eight	schools	of	magic.	The
wizard	requests	that	each	character	places	a	hand	upon	a	different	stone,	to	"assist	in	channeling	the	streams	of	magic."'	When	their	hands	are	in	place,	STANDING	STONE	EFFECTS	School	Abjuration	Conjuration	Divination	Enchantment	The	pit	fiend	Bel	imprisoned	the	barlgura	demon	Ubbalux	inside	this	circle	of	standing	stones.	To	torment	his
adversary,	Bel	revealed	that	the	secret	to	escaping	the	prison	was	hidden	in	the	arcane	runes	etched	across	the	standing	stones.	Ever	since,	the	tormented	demon	has	tried	futilely	to	solve	the	riddle	and	escape.	The	figure	pacing	the	standing	stones	is	Ubbalux	masquerading	in	human	form	using	a	disguise	se/fspell.	The	magic	of	the	obelisk	prevents
the	demon	from	leaving	the	circle	and	stops	any	form	of	divination	magic	from	affecting	the	stones	or	targeting	a	creature	inside	their	perimeter.	q8	CHAPTER	3	I	AVERNUS	Evocation	Illusion	Necromancy	Transmutation	Effect	You	gain	a	+2	bonus	to	AC	for	the	next	24	hours.	A	monodrone	appears	in	an	unoccupied	space	within	S	feet	of	you	and
follows	you	around	until	it's	destroyed.	It	is	indifferent	toward	all	creatures,	including	you.	You	gain	the	benefits	of	a	true	seeing	spell	for	the	next	hour.	The	standing	stone	casts	confusion	on	you	(save	DC	15).	The	spell	lasts	for	1	minute.	The	standing	stone	casts	magic	missile,	targeting	you	with	five	missiles.	An	illusory	swarm	of	harmless	bats	or
pigeons	(DM's	choice)	flutters	over	your	head	for	the	next	hour.	A	dispel	magic	cast	on	the	swarm	ends	the	effect.	You	also	take	30	necrotic	damage	from	the	standing	stone.	Your	skin	turns	blue	for	the	next	24	hours.	A	remove	curse	spell	ends	the	effect	on	you.	Ubbalux	begins	to	chant.	The	air	fills	with	ozone	as	lightning	courses	over	the	standing
stones.	Each	character	who	participates	in	the	experiment	takes	22	(Sd8)	lightning	damage	and	suffers	an	additional	effect	based	on	the	school	of	magic	associated	with	the	standing	stone	that	the	character	touched,	as	noted	in	the	Standing	Stone	Effects	table.	Ubbalux's	latest	attempt	to	escape	his	prison	has	failed.	DEVELOPMENT	Dropping	its
disguise,	the	barlgura	demon	implores	the	characters	to	seek	out	Mephistopheles	and	return	with	an	answer	to	his	puzzle.	The	barlgura	then	gives	them	directions	to	a	magic	mirror	(the	Mirror	of	Mephistar)	that	can	be	used	to	gaze	into	Cania	and	contact	the	archdevil.	If	the	characters	win	over	Mephistopheles,	Ubbalux	promises	to	guide	them	to
someone	who	can	help	them	find	the	Bleeding	Citadel.	MIRROR	OF	MEPHISTAR	MIRROR,	MIRROR,	MADE	OF	ICE-LOOK	WlTHIN,	BUT	AT	what	price?	-	The	Cartographer	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	I	A	giant	slab	of	ice	is	wedged	at	the	end	of	this	craggy	ravine.	Through	its
surface,	you	glimpse	a	glacial	landscape	draped	in	snow.	Anyone	who	gazes	into	the	surface	of	this	20-foot-tall	mirror	of	ice	sees	their	reflection	as	soulless,	haggard,	and	encrusted	with	rime.	This	apparition	stands	in	a	frozen	tundra,	desolate	save	for	a	tower	of	ice	far	in	the	distance.	Characters	who	succeed	on	a	DC	25	Intelligence	(Arcana)	check
recognize	the	tower	as	Mephistar,	lair	of	the	archdevil	Mephistopheles.	Any	character	who	witnesses	their	reflection	in	the	mirror	must	succeed	on	a	DC	20	Intelligence	saving	throw	or	become	stunned	for	1	minute.	As	they	gaze	stunned	into	their	reflection's	eyes,	Mephistopheles	gains	access	to	all	their	thoughts,	fears,	and	knowledge,	learning	of
their	mission	to	retrieve	Zariel's	sword	and	free	Elturel	(see	"Development"	below).	Rigorath	can	perceive	the	characters	though	the	mirror	but	can't	pass	through	its	surface,	nor	can	the	characters	pass	through	the	mirror	or	target	Rigorath	with	spells	or	attacks.	Rigorath	tries	to	broker	an	infernal	pact	with	the	characters	on	behalf	of	his	master
Mephistopheles,	offering	them	knowledge	and	power	in	return	for	their	assistance:	•	To	fulfill	their	end	of	the	bargain,	the	characters	must	dam	the	flow	of	the	River	Styx	where	it	spills	into	a	nearby	slime-filled	chasm	(see	"Pit	of	Shummrath,"	page	100).	•	If	the	characters	fulfill	their	side	of	the	bargain,	Rigorath	grants	them	rare	knowledge:	a	secret
they	desire	and	a	permanent	+1	increase	to	each	character's	Intelligence	or	Wisdom	score.	•	Characters	who	came	here	from	the	Obelisk	(see	page	98)	can	bargain	with	Rigorath	for	the	means	to	release	Ubbalux	from	the	standing	stones.	In	this	case,	his	terms	are	the	same.	Rigorath	refuses	to	explain	why	Mephistopheles	wants	the	River	Styx
dammed.	His	master	is	wary	of	angering	Zariel	and	refuses	to	grant	directions	to	the	Bleeding	Citadel.	If	the	characters	agree	to	Mephistopheles's	pact,	Rigorath	etches	the	terms	onto	the	surface	of	the	mirror.	The	words	form	into	chunks	of	ice	on	the	group's	side,	which	Rigorath	instructs	them	to	chisel	off,	melt,	and	then	drink	to	seal	the	bargain.
