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It is a time of magic and monsters, a time when
the civilized world has been reduced to a few
scattered points of light glowing with stubborn
determination amid a rising tide of shadows. It
is a time when only the bravest dare tread the
wilds of the unknown.

A small town built upon the ruins of a larger city,
Fallcrest lies at the crossroads of the Nentir Vale,
a great wilderness dotted with a handful of in-
habited villages and towns where bandits and
monsters roam freely, threatening all who ven-
ture far from settlements.

This is a place in need of a few heroes.
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TIME ANDP MEMORIES...
BLURRING TOGETHER.

gk

NEEP A MIRACLE THIS
TIME. THIS TIME...

«..I NEEP MORE
THAN LLCK.




Y YOURE N

GONNA NEED |
MORE THAN |
2
V. A 4

TWO BONES,
TWO PRAGONS,
THREE TIMES IN

\ A ROW, POT'S
\ INE.

BUT...
BUT THAT'S
IMPOSSIBLE!

N, (i
oF YW ' o
/ . WELL, HE
course ; / e

HE'S
SWITCHER
CUT THE
PICE.

TO BE FAIR,
PROBABLY BECAUSE
YOU WERE CHEATING

FIRST.




WAR'S
OVER. PON'T
WANT A JOB.
ATTENTION, :
SERGEANT
FELL. GOT A YRS
WASTING YOUR

TALENTS. SUCH |l

AS THEY

WHAT ARE MY
TALENTSZ

NOT DYING IN

IMPROBABLE
CIRCUMSTANCES.

[
1\5
NEEP THE AJ
MONEY. ‘ PAY 1S LOUSY. '
JUST HEAR THE b, 0
y  OFFER, \

GOOP, THE

AND IF IT
SOUNDS LIKE A
BAD IPEAZ

I




R

SERGEANT—
[\ APRIC. APRIC

—iad "’ﬂk FELL.

-

—

A" Ab «

e

IN THE WAR; MY
JOB WAS KEEPING

WE ARE ON A
CAP'N JINX HERE

SURVEY EXPEPITION
TO SOME NEARBY JSEEEEA{;%

RUINS.
JUST FILL
Him

KT,
e

A ﬁ
oL

l. -
e

GOOD,; THEN NO ONE ELSE WILL.
THAT'S JUSTIN, MY SERVING BOY,
: AND PHILOMENA; MY

= __APPRENTICE.

o PHILOMENA. OR
4 THE FLAME
WILL—

ALTHOUGH MY RESEARCH

INPEEPD. CONCLUSIVELY PROVES THE

RUINS ARE ABANPONED, I'VE
HIREP GUARDPS FOR THE

JOURNEY.

S0 LITTLE
MINPS BELIEVE.
NO OFFENSE.




PREY HARRICK.
BOSS OF THE
SELLSWORDPS, YOU PON'T
GET ANY BRIGHT IPEAS,
WE'LL PO FINE.

ADPRIC FELL.
RAN OUT OF
BRIGHT IPEAS IN
THE WAR, SO

WE'RE GOOP.

WE'RE HEAPING NORTH
INTO THE MOUNTAINS ALONG
THE OLP GOSFORP TRAIL.
ANY OTHER BRANCH-OFF FROM
THIS MAIN ROAP'S OUTSIPE
THE RANGE OF RATIONS
YOU PACKEPR.

NOT JUST A
SLURVEY. I SAW
RUNECLOTH ANP
NULLSTONES, SO YOU'RE
PLANNING CON BRINGING
SOME MAGIC BACK. NO
I\ DWARF, THOUGH, 0
=\ YOU'RE NOT GCING
A LUNPERGROUNP.

Y YOU CAN'T
[ TELL HIM OUR
\ DESTINA—

'STAY CUT OF
TROUBLE; CAP'N.”

LY c0 WizARD'S ¥
TOWER OR
B, LOsT CITY.

NOT A LOT

OF BLAPES

FOR A sLOW
CARAVAN.

WANTEP TO HIRE
MORE,; BUT TRASGAR
INSISTS WE KEEP THE
GROUP SMALL. KEEP

HI5 SECRET.

" TRY NOT TO

LOSE HIM OR BREAK

HIM; TRASGAR. HE'S
SURPRISINGLY
USEFUL.

AHH—YES,
INPEEPR.

THEY SHOULP
HAVE MORE
GUARDPS.

I KNOW.
REMEMBER—
YTEN SECONPS."

I TAUGHT
YOUu/ THAT,

"USE YOUR GIFTS;,
SERGEANT."”




—ANDP THEN
TRASGAR USEP A
RESIPUUM INVERSION
SPELL, WHICH |15 82
EXPERIMENTAL—

—I MEAN NO OTHER BRY AND WHAT . S R T o Hean
NO OTHER WIZARD HAS N ARE you T FOR MAGIC. I
EVENTRIEDTOCRAFTASPELL el LearNING, j SUPPOSE T'LL BE A
FROMNEGATIVE— JUSTINZ S B DIFFERENT KIND
T - ™ = OF HERO.

«iﬂ&.

BREATHE,
PHILOMENA.