To	aid	the	characters	with	damming	the	River	Styx,	the	emissary	crafts	an	imp	out	of	snow,	which	hops	through	the	mirror	to	join	them.	This	imp	has	immunity	to	cold	damage	and	carries	a	sling	bag	containing	five	shattersticks	(see	the	«Shattersticks"	sidebar)	that	it	can	use	to	demolish	the	riverbank.	The	imp	is	focused	on	his	task,	dislikes
procrastination,	and	spits	shards	of	ice	when	annoyed.	The	imp	can	guide	the	characters	to	the	chasm	of	the	Pit	of	Shummrath.	DEVELOPMENT	If	Mephistopheles	learns	of	the	Sword	of	Zariel,	the	archdevil	orders	the	imp	to	follow	the	group	invisibly	after	it	completes	its	demolition	work	and	report	back	when	they've	located	the	Bleeding	Citadel.	At
that	point,	Mephistopheles	sends	an	ice	devil	into	Avernus	with	orders	to	murder	the	characters	and	steal	the	sword.	If	he	gets	the	sword,	Mephistopheles	plans	to	use	the	artifact	as	leverage	against	Zariel	in	future	dealings.	SHATTERSTICK	THE	EMISSARY	Shortly	after	arriving	here.	the	characters	see	one	of	Mephistopheles's	emissaries	in	the
mirror:	a	cambion	named	Rigorath.	The	emissary,	only	visible	in	the	icy	world	beyond	the	mirror,	swoops	down	from	the	direction	of	the	tower.	His	skin	is	cadaver-blue,	and	his	face	is	frozen	in	a	scream.	Rigorath	holds	a	kettle	of	steaming	water	in	one	hand.	Before	speaking,	he	pours	the	boiling	water	over	his	face	to	thaw	it	out.	After	each	utterance,
the	ice	spreads	over	his	face	again,	freezing	into	an	expression	of	pained	anguish.	A	shatterstick	is	a	nonmagical,	12-inch-long,	4-pound	stake	made	of	blue-tinged	infernal	Iron	mined	on	Cania,	the	eighth	layer	of	the	Nine	Hells.	When	embedded	in	earth	or	pounded	into	solid	rock,	the	stake	emits	a	seismic	vibration	in	a	20-foot	radius	centered	on	itself
for	l	minute,	shaking	the	ground	in	that	area	for	the	duration.	When	the	effects	ends,	the	shatterstick	breaks	apart,	becoming	useless,	and	all	structures	within	20	feet	of	it	take	35	(10d6)	bludgeoning	damage.	CHAPTER	3	I	AVERNUS	99	PIT	OF	SHUMMRATH	HERE	YOU	FIND	A	STICKY	SITUATION.	POOR	SHUMMRATH	isn't	the.fiend	it	used	to	be.	-
The	Cartographer	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	A	deep	rift	slashes	across	the	surface	of	Avernus	for	as	doing	so	with	a	successful	DC	20	Dexterity	check.	A	knock	spell	or	similar	magic	also	unlocks	the	cage	door.	CREATING	A	HO	MUNUCULUS	Characters	can	follow	Baazit's
instructions	to	scoop	out	a	handful	of	the	slime	and	spend	an	hour	molding	it	into	a	tiny	humanoid	shape.	At	the	end	ofthis	time,	the	slime	animates	as	a	loyal,	lawful	evil	homunculus	made	of	dripping	green	jelly.	Each	character	can	only	have	one	of	these	servants	active	at	a	time.	If	a	character	makes	a	second	homunculus,	the	first	one	melts	into	a
sticky	puddle	of	inanimate	goo.	far	as	the	eye	can	see.	The	canyon	is	over	a	mile	deep	and	filled	with	a	lake	of	green	slime	that	undulates	as	TREASURE	though	breathing.	From	a	nearby	cliff,	a	tributary	of	the	Characters	who	free	or	slay	Baazit	can	claim	the	dimensional	shackles	that	restrain	it.	River	Styx	cascades	down	into	the	slime.	Dangling	from
a	bent	iron	crane	that	leans	out	over	If	the	characters	are	traveling	with	the	ice	imp	(see	"Mir-	skinned	humanoid	wearing	shackles	on	its	ankles.	Th	e	ror	of	Meph	istar,"	page	99),	it	leads	them	to	the	na	rrowest	point	of	the	Styx's	tributary	river	and	sets	about	hammering	its	five	shattersticks	into	the	rocky	ravine	walls	(see	the	"Shatterstick"	sidebar
on	page	99).	The	imp	asks	the	characters	to	stand	guard	while	it	works.	As	the	imp	places	the	shattersticks,	eight	spined	devils	swoop	down	and	attack.	One	minute	after	the	last	shatterstick	is	activated,	the	combined	seismic	activity	of	all	the	shattersticks	triggers	a	huge	rockfall	that	fills	the	gully,	creating	a	dam.	With	the	polluted	River	Styx	cut	off
from	the	chasm.	Shummrath	slowly	starts	to	regenerate	its	mind	and	reform	its	body.	After	48	hours,	Shummrath	reforms	as	a	pit	fiend	and	flies	off	to	wage	war	on	his	rival,	Bel.	If	the	characters	visit	Bel's	forge	later	in	the	adventure	(see	"Bel's	Forge,"	page	113),	they	find	it	under	siege	from	Shummrath's	hastily	mustered	forces.	The	attackers	are
quickly	overwhelmed,	forcing	Shummrath	to	retreat	to	some	far	corner	of	Avernus	to	escape	Bel's	wrath.	crane	lowers	the	cage	by	a	chain	into	t	he	slime,	immers·	ing	the	creature	in	the	goo	for	a	minute	before	hoisting	it	back	out.	This	dunking	continues	again	and	again,	and	the	trapped	creature	seems	helpless	to	stop	it.	Long	ago.	Bel	imprisoned	a
rival	pit	fiend	named	Shummrath	at	the	bottom	of	this	deep	chasm.	Over	the	years,	Shummrath	has	been	reduced	to	a	fetid	lake	of	slime.	Ancient	regenerative	properties	maintain	some	semblance	of	life	within	the	sludge.	allowing	visitors	to	communicate	with	Shummrath	telepathically.	However,	a	tributary	stream	from	the	River	Styx	has	spilled	into
his	canyon	and	polluted	the	devil's	mind.	Shummrath	now	only	retains	thirty	seconds	of	memory	and	conveys	a	single	thought	repeatedly.	Those	who	establish	communication	with	Shummrath	discover	that	the	devil	repeats	the	same	thought	over	and	again:	it	failed	to	show	proper	deference	to	Bel	and	will	have	its	revenge.	Shummrath	can	talk	to	the
characters	telepathically,	but	his	mind	unerringly	loops	back	to	this	same	vengeful	thought.	IMPRISONED	U	LT	RO	LOT	H	When	the	characters	arrive	here,	they	spot	an	ultroloth	imprisoned	in	the	iron	cage	suspended	over	the	chasm.	T	he	iron	crane	has	a	magically	powered	winch	mechanism	that	repeatedly	dunks	the	cage	into	the	goo,	nearly
drowning	the	prisoner	with	each	submersion.	The	ultroloth,	Baazit,	is	bound	by	dimensional	shackles	that	prevent	it	from	teleporting	away.	Baazit	contacts	the	characters	telepathically	as	soon	as	they're	in	range.	The	ultrolotb	was	imprisoned	by	a	pit	fiend	for	stealing	soul	coins.	Baazit	promises	to	show	the	characters	how	to	form	magical	servants
from	the	goo	if	they	free	it.	Baazit	can	also	direct	the	group	to	Bel's	forge	(see	"Bel's	Forge,"	page	113).	A	character	can	jam	the	crane's	winch	with	a	crowbar	or	similar	tool,	preventing	it	from	lowering	or	raising	Baazit's	cage.	Once	the	cage	stops	moving,	a	character	can	try	to	use	thieves'	tools	to	unlock	the	cage	door,	100	D	A	MMING	THE	STYX
the	chasm	is	an	iron	cage	containing	a	hairless,	green·	CHAPTER	3	I	AVk:RNUS	DEVELO	PMENT	1f	the	characters	successfully	dam	the	River	Styx,	they	can	return	to	the	Mirror	of	Mephistar	to	claim	recompense.	Rigorath	the	cambion	tells	them	that	Ubbalux	must	swear	fealty	to	Mephistopheles	to	escape	the	standing	stones.	If	Ubbalux	does	as
Rigorath	suggests,	swearing	its	undying	fealty	to	Mephistopheles,	the	archdevil	makes	it	possible	for	the	barlgura	to	escape.	If	the	characters	return	to	the	obelisk	with	the	news,	Ubbalux	begrudgingly	accepts	these	terms	and	reveals	the	location	of	the	Crypt	of	the	Hellriders	on	the	players·	map.	Ubbalux	says	that	the	death	knight	Olanthius,
guardian	of	the	tomb,	knows	the	secret	location	of	the	Bleeding	Citadel.	The	demon	also	reveals	that	"For	Glory"	is	the	pass	phrase	to	open	to	the	catacombs.	where	many	of	Zariel's	fallen	comrades	are	interned.	As	the	characters	leave	the	obelisk,	they	witness	Ubbalux	swear	fealty	to	Mephistopheles,	whereupon	black	ice	forms	around	the	standing
stones	and	causes	them	all	to	crack	at	once.	UbbaluJC	is	able	to	leave	the	ring	of	standing	stones	at	that	point,	crying	"Finally!	I	am	free!"	into	the	howling	wind.	1	square	=5	feet	MAP	3.3:	CRYPT	OF	THE	11ELLRIDERS	CRYPT	OF	THE	HELLRIDERS	ZA.RIEL'S	FALLEN	COMPANJONS	CANNOT	REST.	NOBODY	can	in	this	nightmare	hellscape.	-The
Cartographer	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	Acrid	smog	swirls	around	a	barren	hill,	rising	from	which	like	giant	tombstones	are	a	pair	of	leaning	mo	noliths,	each	soaring	more	than	fifty	feet	into	the	smoky	red	sky.	Dozens	of	armored	knights	kneel	in	motionless	rever·	ence
before	the	monoliths,	between	which	a	set	of	onyx	steps	leads	down	under	the	hill.	The	onyx	steps	descend	into	catacombs	containing	the	remains	of	Hellriders	who	died	fighting	at	Zariel's	side.	Their	restless	spirits	yearn	for	peace	yet	are	doomed	to	haunt	this	place	until	once	more	called	to	arms.	Dozens	of	dead	knights	kneel	before	the	monoliths,
their	foreheads	resting	on	the	pommels	of	their	swords.	The	knights'	armor	serves	as	caskets	for	their	bones,	yet	their	corpses	stay	upright	as	though	in	prayer.	Each	knight	wears	the	faded	regalia	of	Elturel.	ENCOUNT	ERS	I	N	T	H	E	C	RY	PT	The	following	descriptions	correspond	to	areas	marked	on	map	3.3.	The	entire	crypt	is	terribly	cold	and
wreathed	in	ankle-deep	mist.	All	rooms	and	passages	in	the	crypt	are	10	feet	tall	and	hewn	from	solid	rock.	Cl.	SEALED	GATES	When	the	characters	descend	into	the	catacombs,	read:	A	pair	of	basalt	doors	block	the	passage	ahead,	their	surfaces	engraved	with	a	relief	of	a	knight	locked	in	combat	with	a	devil.	Both	wield	burning	swords.	The	doors	do
not	have	visible	handles,	locks,	or	bolts,	and	they	are	magically	locked,	hardened,	and	enchanted	to	resist	magic.	Any	spell	cast	to	unlock,	damage,	or	remold	the	doors	automaticaJly	fails.	Characters	can	use	dimension	door	or	similar	magic	to	get	past	the	doors.	They	can	also	slip	through	the	cracks	between	the	doors	if	they	have	the	magic	to	do	so
(such	as	the	gaseous	form	spell).	Otherwise,	they'll	need	the	speak	the	pass	phrase	"For	Glory"	to	proceed	any	farther.	Characters	can	learn	the	pass	phrase	from	Ubbalux	the	barlgura	(as	discussed	in	the	"Pit	of	Shummrath"	section,	page	100).	If	a	character	speaks	the	pass	phrase	aloud	within	10	feet	of	the	doors,	the	doors	slowly	grind	open.	The
doors	close	on	their	own	after	1	hour	unless	they	are	held	or	wedged	open.	CHAPTER	3	I	AVERNUS	101	C2	.	FUNERARY	CHAMBERS	C4.	WARLOCKS'	TOMB	There	are	several	funerary	chambers	in	the	catacombs.	When	the	characters	enter	one	of	these	rooms,	read	the	following	boxed	text	to	the	players:	When	the	characters	peer	into	this	room,
read:	An	iron	urn	heaped	with	human	bones	squats	in	an	alcove	at	one	end	of	this	hall.	On	the	wall	nearby,	a	carved	relief	shows	a	column	of	mounted	knights	charging	through	a	portal	into	a	fiery	hellscape.	Large	iron	burial	urns	are	positioned	reverently	throughout	this	hall,	each	engraved	with	a	noble	coats-of-arms	from	the	city	of	Elturel.	Polished
swords,	lances,	and	shields	hang	from	racks	on	the	walls.	If	a	character	says	respectful	words	over	the	urns	or	disturb	them	in	any	way,	three	ghosts	of	Zariel's	knjghts	arise	from	their	remains.	The	ghosts	solemnly	reveal	the	following	information:	•	The	knights	fought	and	died	alongside	the	angel	Zariel	when	she	waged	war	in	Avernus.	•	Zariel's
crusade	ended	in	failure.	Most	of	their	generals,	including	the	angel	herself,	fell	to	evil	and	transformed	into	fiends.	•	One	of	Zariel's	generals,	Olanthius,	killed	himself	rather	than	embrace	tyranny.	Zariel	raised	him	as	a	death	knight	to	ensure	his	loyalty.	•	The	knights'	souls	are	cursed	to	remain	here.	They	yearn	for	the	afterJjfe,	but	the	oath	they
swore	to	Zariel	binds	them	to	her	service.	They	beg	the	characters	to	help	them	find	rest.	If	the	characters	promise	to	help	the	ghosts	achieve	their	fina	l	rest,	the	ghosts	provide	the	following	additional	information:	•	Olanthius	despises	Zariel	but	is	s	upernaturally	bound	to	her	service.	The	ghosts	s	uggest	there	is	still	good	in	him.	•	Olanthius	keeps