SR

¥ "KIND OF
HERO"Z

—=>HUULLRKT EVEN
TR/EL TO PO SUCH AN
AMAZ/NG THING AS
TRASGAR; I'M LEARNING
S0 MUCH FROM
TRASEAR—

&
IN MY 14™ 7 TEARS IN HIS Bl LLICKY; TOO. WE NEEPEP
YEAR AT THE HE TOLD ME THAT : EYES, HE TOLD ME THE BEPS FOR SOME
ORPHANARIUM T ANCIENT WITCHES LEFT ME T THE STARS ANNOUNCED YOLNGER CHILDREN
GREW UP IN, THE IN HIS CARE, ANDP I WAS A T MY DAY OF DEPARTURE JUST IN OFF THE
HEAPMASTER PESTINED TO BECOME A BB HAD ARRIVED. HE GAVE [N STREET.
CALLED ME IN. 4 o GREAT HERO. Wl ME THIS MAGIC DAGGER, [ ,
: LEFT IN MY CRECHE BY
THE WITCHES. 50 OFF
T WENT, AND NEVER
LOOKED BACK.




" THERE'S A

IT'e THE

LIVE-BIRTH [ CLEARING AHEAD, g~ WHY HAVE
{ R PROBLEM. THE ™\ RIGHT BEFORE WE STOPPED?Z
J( THAT'S JusT THING ABOUT THE RIVER. YOU KNOW WE
£\ WRONG. NEED TO GET

THERE BY—

LAST TIME I
CHECKED; THAT N

WAS ON THE
MAP.

THERE'S N
SOMETHING... }
opp. f

WAIT; “TIME"Z

WHAT KINEZ OF

SURVEY IS IN A |
RUSH?Z

S WHAT DO You (@
\  MAKE OF

HARD TO TELL
FRCOM HERE; BUT

I'D 8AY IT'S
A PWARF.




e

WHO'P TRY
TO FARM ouT

4

.

msn. N R

(- - - ¥

%Hw -

S¥a :

Jar .

Qi ~

[ y

GWE v
Qo = ]

e,
P'f

FORM U,
FORM 4,

WAS HE IN A Y
BOAT—LUGH.




" oF course
HE'S BLOODY SCATTER,

INFANTRY. HARR/CK!

T HAVE You,

PREY! GET
ME oUT OF
HERE!

DPREY; THAT
MANY FEET IN
ONE PLACE MAKES
IT THINK YOU'RE




{ EQUIPMENT 15
INVALUABLE!




ALL THAT'S
HOLY; GIRL—

v
/ . , v, "", Ry
g \ \ {
WIZARDS =22 4
DON'T RUN. /&
i \ 18 ¥
TELL THAT :




NOW HE'S
MADE ME GET HOPE ONE SWORE I'D
WET. TWICE. o' YE YOBS NEVER GET ON
CAN RIPE A ANOTHER ONE
HORSE. : OF THESE
\ THINGS—

OUTRAN IT
ONCE. NO Way \*
I'LL PO 7447 |

THIS /5 A '
very B4r INEL
PLAN?




RIVERBED'S %
TOO SOFT FOR
HIM TO FIGHT -
THE CLURRENT. THAT A
- PWARVEN

SECRETZ




No/
THE CITY'S

PREY

HARRICK. GECRETS ARE
WHAT'RE You
NAvE'e POING OUT

HE'S A PALAPIN,
TRASGAR; NOT A
WIZARP. YOU WOULDPN'T
LET ME HIRE MORE MEN,
AND WE'VE PAIP THE
PRICE. HE'S HIRED.

APRIC FELL.

KHALLNDURRIN,
SERVANT OF HIS
MOST RIGHTEOUS
LIGHT, MORADIN. /

FOR GUIPANCE.
GOT A PREAM

/ :-SOMETHING

IN THE PARK. BE
A PLEASURE TO
WALK WITH YE
FOR A WHILE.

NO; THAT WAS

THERE'S NO

S~ I'M SORRY T
' . THE RIGHT THING TO
NN LOST CITY PAST COULDN'T HELP DO! NOTHING 16 MORE
THAT RIDGE.

IMPORTANT THAN
TRASGAR'S WORK.
NOTHING!

ou Al
ABOUT# . YOU; TRASGAR

MADE ME—

CITY; JusT
PAST THAT




T!.
3K
sS4
|

i
)

wl..S

[ >
i 4
o
=3
x
P
v 4
o
=3
x

HOURS LATER.

WE HAVE
ARRIVED!

\ Genolo! Je N

HE'S A
WIZARD,
THEY'RE ALL
MAD,




S ff —r

s THE CITY

&
N
)
N




ALL RIGHT,
STOP GAWPING!
WE'VE GOT TILL

DAWN TO FIND
WHAT WE CAN ANP
HAUL IT ouT!

REMARKABLY
ACCURATE, FELL.
THIS PARTICULAR CITY
APPEARS FOR A SINGLE
NIGHT; ROUGHLY
EVERY PECAPE.

_-.

'S0 WE NEEP TO BE OUTSIPE
THOSE WALLS BY DAWN.”

"OR WE'RE NEVER
COMING BACK."

MY GENIUS WAS
TO TAKE AWAY THE
"ROUGHLY" AND
PREPICT EXACTLY
WHICH NIGHT.

ANP IN THE
MORNING#Z

WORLDFALL. IN PLACES WHERE THE

BOLINDARY BETWEEN THE
FEYWILP AND OLR WORLD
ARE J'F;I:IN; f;onfﬂmssR gHOLE
ORLD-WHATZ FEY CITIES FALL THROLGH
WL WL TO OUR LAND.

AL'BIHEL—ANP
EVERYTHING
AN EVERYONE
WITHIN—RETURNS TO
THE FEYWILP FOR
ANOTHER TEN
YEARS.




BNECE ';I:I/Ag’s THE
: UTY OF IT. IN
TEWATEYA Nl THE FEYWILD, THESE
WL EMCTHE Y RUINS LIE PERILOUSLY
wonreH B e en || CLOSE To A GiaNT'S
e e B M STRONGHOLD AND A
L GREAT SWAMP, IT 15
; \ NIGH UNREACHABLE
W\ FOR THE ELADRIN

& LN IN THE FEY.