quarters	here	in	the	catacombs.	His	rooms	may	contain	evidence	of	his	humanity	that	the	characters	can	use	to	appeal	to	him.	C3.	KNIGHTS	'	CASKETS	I	Recesses	in	the	walls	hold	iron	burial	caskets.	Each	casket	has	a	single,	healthy	red	rose	resting	on	its	lid.	I	Each	of	these	corridors	contains	six	caskets	arranged	in	stacked	pairs.	Being	entombed
in	Avernus	has	corrupted	the	spirits	of	these	knights.	Each	casket	contains	a	single	wraith	magically	held	at	bay	by	the	rose	laid	on	the	casket.	If	a	character	removes	a	rose	from	a	casket,	the	flower	immewately	withers	and	dies,	and	the	wraith	arises	from	the	casket	to	attack	any	living	creature	or	fiend	that	it	sees.	A	wraith	can't	touch	any	of	the
roses	on	the	other	caskets.	102	C	H	APTER	3	(	AVERNUS	C5.	MEMORIAL	STELES	When	the	characters	enter	this	room,	read:	Four	memorial	steles	stand	in	this	hall,	each	engraved	with	hundreds	of	names.	A	legend	etched	at	the	top	of	each	stele	reads,	in	Common:	"Here	lie	the	fa	llen.	May	their	souls	echo	here	until	the	end	ohime."	Adorning	the
wall	across	from	the	steles	is	a	carved	relief	showing	a	solemn,	blindfolded	angel	on	the	back	of	a	mammoth	with	feathered	wings.	The	mammoth	is	reared	up	on	its	hind	legs,	and	the	angel	holds	her	sword	high.	All	around	them	are	the	broken	bodies	of	fallen	knights	and	devils.	Once	summoned,	the	ghosts	remain	by	their	urns	until	the	characters
leave	the	catacombs	or	free	their	souls.	If	a	character	defiles	any	remains,	the	ghosts	use	their	Possession	powers	to	drive	the	trespassers	from	the	catacombs.	When	the	characters	approach	one	of	these	areas,	read:	Zariel's	warlocks	helped	build	the	Crypt	of	the	Hellriders	to	gain	infernal	power	in	their	mortal	world.	When	they	died,	their	cursed
bodies	were	dragged	into	Avernus	to	guard	the	tomb	for	eternity.	Eight	m	ummies	now	lurk	inside	this	chamber	and	guard	the	path	to	the	memorial	steles.	If	the	undead	hear	the	characters	elsewhere	in	the	catacombs,	they	hide	inside	the	large	urn	to	the	west.	When	the	characters	enter,	they	try	to	creep	out	silently	and	ambush	them.	Treasure.	One
of	the	mummies	carries	a	wand	of	secrets,	and	another	wears	a	necklace	of	fireballs.	If	the	characters	defeat	the	undead,	they	can	claim	these	items	for	themselves.	Characters	who	use	detect	magic	or	similar	magic	to	examine	the	steles	discern	a	strong	aura	of	necromantic	magic	emanating	from	the	engraved	names.	While	the	steles	remain
empowered,	necrotic	energy	lashes	out	at	anyone	who	touches	them.	A	creature	touching	a	stele	must	make	a	DC	15	Dexterity	saving	throw,	taking	36	(8d8)	necrotic	damage	on	a	failed	save,	or	half	as	much	damage	on	a	s	uccessful	one.	If	the	soulbound	parchments	in	both	ritual	rooms	(area	C6)	are	destroyed,	the	steles	deactivate.	The	characters
can	then	free	the	warriors'	souls	by	striking	their	names	from	the	stone.	As	the	names	are	removed,	the	knjghts'	ghosts	fade	from	view	with	gasps	of	relief.	If	all	the	names	are	struck	from	the	stele,	each	character	gains	the	benefit	of	a	bless	spell	that	lasts	for	24	hours.	C6.	RITUAL	ROOMS	These	two	rooms	are	hidden	behind	secret	doors.	Characters
with	passive	Wisdom	(Perception)	scores	of	15	or	higher	spot	a	secret	door	within	5	feet	of	them.	Otherwise,	a	secret	door	can	be	found	by	a	character	who	examines	the	surrounding	wall	and	succeeds	on	a	DC	lS	Wisdom	(Perception)	check.	These	rooms	are	magically	shielded	against	undead	creatures,	such	that	undead	can't	enter	either	room	or
even	perceive	its	presence.	Each	ritual	room	appears	to	contain	nothing	more	than	ankle-deep	mist.	However,	any	character	who	explores	a	ritual	room	disturbs	the	mist	enough	to	see	features	hidden	underneath	it:	0LANTHIUS	RETURNS	If	the	characters	desecrate	any	of	the	tombs	or	disturb	the	journals	in	area	C7,	Olanthius	th_e	death	knight
returns	to	the	crypt	on	a	chariot	pulled	by	two	gorgons.	Olanthius	is	bound	to	protect	the	crypt	and	can	be	summoned	from	anywhere	in	Avernus	to	fulfill	his	duties.	He	descends	below	ground	to	hunt	down	intruders	and	interrogate	them,	leaving	the	gorgons	and	chariot	outside.	As	Olanthius	moves	through	the	catacombs,	he	compels	any	ghosts	he
encounters	to	fight	at	his	side.	Any	ghosts	that	the	characters	summoned	from	the	urns	in	the	funerary	chambers	(area	C2)	transform	into	specters	under	Olanthius's	command	and	join	him	on	his	hunt.	Olanthius	is	an	extraordinarily	powerful	foe	for	9thlevel	characters.	Fortunately,	the	characters	can	avoid	combat	with	the	death	knight	once	they
realize	he's	willing	to	help	them.	As	you	disturb	the	ankle-deep	mist,	it	parts	to	reveal	a	ritual	circle	daubed	in	blood	on	the	floor.	Hundreds	of	slivers	of	parchment	are	arranged	within	it,	each	tiny	st	rip	bearing	a	name	written	neatly	in	blood.	The	papers	name	every	warrior	interned	in	this	place.	Any	character	who	has	seen	the	steles	in	area	CS	can,
with	a	successful	DC	14	Intelligence	(Arcana)	check,	discern	the	papers'	purpose:	they	bind	the	warriors'	souls	to	the	steles	and	compel	them	to	serve	Zariel	in	undeath·by	the	terms	of	their	original	oath	to	her.	By	destroying	the	papers,	the	characters	deactivate	the	memorial	steles	and	can	release	the	knights'	souls	from	ser	vitude	(see	area	CS	for
details).	C7.	DEVELOPMENT	0LANTHIU$'$	RETREAT	This	room	is	hidden	behind	a	secret	door.	Characters	with	passive	Wisdom	(Perception)	scores	of	15	or	higher	spot	the	secret	door	once	they	get	within	5	feet	of	it.	Otherwise,	it	can	be	found	by	a	character	who	examines	the	surrounding	wall	and	succeeds	on	a	DC	15	Wisdom	(Perception)	check.
If	the	characters	open	the	secret	door,	read	the	following	boxed	text	to	the	players:	A	stack	of	eight	leather-bound	journals	rests	atop	a	large	[	writing	table	in	this	cramped	chamber.	[	The	journals	belong	to	Olanthius	the	death	knight	and	are	written	in	Common.	Characters	who	spend	a	short	rest	poring	over	the	journals	learn	the	following
information:	•	Olanthius	never	recovered	from	Zariel's	capitulation	to	Asmodeus	and	subsequent	transformation	into	a	devil.	He	blames	himself	for	not	seeing	warning	signs	of	Zariel's	fall	from	grace	early	on-	her	single-minded	determination	to	slay	demons	at	all	costs.	•	Olanthius	took	his	life	rather	than	face	damnation,	but	he	was	transformed	into
an	undead	monster	by	Zariel	to	serve	her	forevermore.	•	Olanthius	describes	Haruman,	his	one-time	comrade	in	arms,	as	a	heartless	man	bereft	of	compassionnow	a	devil	bent	on	punishing	anyone	who	stands	in	Zariel's	way.	•	Olanthius	mourns	the	deaths	of	his	fallen	warriors	and	feels	powerless	to	help	them.	•	Olanthius	speaks	well	of	General	Yael,
whom	he	clearly	respects	and	secretly	adores.	In	one	journal,	Olanthius	hints	that	he	knows	where	Yael	hid	the	Sword	of	Zariel	but	fails	to	note	the	location.	Characters	who	parley	with	Olanthius	can	gain	a	valuable	ally	in	the	fight	against	Zariel.	To	stand	any	chance	of	swaying	the	death	knight	to	their	cause,	the	characters	must	have	read	his
journals	and	learned	of	his	hatred	for	Zariel.	Otherwise,	he	tries	to	annihilate	them	for	their	impudence.	Olanthius	is	willing	to	reveal	the	Bleeding	Citadel's	location	only	if	the	characters	create	a	diversion	to	distract	Zariel.	The	characters	must	seek	out	the	demon	lord	Kostchtchie,	who	is	imprisoned	in	Avernus	and	whose	hammer	Zariel	stole.	If
freed,	the	demon	lord	is	sure	to	want	its	weapon	back,	which	should	create	the	diversion	that	Olanthius	needs.	The	Arches	of	Ulloch	can	transport	the	characters	to	Kostchtchie's	Maw,	where	the	demon	lord	is	being	held,	provided	the	characters	have	a	clear	destination	in	mind	as	they	pass	through	the	arches.	Olanthius	provides	directions	to	the
Arches	ofUlloch	and	can	point	to	that	location,	as	well	as	the	location	of	Kostchtchie's	Maw,	on	the	characters'	map.	Once	Kostchtchie	is	released,	the	characters	can	report	back	to	Olanthius	at	the	Crypt	of	the	Hellriders,	whereupon	he	reveals	the	Bleeding	Citadel's	location.	ARCHES	OF	ULLOCH	ONLY	FOOLS	STEP	THROUGH	ULLOCH"S	GATES.
THEY	lead	to	nowhere	a	wise	person	wants	to	go.	-The	Cartographer	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	Two	ornate,	black	arches	dominate	the	scorched	landscape	for	miles,	each	one	rising	two	hu	nd	red	feet	into	the	stiflingly	hot	air.	Every	inch	of	stonework	is	engraved	with	images
of	devils	waging	war	against	demons.	CHAPTER	3	I	AVERNUS	103	In	forgotten	times,	archdevils	used	these	twin	arches	to	transport	entire	regiments	to	other	planes	of	existence.	The	arches'	magic	has	waned	significantly,	but	there's	still	enough	magic	left	in	each	one	to	transport	creatures	to	another	location	in	the	Nine	Hells.	Characters	who	use	a
detect	magic	spell	or	similar	magic	to	examine	the	arches	discern	a	powerful	aura	of	conjuration	magic	around	each	one.	When	a	creature	approaches	within	100	feet	of	either	arch,	the	stonework	emits	a	loud,	resonant	hum	that	grows	louder	and	higher	in	pitch	as	the	creature	draws	closer.	As	a	creature	passes	through	an	arch,	a	roaring	sheet	of
flame	fills	the	archway,	teleporting	the	creature	to	another	location	in	the	Nine	Hells.	Any	creature	or	object	that	passes	through	the	arch	while	the	portal	is	open	is	transported	to	the	same	destination.	Each	arch	is	wide	enough	to	accommodate	infernal	war	machines.	To	travel	to	a	specific	destination,	a	creature	must	have	visited	it	before	or	be	able
to	point	to	its	location	on	a	map.	Characters	who	point	to	Kostchtchie's	Maw	on	their	map	as	they	pass	through	an	arch	are	teleported	to	the	top	of	the	demon	lord's	prison-chasm.	If	the	characters	fail	to	pick	a	destination,	determine	it	randomly.	Ask	a	player	to	roll	a	d20	on	the	poster	map	of	Avernus.	The	location	closest	to	where	the	clie	rests
becomes	the	destination.	If	the	die	rolls	off	the	map,	the	DM	chooses	a	destination.	The	portal	remains	open	and	fixed	to	the	same	destination	for	10	minutes,	after	which	it	deactivates	as	the	arch	that	created	it	crumbles	and	falls	to	the	ground.	KOSTCHTCHI	E'S	MAW	THE	ENEMY	OF	MY	ENEMY	JS	MY	FRIEND,	BUT	DOES	THE	same	hold	true	for
fiends?	-	The	Cartographer	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	A	dark	chasm	gapes	between	grumbling	volcanoes	that	spew	lava	and	smoke	into	the	hateful	sky.	The	air	trembles	with	the	bellowing	of	some	monstrous	creature	in	the	dark	depths	of	the	chasm.	The	demon	lord
Kostchtchie	(see	the	accompanying	stat	block)	resembles	a	squat	hill	giant	with	short,	bandy	legs	and	a	grossly	shaped	head.	Frost	giants	who	forsake	the	ir	gods	and	turn	to	demon	worship	can	summon	Kostchtchie	with	bloody	offerings	left	on	altars	of	hewn	ice.	If	the	demon	lord	chooses	to	answer	the	giants'	call,	he	hunts	and	fights	alongside	them
for	a	time,	infecting	the	frost	giants	with	savage	madness	and	bloodlust	before	disappearing	back	to	the	Abyss.	Kostchtchie's	favored	weapon	is	Matalotok,	a	warhammer	forged	by	the	frost	giant	god	Thrym	(see	appendix	C	for	more	information	about	this	legendary	magic	item).	104	CHAPTER	3	_,	I	AVERNUS	On	his	most	recent	visit	to	the	Nine	Hells.
Kostchtchie	was	defeated	by	the	archdevil	Zariel.	who	took	his	hammer	and	chained	him	at	the	bottom	of	this	chasm,	knowing	that	killing	him	would	simply	cause	him	to	reform	on	his	icy	layer	of	the	Abyss.	Without	Matalotok,	Kostchtchie's	immunity	to	cold	damage	becomes	resistance	to	cold	damage.	Shackled	by	ever-tightening	magical	chains	that
prevent	him	from	casting	spells,	Kostchtchie	squats	in	a	10-foot-deep,	80-foot-diameter	pool	of	black	tar	in	a	cavern	at	the	bottom	of	a	chasm,	his	hands	chained	behind	him.	His	unholy	screams	and	vile	epithets	can	be	heard	for	miles.	Characters	who	attempt	to	communicate	with	the	demon	lord	are	met	with	guttural	cries	of	anguish	and	frustration.