LEAVE THE == " AS YOU WISH.
=Y WORKERS AND k &/ BUT BE ASSURED, MY
L[ MULES DOWN HERE, NOTES PLAINLY INDICATE
L WE'LL JUST TAKE THIS CITY WAS
— THE GUARDS. "\ ABANDONED.
S o T
UT A DAY'S JOURN N D
FROM A MAJOR ROAPD, R 7 I WANT TO
\ DIMENSIONAL 2 S LEAVE A FEW
SHORTCUT, P | SWORDS BEHIND
( . | “To WATCH THE
THERE, THESE SRR U SUPPLIES.
STARS LEAD TO 118
THE FIRST OF THE
LABORATORIES T
SEEK.

s ! & BE ALERT. THE
I WILL STAY WITH — 7\ . DARK'S COMING, AND “»;52{_%%%@"
THE MULES FOR k ' - TRASGAR SEEMS 3
NOW. NO OFFENSE, A = UNCLEAR ON EVERYBODY 90‘5‘23;;;@5@”
BUT I DINNAE CARE - . SOMETHING. LEFT. :
FOR HEIGHTS.




THERE! THE
WIZARPS HAP
B THE HIGHEST
TOWERS, AS

BEFIT THEIR _

TRASGAR; IF
THE GIRL'S

PARDPON;
MASTER, BUT I
BELIEVE WE ARE

IN THE WRONG

NONSENSE. MY
TRANSLATIONS CF
THE LEGENPS ARE

FLAWLESS.

7 IF You CouLp
JUST LOOK AT MY
TRANSLATIONS. 7 3
\\" : N — |
% 1 - » N

WS
7
1 YOUR—YOLR
" TRANSLATIONS Z

./



TOC MANY; AND
THEY'YE GOT THE
HIGH GROUND.

OTHER ENP OF THIS
BRIPGE GO%

50 YOU'RE \
NOT OUT OF
BRIGHT

» 2
) O e
: ‘i '5":?"“.;' \

VA YEAH, T AM. N
ALL I'VE GOT
ARE THE BAD
ONES. HERE'S
WHAT WE'RE
@o:g@ TO

i
i
v

E




-2
| =

%o
Fg
ﬁN
=
whke
s

COUNT

seal
EVERY ARROW
I USE; ANP...

700 MANY
BOrIES!

B




WHAT'S
YOUR NAME,
GIRLZ

f CR YOUR BORY
WILL RO7 IN THE

FEYWILL!

—JULIANA—

TELL YOUR
LADPS TO PROP
ARMS,; OR THEY'LL
BE BRINGING YOU
HOME IN A SACK.
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|/ YOU SEE; YOUR N\

FIRST MISTAKE was |
! CALLING HER :
"PRINCESS. "

1/ KIND OF PUTS N

| YOUINABAP B

BARGAINING
POSITION.

FRANKLY; I
PON'T CARE IF You
KILL HER. I JusT
HATEDP THE IPEA OF
YOU PYING WITHOUT
LINPERSTANPING

CHAPTER




NOBLE
ELAPRIN! WE
ARE BROTHERS
IN THE ARCANE
ARTS!

I AM
SURE, ONCE You
LINPERSTAND OUR

MISSION—

I AM EOTHEL,

ANP I AM NO

BROTHER OF
YOURS.

I WOULP GUESS
YOUR MISSICON 16 TO
PICK THROUGH THE

SHATTEREP MEMORIES
OF OUR TRAGEPY; THEN
FLEE BACK TO YOLR
MUNDPANE, GREASY

==y THAT POES
INPEEP CHANGE

WE WouLP

HAVE LET A

FEW OF You
SURVIVE.

[

«.NOW You
ALL MUsST
PIE!

I PRETTY CLOSE,

ACTUALLY.

I'M NOT SOME
RANPOM LOOTER! T
SEEK THE GU/PE
OF GATES!




HEY! 4#&EYY
GOT A
PRINCESS
HERE!

YOUR DEATH
: WILL BE 2
7 NOTHING IS HONORED. /-
MORE IMPORTANT 4
THAN PROTECTING
THE EYE.

YOU KNOW,
I HAVE A
NAME.

you
THAT'S JUST KNOW, T'M
THE SORT OF ELADRIN—
HIGH-MINDED SLOP e VARIS!
YOU EXPECT FROM ) ' TREACHEROUS
ELADRIN. : / _ LOWBORN
: YN W/ WOODFEY!

LISTEN, You
BLADPE-EARED,
STAR-KISSING—

—HIGHBLOOP, You NO COMPREHENSION
CAN CHOKE ON OF THE ETERNAL
YOUR SECRETSE—, HONOR WE ARE
BOUND BY
OUR ARCANE
MASTERY —




I AM BEING
PISEMBOWELEP

EVES%E*&E; 4 Wﬁﬁfﬂyf

B\ EVERYWHERE!

MY TROOPS
ON THE GROUND,
PUTTING YOUR
WAGONS TO THE

THIS |15 PRECISELY
WHY MY FATHER SENT
ME; TO REIN IN YOUR

FANATICISM—

YOUR FATHER 3
SENT YOU TO BREAK —
YOU OF YOUR LOVE K
. OF HMANS !

THAT... THAT'S

NOT slipPoser 1B

TO HAPPEN.

ANYBODY ELSE WANT
TO KNOW WHAT'S
GOING ONZ_







THIS... THIS IS
FOUL HUMAN
TRICKERY,

YES; MY MEN SLAUGHTEREDR
YOURS, THEN PISEMBOWELEDR
THEMSELVES.

—THE
EARTH 16
CHURNEP, AS
IF PLOWED,




I REALLY NEEP
PEOPLE TO STOP
TELLING ME THAT

WHAT'& HAPPENING 15

IMPOSS/BLE. ..

+.AND START
TELLING ME WHAT
THESE ARE/

THEY
ARE PRoW,; Vi
TRANSFORMED JO%

THIS CANNOT BE!
THE CITY IS
ABANPONEL !

ACCORPING TO MY
TRANSLATIONS—

ENOUGH
WITH YOLR
FOOLISHNESS !




OFF HER
you- 1

g
et
——

#
]

ay

ST GET

ABOVE!
Now!



|

NO! NoT
AGAN! NO
MORE ON MY

IT HAS BEEN W
AN HONOR,
MY LADY!

THROUGH
HERE!
HURRY !



SECLRE THE
POOR—
T\

ﬂ = -.-’- %- y
' '*/rfr’ V%
|| 7S, 05

FOREVER I'M
MEANIN' FIVE

MINUTES.
.

| NAE HOLD g :
FOREVER. AN "0 F HE LASTS
B LONGER THAN

THE POCR.



*HAP ONE BY THE THROAT
ANDP WENT THROUGH A BIT
OF ROTTEP WOOP. RIGHT
INTO ONE OF THE TOWERS. |

THEY CAME
OUT OF THE
GROUND,
SWARMED
us.

WENT UP THE
NEAREST SET O
STAIRS TO FINP YE.
HEARD THE COMMOTICON,

MAPE MYSELF A
SHORTCUT. (

Y )

- I A

- \/
74

o

‘DAMNPEST THING,
SOME LITTLE ROUNP BIT
IN THE WALL BLEW 4P

{ ANP ME SPIPER-ELF
WENT TO AS4."

PO YOU KNOW ABOUT THE ELAPRIN
WARZ HOW THE DARK ELVES—THE
PROW—SPLIT OFF FROM THE
CTHER HIGH ELVESZ

THE PARK
ELVES—THE
PROW—WERE

SWARMING THIS
CITY. THE LOCAL
LORD WAS AN
ARCANIST.

HE CREATED
THE SUNBOMBS
AS A WAY OF
PAZING THE PROW
WHENEVER THEY
BREACHEP A
TOWER.




—I GET
ARCLND. ANDP
PROW PO NoT

LOCK LIKE

7 SOMETHING...
¥ BAD HAPPENED
HERE AT
AL'BIHEL.

AL'BIHEL
WAS... EXPOSED
TO THINGS, IN THE
PARK BETWEEN
WORLDPS.

THE PROW WITHIN
THE CITY WERE WARPEP
BY THE PASSAGE. THE
DPROW ARMY OUTSIPE
RETREATED.

"THE ARCANE LORP

7] BUILT AN OBJECT TO
CONTROL TRAVEL
BETWEEN PIMENSIONS.
TO FORCE AL'BIHEL TC M
OUR WORLDP, TO SAVE W
IT FROM THE PROW
ARMY AT ITS GATES."

ANDP THE
ELADPRIN
STILL IN THE
CITY#
NO ONE
KNOWS, THAT'S
WHY WE CAME TO
AL'BIHEL.




MY FATHER HAS
LONG WORRIEP ABOUT

THE OBJECT—THE GL/IPE HUMAN GRAVE '\
OF GATES—FALLING INTO ROBBERS ARE
THE WRONG HANPS, HE THE WRONG
SENT US HERE TO
RECOVER IT.

AND THAT
REGQUIRER

THAT STORY
SUFFEREP
FROM A PISTINCT
LACK OF How
7O KILL THESE
BLASTEP
THINGS!

CAN'T RUN. .
g CAN'T RLN
=\ AHVMORE-—

—50 MANY
ST4/RS I CAN'T
KEEP CL/MEING
S7TA/RS~

WILL NO
ONE SHUT His
GOoB—

Ok ’
2 WAIT.
WAIT... WAIT,
1 WAIT. 74477
. BLOOPY IT!
2




PHILOMENA,
YOU MAPPED
THE CITY; RIGHTZ
BASEP ON YOUR
RESEARCH.

BUT YOoU CAN YOU FOUNP
SEE THE CITY IN ANCTHER WAY OUT;
YOUR M/NZ. YOLNG ABOVEZ

JHSTIN WILL BE
YOUR EYES. YES. BUT AS

SOON AS WE CRACK

THAT POCOR; THOSE

ABOMINATIONS WILL
BE ON Us.

THAT'S
WHERE I FIT N
INTC THE PLAN;
EH, FELLZ X

DO NOT
PO THIS.

I CANNOT
RUN. SgI WILL

DREY;
TI'LL &TAY,
you—

NC; APRIC
FELL, MY FATE
16 TO PIE HERE.

BUT IT IS

BETTER THAN
YOURS.

FOR I
KNOW YOUR
CURSE NOW,




GET THE
REST OF THEM
UP THE STAIRS

ANDP TO THE
POOR ABOVE.

BUT YOU CAN'T GET YOU CAN NEVER. SAVE.
EVERYONE THROUGH EVERYONE. JUST ONCE;
THE 9005; CAN IT WOULP BE NICE TO

you SAVE EVERYONE,

WOULDPN'T ITZ

WHEN ALL 15
LOST, YOU SEE IT.
THE WILD? CHANCE,; THE
WEAK MAN IN THE LINE,
THE LAST SLIVER OF
HOPE JUST BEFORE
THE POOR SLAMS
SHUT.