In	sporadic	moments	of	lucidity,	Kostchtchie	glares	at	a	character	and	bellows,	"FREE	ME!"	or	"BRING	ME	MY	HAMMER!''	in	Giant	first	and	Abyssal	second.	If	that	fails	to	garner	the	desired	reaction,	Kostchtchie	resorts	to	using	telepathy	to	contact	the	nearest	character,	demanding	its	immediate	release	while	offering	nothing	in	return.	THE
CHASM	The	chasm	descends	to	a	depth	of	500	feet.	Although	there	are	abundant	handholds	and	footholds,	the	route	to	the	bottom	is	steep	and	treacherous.	Characters	who	can't	fty	must	make	DC	15	Strength	(Athletics)	checks	to	ascend	or	descend	the	chasm	without	climbing	gear.	If	a	check	fails	by	5	or	less,	the	character	makes	no	progress	on
their	turn.	If	the	check	fails	by	more	than	5,	the	character	falls	to	the	bottom	of	the	chasm.	PRISON	GUARDS	A	chain	d	evil	named	Mazer	and	four	hell	hounds	guard	the	demon	lord.	If	they	detect	intruders,	the	hounds	pounce	down	from	high	caves	as	the	devil	emerges	from	the	tar	pit.	Mazer	keeps	Kostchtchie's	chains	tight	at	all	times.	Hidden	in	the
tar	pit	are	dozens	more	chains	(each	100	feet	long)	that	Mazer	can	use	its	Animate	Chains	action	to	animate.	Mazer	uses	these	loose	chains	to	bind	enemies	or	drag	them	into	the	tar	pit,	which	is	difficult	terrain.	If	the	chain	devil	dies,	Kostchtchie's	chains	loosen	enough	for	the	demon	lord	to	break	free	of	them.	Once	free	of	its	chains,	the	demon	lord



regains	his	spellcasting	abilities.	DEVELOPMENT	If	Kostchtchie	is	freed,	the	he	cries	out	to	Zariel	(in	Giant)	that	he's	coming	for	his	hammer	and	swears	to	crush	her	with	it.	He	then	casts	wind	walk,	which	turns	him	into	a	cloudy	form	with	an	astonishingly	fast	flying	speed	of	300	feet.	In	this	form,	he	travels	with	great	haste	across	Avernus,
determined	to	get	his	hammer	back.	Characters	swift	enough	to	follow	in	his	wake	are	led	to	Zariel	(see	chapter	5).	With	Kostchtchie	freed,	the	characters	can	return	to	the	Crypt	of	the	Hell	riders,	where	Olanthius	dutifully	reveals	the	location	of	the	Bleeding	Citadel	(see	chapter	4).	As	the	characters	leave	the	catacombs,	he	asks	them	to	give	his	love
to	Yael	when	they	see	her.	At	will:	command,	darkness	1/day	each:	dispel	evil	and	good,	gate,	harm,	telekinesis,	te/e.	KosTCHTCHIE	Large	fiend	(demon),	chaotic	evil	port,	wind	walk	Armor	Class	16	(natural	armor)	Hit	Points	243	(18dl0	+	144)	Speed	40	ft.	STR	30	(+10)	DEX	12	(+1)	CON	27	(+8)	AC	T	IONS	Multiattack.	Kostchtchie	makes	two	melee
attacks,	only	one	of	which	can	be	a	bite	attack.	INT	18	(+4)	WIS	22	(+6)	CHA	19	(+4)	Saving	Throws	Dex	+9,	Con	+16,	Wis	+14	Skills	Intimidation	+12,	Perception	+14,	Survival	+14	Damage	Resistances	fire,	lightning	Damage	Immunities	cold,	poison;	bludgeoning,	piercing,	and	slashing	damage	that	is	nonmagical	Condition	Immunities	charmed,
frightened,	poisoned	Senses	truesight	120	ft.,	passive	Perception	24	Languages	Abyssal,	Giant,	telepathy	120	ft.	Challenge	25	(75,000	XP)	Legendary	Resistance	(3/Day).	If	Kostchtchie	fails	a	saving	throw,	he	can	choose	to	succeed	instead.	Magic	Resistance.	Kostchtchie	has	advantage	on	saving	throws	against	spells	and	other	magical	effects.	Innate
Spellcasting.	Kostchtchie's	innate	spellcasting	ability	is	Charisma	(spell	save	DC	20).	He	can	innately	cast	the	following	spells,	reguiring	no	material	components:	Bite.	Melee	Weapon	Attack:	+18	to	hit,	reach	5	ft.,	one	creature.	Hit:	13	(ld6	+	10)	piercing	damage.	Matalotok	(Warhammer).	Melee	Weapon	Attack:	+18	to	hit,	reach	10	ft.,	one	target.	Hit:
19	(2d8	+	10)	bludgeon	ing	dam·	age,	or	21	(2dl0	+	10)	bludgeoning	damage	when	used	with	two	hands,	and	the	weapon	emits	a	burst	of	cold	that	deals	10	(3d6)	cold	damage	to	each	creature	within	30	feet	of	it.	LEGENDARY	ACTION	S	Kostchtchie	can	take	3	legendary	actions,	choosing	from	the	options	below.	Only	one	legendary	action	option	can
be	used	at	a	time	and	only	at	the	end	of	another	creature's	turn.	Kostchtchie	regains	spent	legenda	ry	actions	at	the	start	of	his	turn.	Attack.	Kostchtchie	makes	one	melee	weapon	attack.	Charge.	Kostchtchie	moves	up	to	his	speed.	Cu	rse	(Costs	2	Actions).	Kostchtchie	curses	one	creature	he	can	see	with	in	60	feet	of	him.	The	cursed	creature	gains
vul·	nerab	ility	to	all	damage	dealt	by	Kostchtchie	until	the	end	of	Kostchtchie's	next	turn.	CHAPTER	3	I	AVERNUS	105	PATH	OF	DEVILS	DEMON	ZAPPER	THE	PUREST	OF	SOULS	LURES	FIENDS	TNTO	A	HELLISH	trap.	Zap!	Zap!	D	EMON	ZAPPER	For	characters	of	/eve/	8	-The	Cartographer	"The	purest	of	souls	lures	fiends	into	a	hellish	trap.	Zap!