BUT NOT TOPAY.
BECAUSE TODRAY YOUR
PLAN NEEPS A MAN TO
STAY BEHIND AND HOLP
THIS POOR. NOW GIVE

ME MY
WEAPON.




GOPS BE
WITH You, PREY
HARRICK.

GET OUT OF
HERE; FELL.
I'M BUsY—

\ L/
—SHOWING THIS

FILTH HOW A
\ FRAGONEORN

WE'RE ON; UH,
: A BRIPGE RUNNING
| NORTH TO SOUTH
HE BOUGHT L WITH THREE TOWERS
Us MAYBE A - = b BEHIND USs—
MINUTE! TUST ¥ ! =
OPEN /T

o e e e
- T ———
IT'S OKAY, - F £7
JUSTIN, I KNOW (! 7
WHERE WE
ARE.

BUT WHERE
ARE WE
GONEF




/. TAKE Us TO
THE ARCANE
LoRD'S

ﬁ?ﬁ&r

TO HIS
LABORATORY !

TR

; 50 THIS PLACE

¥ RETURNS TO THE FEYWILD
AT DAWN, AND DAWN
COULP COME AT ANY

THOSE
STARS ARE...
WRONG.

YOU KNOW
THE STORIES
i OF CHILPREN
PISAPPEAREP IN THE

FEY; RETURNEP AS
APULTS. TIME
WORKS OPPLY

> HERE.

AND |F WE'RE HERE AT
DAWN; WE'RE IN THE
FEYWILD. ANP WE DPON'T
STAND A CHANCE

N




THE
ARCANE
LORD'S
CHAMBER!

ARE THESE
THE—

‘CITY OF STAIRS," *CITY OF f :
WHERE 15 “_ STAIRS,” ALL I EVER HEAR e -7
IT, WHERE [ & "THE CITY OF
= S74/R5"! ==/ —= N KHAL,

AYE, IT FLAMEDR UP, AND
THE SPIPER-BEAST PIP
THE SAME.

HE MUST HAVE
FORGEDP THEM :
| HERE, BUT PIPN'T FELL; WE'VE
7 HAVE TIME TO SPENT ALL
PISTRIBUTE THEM PREY'S GIFT!
THROUGH THE THEY 7?:?' oN
Us!

IF THEY GET
4 IN HERE, ANDP
A THESE BEGIN TO
GO OFF—




WHY PO YOU THINK T
KEPT YOU ALIVE, WIZARD?Z
WHY DO YOU THINK T we Nees
DIDN'T T0%6 YOU T0 -
THAT VERMINZ!

PIP YOU EVER i
WONPER; IN A CITY iy IR
OF S74/RS, HOW AT IR IF I WERE KING,
& L i
GETRReS = AN [ b CIRCLE.
PP You

REALLY THINK THE
ELADRIN WOULD Yl
CLIMB A THOUSANC [T
S74/RS JUST TO
LEAVE THE
cITYZ




y I, TRASGAR
THE MAGN/FICENT,;
HAVE OPENEP THE
PORTAL!

LOOKS LIKE
THE WoOoPs
JUST CUTSIPE
THE GATES—

" DINNAE
CARE! MOVE
B\ /7, MOVE /7!

FOOLISH HUMAN, THIS 1S MY
PEOPLES MAG/C. T COULD
HAVE OPENEP IT!

THIS 15 A
TELEPORT CIRCLE
INTO THE X/NG'S

CHAMBEERS. |F IT WERE MINE,
I WOULP MAKE IT SECURE.

I wWouLpP
REGUIRE
SOMEONE TO
REMAIN BEHIND
TO KEEP /T
OFEN.




BEFORE BREE STABBEDR ME.
| BEFORE JINX LOST HIS ARM.

Y

BEFORE VARIS TOLDP ME
{1 Hi5 SECRET. BEFORE

] PHILOMENA'S POWER
GREW TERRIFYING, ANP
JUSTIN BECAME—

—50 WHAT
15 NOWZ

| WHERE AM
NOWZ/!




YEAH; HE'S
ALIVE.

YOU OWE

ME A GOLP /
A \  PIECE. /
SHUT IT, 1
VARIS. L
-+ - ]'._"‘:,' " .
7 Q) o WELL, THAT'S
A | THE cGoor

A NEWS. WHAT'S

THE ZUNGH=
BADP NEWSZ

I THINK
WE'RE IN THE
FEYWILL.




Art by Denis Medri ¢ Colors by j
g |
: |
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SN
N\

GOOP NEWS | WE'RE ALIVE. I'

N WELL THEN. THE GOOP NEWS
™ SHOULD CEASE TO APPLY IN
ABOUT FIVE MINUTES, _
S
= LY ,_ iy §’.



THE HIGH ELVES,

THE ELAZR/N, INSIST
THAT OUR WORLP IS THE
PULL, BROKEN REFLECTION
OF THIS WORLP'S

SPLENPOR.

THEY'RE
- Y WRONG. OLR
7 TECHNICALLY; - e/ A WORLP CAME
A REFLECT/ION At =
OF OUR WORLP.
IN GREEN,
TOOTH ANDP
CLAW.

Y 50 WE'RE
B IN ANOTHER

OUR WORLDP HAS
PWARVES. PWARVES
ARE THE OLPEST,
MOST BLESSEDR RACE.
S0 OUR WORLDP
1 FIRST.

«.I CANNOT
ARGUE WITH

THIS |5 THE LANP OF THE FEY.
MAGIC S A HUNDPREDP TIMES
STRONGER HERE; RUNS IN EVERY
BRANCH AND VEIN. EVERY MONSTER
FROM YOUR NIGHTMARES |15 REAL
HERE; ANP EVEN WORSE; 60 4

ARE THE ONES FROM
YOUR PREAMS.

WORSE,
ES Wz WE MAY NOT
2\ S B KNOW WHEN
wove O - Sk WE ARE.

WHEREZ WE
PON'T EVEN



THE PORTAL
COLLAPSED AS
WE ENTEREP IT;

WE ARE CERTAINLY
FAR FROM THE ORIGINAL
EXIT PCOINT OF THE PORTAL,
ANP THERE |5 NO GUARANTEE
WE WERE NOT THROWN
THROUGH 7/ME AS WELL
AS SPACE.

UNLEASHING
CHAOS.

i —

ACES. ANYWAY,

IF WE GET OUT OF
THE LAND OF THE
FEY; IT COULP BE A
HUNDPREP YEARS IN
OUR PAST IN OUR

WORLDP?Z ™

S0 EVEN
IF WE GET
OUT OF THE
FEYWILDP—

FINP AN
ELAPRIN,
PORTAL STONES;,
AND BARGAIN
AWAY OUR
souLs.

—HEY; HOW
PO WE GET
OUT OF THE
FEYWILDPZ

WE KNOW WHAT'S GONNA
HAPPEN! WE CAN... WE CAN
LAY OPPS ON ARMIES ANDP
BUY STUFF WE KNOW |5
GONNA BE RARE WHEN
WAR COMES AND;
ANDP—
Y —SIGHT- BREE,
|| WHO WAS EMPEROR
WHEN NERATH
FELL?

IT WAS GOLACH-NO,
WAIT, IT WAS NERATH
THE BOLP...

MOST PECPLE
4 CAN'T NAME THE
MOST IMPORTANT
PERSCON IN THE
WORLDP FROM A
HUNPREP YEARS
AGQO. NEVYER MIND
PLAY HISTORY
LIKE A PICE
GAME.

WE'LL BE

RICH! WE WON'T.




BELIEVE IT OR
{ NoT =HUFF®-
A\ THIS 15 A GooD

You o
TIME-TRAVELING TO
GET RICH,; ALL You'LL
GET IS5 A PURSE FULL
OF COINS NOBOPY'LL
TAKE AND PIRTIER
PRIVIES—

J

e

TRUE. EVEN IN ig ﬂ

{ THE FEYWILD, RIVERS {IECRGE |

R MEET ROADS. FOLLOW |4

THIS POWNRIVER,
y WILL FIND Al

¥’ ARE YE DAFTZ

THIS RIVERBANK

HEDPGE 1S AS THICK

AS THE WALLS OF

DARASH STEAD! WE
CANNAE WALK




IT TOOK US A COUPLE HOURS.
WE SHOULP'VE RUN OUT OF
LIGHT, BUT TIME PASSES
FUNNY IN THE FEYWILP.

WE'RE R/VER
PIRATES!

NOTICE SHE
WENT STRAIGHT TO
PIRATES.




o WHAT IS
HE POINGZ S

I PON'T
SUPPOSE YOU
GENTLEMEN
WOULP CARE TO

\ BARGAINZ

T WILL
EAT YOUR
TONGUE

VARIS; HARDP
DPRAG! TISHA,
CAR OUT UNTIL
MY MARK!

GETTING US

INVOLVED IN

SOMEBOPRY
ELSE'S PROBLEM

y HE'S ON LAND,
I YOLUNTEER TO
HELP HIM.

THERE, USE
THAT LOG TO
LEAP ASHORE

ANDP CUT

THEM OFF.

WHY &0
WORRIERP ABOUT
THE WATER? I

BT\ THOUGHT You /8

e CAN SWIM.

I CAN MARCH
WITH BOOTS FULL
OF HORSE MANURE,
TOO, POESN'T MEAN J

\ I ENToYIT. L




v / Eaa e
MORALIN'G

/ Goor FOrR
| ryou, xwaL:
o\ VERY HAPPY
-\ FOR you!

W oINNAE N
NS WorRY!
T MAPE

PLAYIN' ABOUT
ANDP TELL ME
WHERE—

GREETINGS-
RUN-FLEE-
TERROR!



NN/ | . . 4
/ | '. —
IT'LL TAKE ‘/
MORE THAN =
= YER BUTTER S

ERP\ <ves s g
t S~ & |
e ) I
/4 9
'. L\
‘

RIGHT, ENOUGH E
WITH THE 24NC/NV” "
ABouT. 3

IT'6 A VERY
SOFT THING |8

AT—WHY AM

T ARGUING §E

WITH YEZ 48




TISHA, WILL '\ ,
YOU K/LL THIS '
THING Z! BREE, GO
RESCUE THAT
GNOME!




THE. BLoory:
FEYWILL! [

)




YOU'RE NAE YO
GONNA GET |
THAT AXE ey
BACK. a8 N

Y I ACTUALLY X
KEEP SPARES %
FOR JUST THIS A

SITUATION.

{ FOUL FEY IMPS,
WHO SERVE THE
FOMORIANS.




- GAH! STOP
oot 11 RESCUING

SHHH. IF
THIS BREAKS
OFF, IT'S

\ GONNA HURT

/ PLEASE
FORGIVE OUR
COMPANION.
I'M TISHA.

AM NOT BEING
FLENSED, 5O I
THANK YoU.