Zap!"	When	the	characters	approach	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	l	Radiant	light	cascades	from	a	rusted	metal	monument	shaped	like	the	upraised	mandibles	of	a	giant	beetle.	B	ONE	BRAMBLES	For	characters	of	/eve/	8	"Your	future	is	written	in	your	blood.	She'll	open	your	veins	to	paint	the	story	hidden	in
your	heart."	r-	I	I	ULDRAK'	s	GRAVE	For	characters	of	/eve/	8	"A	fallen	titan	or	a	wimp	with	delusions	of	grandeur?	I'll	leave	that	one	for	you	to	decide."	ARKHAN'S	TOWER	For	characters	oflevel	9	"He	wears	the	band	of	evil,	yet	his	goal	remains	just	beyond	his	fingertips."	r	TlAMAT'S	MONUMENT	For	characters	ofleve/	9	"Draconic	devils	roosc	in	a
giant	skull,	through	which	the	dragon	queen	speaks	with	five	tongues."	r	BEL'S	FORGE	For	characters	of	level	9	"An	ousted	archduke	sulking	in	a	volcano,	eager	to	reclaim	his	stolen	throne."	SIBRI	EX	For	characters	oflevel	10	"A	breeder	of	horrors	and	a	hoarder	of	secrets,	a	sibriex	is	said	to	be	as	old	as	the	Abyss."	WRECKED	FLYING	FORTRESS
For	characters	oflevel	10	"A	weapon	made	for	an	archdevil,	ravaged	in	battle	and	ripe	for	plunder."	0111GRAM	106	3.3:	CHAPTER	3	P	ATH	OF	Oevics	I	AVERNUS	l	]	The	light	cascades	from	a	unicorn	named	Mooncolor,	who	is	trapped	inside	a	IO-foot-diameter	sphere	of	magical	force	that	prevents	any	matter	from	passing	into	it	and	blocks	any	spells
cast	into	or	out	of	it.	The	sphere	is	suspended	between	the	zapper's	spines,	50	feet	above	the	ground.	This	light	lures	demons	like	moths	to	a	flame,	annihilating	them	when	they	get	close.	While	trapped	in	the	sphere,	the	unicorn	can't	use	any	of	its	magical	abilities.	The	sphere	targets	the	nearest	fiend	that	moves	within	100	feet	of	it,	discharging	a
beam	of	radiance	that	forms	a	line	5	feet	wide	and	up	to	100	feet	long,	extending	to	the	target.	Any	creature	in	the	line	that	has	100	hit	points	or	fewer	disintegrates	into	a	pile	of	ash.	Creatures	with	more	than	100	hit	points	in	the	line	must	make	a	DC	18	Dexterity	saving	throw,	taking	260	(40dl2)	radiant	damage	on	a	failed	save,	or	half	as	much
damage	on	a	successful	one.	Once	the	demon	zapper	has	fired,	it	must	recharge	for	1	minute	before	it	can	fire	again.	To	free	the	unicorn,	the	characters	must	destroy	the	rusted	metal	structure	around	it,	which	has	AC	14,	250	hit	points,	and	immunity	to	poison	and	psychic	damage.	The	structure	crumbles	when	it	drops	to	0	hit	points,	causi	ng	the
sphere	of	force	to	slowly	sink	to	the	ground	and	fade	away.	If	the	characters	free	the	unicorn,	it	accompanies	them	if	they	are	of	mostly	good	alignment.	RALZALA	T	H	E	D	A	O	A	dao	named	Ralzala	defends	the	demon	zapper.	Ralzala	swore	loyalty	to	Zariel	to	gain	revenge	against	a	rival	dao	who	tried	to	ruin	her.	The	dao	regrets	the	arrangement	and
wants	to	break	her	pact	with	the	archdevil.	Ralzala	hides	under	the	ground	at	the	base	of	the	zapper.	If	the	characters	damage	the	zapper,	Ralzala	emerges	from	the	ground,	casts	tongues,	and	offers	them	a	deal.	She	reveals	that	the	deposed	archdevil	Bel	would	gladly	aid	the	characters	in	overthrowing	Zariel.	If	the	characters	help	Ralzala	break	her
pact	with	Zariel,	the	dao	promises	to	direct	them	to	Bel's	Forge	and	write	them	a	letter	of	introduction.	Ralzala	knows	an	oracle	named	Red	Ruth,	who	could	surely	divine	a	solution	to	her	problem.	Being	bound	to	the	demon	zapper,	Ralzala	is	unable	to	seek	out	this	oracle	herself,	but	the	characters	could	do	so	in	her	stead.	She	tells	them	to	speak
with	Red	Ruth	in	the	corrupted	forest	nearby	and	follow	her	instructions	to	break	the	pact.	This	leads	the	players	to	the	Bone	Brambles.	BON	E	BRAMBLES	ENCOUNTE	RS	I	N	THE	B	RAMBLES	YOUR	FUTURE	IS	WRITTEN	IN	YOUR	BLOOD.	SHE'LL	OPEN	The	following	descriptions	correspond	to	areas	marked	on	map	3.4	(page	108).	your	veins	to
paint	the	story	hidden	in	your	heart.	-The	Cartographer	When	the	characters	arrive	at	this	location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	A	maze	of	warped	trees	and	bonelike	vines	stretches	before	you.	Calcified	corpses	merge	with	the	trees,	covered	in	fungal	pods	that	feed	on	the	blood	oozing	through	the	undergrowth.	Here
and	there,	narrow	paths	wend	deeper	into	the	wood.	In	a	bygone	age,	the	night	hag	Red	Ruth	corrupted	a	community	of	dryads	by	fouling	the	roots	of	their	trees	with	mind-bending	poison.	As	the	dryads	fell	to	evil,	their	forest	was	wrenched	from	the	Feywild	into	Avernus.	Those	dryads	who	resisted	the	poison	died	trying	to	merge	back	into	their
trees.	The	rest	crumbled	to	ash	and	became	restless,	tortured	spirits	akin	to	banshees.	Contented,	Red	Ruth	made	her	home	at	the	heart	of	the	twisted	wood.	The	characters	can	venture	into	the	wood	out	of	curiosity	or	to	find	the	oracle	that	Ralzala	hopes	can	break	her	pact	with	Zariel.	Bl.	ENTRANCES	Characters	who	circle	the	tangled	stretch	of
woodland	uncover	five	separate	paths	leading	into	its	interior.	Impassable	brambles	choke	the	wood	land	outside	these	trails	and	even	grow	overhead	to	blot	out	the	s	ky.	To	avoid	getting	lost	in	the	wood,	the	characters	must	succeed	on	a	DC	15	group	Wisdom	(Survival)	check.	On	a	success,	the	characters	locate	Red	Ruth's	lair	at	the	heart	of	the
woodland	(area	83).	If	they	fail,	they	blunder	into	one	of	the	dead	ends	listed	below	(area	B2)	and	must	make	the	check	again	when	they	move	on.	Once	all	four	dead	ends	have	been	explored,	the	group	automatically	locates	Red	Ruth's	lair.	B2.	DEAD	ENDS	If	the	characters	get	lost	in	the	brambles,	roll	on	the	Dead	Ends	table	to	determine	where	they
end	up,	or	choose	a	result	that	they	haven't	encountered	yet.	DEAD	ENDS	d4	2	3	4	Dead	End	Dead	traveler	Dryad	spirits	Shambling	mounds	Thorn	trap	CHAPTER	3	I	AVERNUS	107	1	square	=	5	feet	M/\	P	3.4:	BONE	BR/\MBLES	Dead	Traveler.	The	corpse	of	a	drow	rests	at	the	end	of	the	path,	her	flesh	impaled	by	hungry	vines	and	her	face	twisted
in	an	expression	of	horror.	The	traveler	wears	a	bag	ofdevouring	on	a	strap.	Dryad	Spirits.	Three	cursed	dryad	spirits	(use	the	banshee	stat	block	to	represent	them)	approach	the	characters	and	demand	to	be	reminded	of	the	"wonders	of	life."	At	your	discretion,	a	character	can	mollify	the	spirits	with	a	sweet	story,	a	kiss,	a	song,	or	anything	else	that
reminds	the	dryads	of	home.	If	the	characters	fail	to	satisfy	them,	the	three	spirits	attack.	Shambling	Mounds	.	Three	s	hambling	mounds	arise	from	the	brambles	and	attack	the	characters.	Thorn	Trap.	The	characters	spot	a	hawthorn	staff	entangled	at	the	end	of	the	path,	buried	behind	a	15-footdeep	thicket	of	thorns.	Each	5-foot-square	section	of
thorns	counts	as	difficult	terrain	and	has	AC	11,	15	hit	points,	immunity	to	psychic	damage,	and	vulnerability	to	fire	damage.	If	damaged	but	not	destroyed,	the	thorns	magically	regrow	to	full	health	after	24	hours.	The	thorns	restrain	any	creature	that	ends	its	turn	within	5	feet	of	them.	Any	creature	that	starts	its	turn	restrained	by	the	thorns	takes
22	(4dl0)	s	lashing	damage	from	the	writhing	barbs.	Once	a	creature	is	entangled,	it	can	break	free	only	if	all	the	thorn	bushes	within	5	feet	of	it	are	destroyed.	The	staff	at	the	center	of	the	maze	is	a	decoy	and	cr	umbles	to	ashes	in	the	hands	of	whoever	claims	it.	108	CM.APTER	3	I	AVERNUS	B3.	RED	R	UTH'S	LAIR	When	the	characters	arrive	at	this
location,	read	or	paraphrase	the	following	boxed	text	to	the	players:	A	cave-like	hovel	lies	at	the	center	of	the	maze.	Hundreds	of	bones	and	body	parts	hang	by	twine	from	the	entrance,	and	the	ceiling	is	strung	with	garland	made	of	bloody	entrails.	The	air	buzzes	with	Aies.	Red	Ruth,	a	night	hag,	makes	her	lair	inside	this	gory	den.	She	wears	a	dress
made	from	stitched-together	bones.	Strings	of	infants'	skulls	hang	around	her	neck	and	chatter	nursery	rhymes	incessantly	(and	in	different	languages)	as	she	talks.	Evil	visitors	from	all	over	the	multiverse	travel	to	Avernus	to	hear	Red	Ruth's	divinations	and	sample	her	mystical	brews.	If	the	characters	talk	to	Red	Ruth	about	the	dao's	curse,	she
offers	them	a	deal	for	her	assistance	(see	"Hold	the	Fort"	below).	Red	Ruth	sells	potions	brewed	from	blood,	which	she	gladly	trades	for	soul	coins	(see	page	94)	as	listed	on	the	Red	Ruth's	Bargains	table.	Each	potion	imparts	an	unpleasant	but	harmless	side	effect	when	imbibed:	flatulence,	boils,	hair	loss,	or	any	other	ghastliness	you	can	conceive.