NO
NEEDP ANY EXTRA
ATTENTION.
e [ | <
HE'LL BE
QUIET A5 B=
SOON AS HE

T -_*r'}

= ?:‘-;A&
CoCrt Ly
0"

1. AX

(A

[ 2

-

SHOULD NOT
BE OUT HERE
ALONE, b Y
GNOME. . &V, T WAS—THANK
YOU—TI WAS NOT
ALONE. MY GNOME
STRIKERS AND
I WERE LEAPING
THOSE QUICKLINGS
INTO A PEAPLY
AMBUSH,

WELL, IT
I wAS DEADLY, I
Sl WILL GIVE IT

WE WERE,
HOWEVER,; ON
THE RECEIVING

ENP.




A DANGEROUS
GAME.

IT HAP TO
BE PONE. THE
QUICKLINGS ARE THE
LEAPING EPGE OF
THE FIRST LORP'S
FORCES.

YOU SAIP
"LEAPING

AYE. THE
FOMORIAN FIRST
LORP 1S EXPANPING
Hi& REACH FROM HIS
PARK FORTRESS.
WE'RE KILLING HIS
couTs.

BUYING OUR )
WARREN TIME TO
PREPARE.

AWW, SKULLY.
I HOPE HE'S NOT

"THE FIRST LORP."
THAT CYCLOPS IN THE
FORGE,; HE MENTIONED

"THE FIRST LORP."

HEAR. WAS

TOO BUSY

ESCAPING
WITH—

MORE DEAD,
THEN. I HOPE
HE'S NOT MORE

=SNORT+ TO

FLEE. TIME
TO FLEE.




HAVE ANY OF

YoU BEEN TO NO#Z THEN

THE FEYWILE? LET ME EXPLAIN
BEFORE?# SOMETHING.

FROM THE
LINPERGROLUND,
MAP FOMORIAN |
GIANTS RISE UP TO ! ! —

TAKE OVER THE FROM THEIR
WORLP WITH TREETOPS ANP \
THEIR PARK CRYSTAL TOWERS, THE

MAGICS. ELAPRIN PESCENDP
TO STOP THEM. s

AND WHERE PC THEY
MEETZ GROUNP
LEVEL. WHERE WE
GNOMES LIVE.

: YOU PEOPLE

; 14 . o 2 N SHOULD BE ASHAMED

if THEY CLASH, - . 3 : OF YOURSELVES.
AND BURN THE I ‘ -

FOREST— o

- i / L n :_“-I \‘- cuR$E us FOR . .
—THEN RETURN } : ;
HOME ABOYE ANDP y OUR TRICKERY; ANDP OUR PARK

2 BY WHICH WE  WIT, BY WHICH WE
?rSLgEEYL-Eﬁ;%%Eg & REALLY S7/LL SURVIVE. 4 STAVE OFF DESPAIR

AND CLEAN UP \ N NOT LNPERSTAND AND MADNESS.
THE MESS. THE DIFFERENCE
L X BETWEEN ELVES
P AND ELADRINZ A

NO; BUT I
ALSO DON'T
CARE.




7~ WITH SUCH A LIFE,
15 THERE ANY WONPER
WE ARE sSUSPICIOUS OF S
OUTSIPERSZ =

Y —PRETTY
GOOD AT THAT
ACTUALLY.

A

I TAKE IT
BACK. HATE...
YOUR LUCK...




\

*I'VE GOT A LOT OF IT.”

NICE OF
YE TO WAKE
up.

You eLEPT LIKE
A WEE BABE. EVEN
BREE WOKE UP
BEFORE YE.

HURRY ! WE MAKE
FOR GORMEN'S
PEAK BEFORE

PARKNESS
FALLS!

77
YR e

FINALLY.
WANT A
BINKYZ

couLp
i WE Vo7 PO

THIS RIGHT 8

Now?




I DON'T WANT You
TO TAKE THIS
PERSONALLY.

NO; I'M SURE THIS IS
SOME OBSCURE GNOMISH
FRIENPSHIP CEREMONY—

LETMELOWNY/

I'P LOVE TO.
BUT FOUR MORE
OF COUR PATROLS

HAVE GONE
MISSING.

THE FIRST
LORP'S SPAWN
CLOSE IN. WE

MUST FLEE.

IF YOU RUN,
THEY WILL CATCH
YE! STAND ANDP

B
THINKING CLEVER
THOUGHTS TOPAY,
THE LOUPEST OF
WHICH 1S THIS:

“WON'T TORTURING
FIVE UPSIPE-POWN
WARRIORS FROM THE
MORTAL WORLDP SLOW THE
FIRST LORP LONG ENCUGH
FOR MY PEOPLE TO
ESCAPEZ"

= A\

HMMPH. YES,
THAT WoULP

e
<
= Eagt
ORPINARILY; %\
I'D SAY Us. GOOP POINT," I'P

YTHEY'LL CHASE

YOU'RE RIGHT. SAY, ANDP THEN POUR

YOU SOME ELPERBERRY
TEA.

go. NorT.
HELP. HIM.




I ALL. THE
GNOMES ARE ALL.
AS A PWARF, I
EXPECT You TO
UNDPERSTAND.

—=5IGHE
QUINCY; PO You
PLAY A MUSICAL

INSTRUMENTZ

QUINCY. T
NEEP You TO
LISTEN TO ME.
YoU HAVE TO
UNTIE US, CR

YOU'RE

A THREATZ
REALLYZ#
THAT'S SAD.

YOU KNOW HOW A .
TIGHTENED STRING, IT |
VIBRATES AT THE
SLIGHTEST TOUCHZ  J8
THIS ROPE HOLPING 4
ME UP— @

I PON'T
HAVE TIME

FOR THIS. A




STRETCHED
GHT.