Her	divinations	replicate	the	effects	of	a	commune	spell,	although	Red	Ruth	provides	the	answers	to	the	questions	without	needing	to	appeal	to	a	divine	being.	RED	RUTH	'S	BARGAI	NS	Goods	Potion,	common	or	uncommon	Potion,	rare	Commune	spell	ULDRAK'S	GRAVE	Price	l	soul	coin	2	soul	coins	3	soul	coins	HOLD	THE	FORT	A	FALLEN	TITAN
OR	A	WlMP	WITH	DELUSIONS	OF	grandeur?	1'11	feave	that	for	you	to	dectde.	-The	Cartographer	When	the	characters	arrive	at	this	location.	read	or	paraphrase	the	following	boxed	text	to	the	players:	Red	Ruth	says	she	knows	how	to	free	Ralzala	the	dao	from	her	pact,	but	she	won't	tell	the	characters	until	they've	performed	a	favor	for	her	first.
The	hag	explains	that	she's	long	overdue	for	her	bath-ifs	been	a	couple	of	centuries	at	the	very	least	since	she	last	washed.	She	asks	the	characters	to	arrange	and	pay	for	a	pampering	session	at	Infernal	Rapture	in	the	Wandering	Emporium	(page	126).	She	warns	the	characters	of	one	other	condition	before	they	decide:	they	must	watch	over	her
grove	while	she's	gone.	If	the	characters	attack	or	threaten	Red	Ruth	during	this	negotiation,	she	simply	slips	away	into	the	Ethereal	Plane	and	doesn't	return	until	they	leave.	The	night	hag	can	divine	the	location	of	the	Wandering	Emporium	by	spilling	some	of	her	own	blood	on	the	ground	and	studying	the	pattern	that	the	blood	makes.	Red	Ruth	can
then	point	to	a	location	on	the	character's	map	of	Avernus.	(The	location	can	be	anywhere	you	choose.)	When	the	characters	arrive	at	that	location,	they	encounter	the	Wandering	Emporium	just	as	the	night	hag	predicted.	Although	Red	Ruth	knows	that	the	owner	of	Infernal	Rapture	is	a	rakshasa,	she	doesn't	share	this	information	with	the
characters.	expecting	them	to	figure	it	out	on	their	own.	Characters	who	return	from	the	Wandering	Emporium	with	confirmation	of	Red	Ruth's	appointment	must	watch	over	the	grove	for	a	few	hours	while	the	hag	leaves	to	take	her	bath.	During	this	time,	the	cursed	spirits	of	the	dryads	arise	to	destroy	Red	Ruth's	lair	as	punishment	for	her	crimes.
This	force	consists	of	two	dryad	spirits	(use	the	bans	hee	stat	block)	and	a	walking,	undead	tree	(use	the	tre	ant	stat	block,	except	the	tree	is	undead	and	has	resistance	to	necrotic	damage).	If	the	characters	defeat	the	undead,	Red	Ruth	fulfills	her	end	of	the	bargain	when	she	returns.	Otherwise,	the	undead	tree	collapses	the	entrance	to	Red	Ruth's
hovel.	The	night	hag	is	not	pleased	and	uses	her	Etherealness	trait	to	walk	through	the	collapsed	entrance	of	her	cave,	disappearing	into	her	lair	without	so	much	as	a	goodbye.	Uldrak	is	a	bitter	creature	who	barely	remembers	his	past.	Long	ago,	he	learned	how	to	remove	his	curse,	but	the	solution	was	so	beyond	him	that	he	consigned	himself	to
failure.	Now,	he's	more	interested	in	scrabbling	to	survive	than	trying	to	escape	the	Nine	Hells.	Uldrak's	empyrean	heritage	still	lingers	in	his	voice.	He	understands	all	languages,	and	when	he	speaks,	he	randomly	switches	language	to	Giant.	Millennia	of	isolation	have	unhinged	his	mind,	so	he	argues	with	himself	often,	even	in	front	of	strangers.
Uldrak	reveals	his	sorry	tale	to	any	who	ask	him	about	the	empyrean's	whereabouts.	Characters	who	came	here	to	extract	Uldrak's	blood	(see	"Bone	Brambles,"	above)	can	make	a	DC	12	lntelligeoce	(Arcana)	check	when	they	learn	that	Uldrak	is	now	a	fiend.	On	a	success,	they	hypothesize	that	the	blood	must	be	drawn	from	his	titan	form	to	break	the
dao's	curse.	Thankfully,	Uldrak	has	a	plan	(see	"Development"	below).	Treasure.	The	sphere	set	into	the	pommel	of	Uldrak's	sword	is	an	orb	of	dragon	kind.	This	item	is	vital	to	Uldrak's	plan	to	free	himself	from	his	curse.	TREASURE	D	EVELOPMENT	The	dryad	spirits	have	no	treasure,	but	the	undead	tree	has	a	dead	gnome	skeleton	lodged	in	a
hollow	cavity	in	its	trunk.	The	skeleton	wears	a	witch's	bat	(actually	a	hat	of	disguise)	and	clutches	a	+1	wand	of	the	war	mage.	To	regain	his	true	form.	Uldrak	must	spill	some	ofTiamat's	blood	on	the	ground	of	Avernus.	Fighting	Tiamat	in	his	present	form	would	be	madness,	but	Uldrak	has	learned	that	a	dragonborn	named	Arl
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