A5 TI

I CAN TELL

SOMETHING 15
WALKING AROUND

ON THE BRANCH

ABOVE ME.

ul
o
A|-
LS
TEL
T u
w
X
T

T
5%2
EN =
=4g
ges
[\

BEd
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YOU KNOW;

You UsEP TO
BE FLN.

WHERE ARE
youz

HIPING.
WE'RE IN THE
MIPPLE CF A
WAR, 50 I'M
HIPING.

IT'6 REALLY
THE FIRST THING
THEY TEACH You

IN THE GUILP. THOUGHT

THAT WAS
| TAKIN' CANPY

NOPE,; THAT'S
THE RECRUITING

.
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IN THAT

(V4
i
O
x4
MT
0

WHAT PO
YOoU MEAN;




YOU CAN'T
PIE AT THE
HANPS OF P
SAVAGES LIKE
THESE. 4

NOT BEFORE W
HAVE A CHANCE TO
TALK ABOUT MY
LALIGHTER.

8 5O, THIS 15 THE
NIGH-OMNIPOTENT; [
ANGRY FATHER OF [§

e

; f‘?{:y;\ g u_{:. ' ‘

‘,
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THE ONLY WAY OUT OF THE
FEYWILDP ANP BACK TO OUR
OWN WORLP |5 WITH THE HELP
OF AN ELAPRIN; A HIGH ELF.
GOOP NEWS 15, WE FOUNDP ONE.

I AM
TOVEL/ISS
ETEALL! LORP OF
CYPARIA; GUARDPIAN
OF THE SILVER
MOLINTAINS!

BADP NEWS |5 HE'S THE FATHER
OF THE ELAPRIN PRINCESS I'M
CURRENTLY; CURRENTLY; AH...

+.YOU KNOW; I'M
NOT SEEING THE
GOOP NEWS HERE.




HOW'D
YOU FIND
us? _

YOU PUNCHEP
A HOLE IN TWO
WORLDPS,; POWERED
BY THE BLOOP OF MY

I NOTICE
g SUCH THINGS.

THERE'S
ONLY YOUR
LORDSHIP;
THENZ

3 THERE'S
ONLY TWO SCORE
GNOLLS. THIS ISN'T
EVEN MY Goop
ARMOR.

1 THE
GATHER [ ] GNOMES

YOUR KILLERS, HAVEN'T
FELL. WE NEEP ESCAPEDR
} - YET.

I PC NOT CARE
WHAT HAPPENS
TO THESE
HEPGE-MAGIC
VERMIN.

IDONT =
ABANDPON THE §
HELPLESS, MY

LORP. YOUR
PAUGHTER
WOULP NOT
APPROVE.,




TLL
REMEMBER THIS
B\ SMELL FOR A

MY NEXT STEP
15 TO KILL THE
GNOMES, I TRUST
YOU WISH TO

AVOIP THIS. s




HEH HEH. T
TRUST YOU SAW

- THROUGH MY

' SIMPLE TRICK.

HEY; TALKING HEH!
ABOUT HIS
PAUGHTER REALLY
A GOT THE JoB

£ WE WERE NEVER
H GOING TO LEAVE YOU!
I WAS JUST SAYING THEY PO WHAT

THEY NEED TO.
THAT TO LURE THE __ THEY'RE CAUGHT IN

THE M/PLLE. NOT
BETWEEN GOOP
ANP EVIL...

YE LITTLE
BAR WEASEL!

B
BETWEEN POWER
ANP MORE

/




I WouLp Y&
PREFER *My |8

I wouLp .
VAST7LY PREFER &

A RESPECTFLL
SILENCE.

PAY NO
MIND, APRIC. THE
ELAPRIN SERVE UP
SCORN LIKE THE
PWARVES SERVE

BEER.

RELENTLESSLY;
AND ALWAYS
ASSUMING You
LIKE THE TASTE
AS WELL AS
THEY PO.

THE LAST TIME I N
SAW YOU, WOOPLING, T
HARGED YOU TO PROTECT

MY DAUGHTER ON HER

FIRST EXPEPITION

ABROAD.

T :
REGIMENT OF ELACRIN
PALALINSG AND
RANGERS WERE TO
PROTECT HER.

THEY PIED,

BY THE WAY.
YOUR PAUGHTER
PIPN'T. BECAUSE

THE HUMAN THERE
WAS SMARTER
THAN ALL OF

T

AL'BIHEL.

J 7uE crry oF )

STA/RS.

P '1'].!
YOU'RE
TALKING ABOUT
AL B/IHEL.




THAT HAS
IMPORT?Z

WHEN WE
WENT THROUGH ¥
THE PORTAL. I... |
"PREAMEP" |15
THE WRONG
WORPDP.

MAGIC 15 TOO
FICKLE, AND FATE
TOO CRUEL.

I RELIVEL
AL'BIHEL.

HMM. .
THERE ARE NO
COINCIPENCES IN
THE LANP OF THE
FEY; APRIC
FELL.

STRONG AS STEEL, BUT
CLEAR AS THE SKY.

BAH, NEVER '
[ sEEN MORE THAN
A SLIVER.




/7 IFYOU N
STARE AND

\\‘."\

1o s HOW
ABOUT A
WHOLE CITY
OF IT;
KHALZ

e
g 443
g
/
i\-\ v




—WHERE

TOVEL|SS
TORE OFF

JINX'S ARMZ

WELCOME TO
CYE4AR/A.

YOU ARE THE
FIRST OUTSIPERS
TO GAZE UPON IT
SINCE THE ARRIVAL
OF MY PAUGHTER'S
TUTOR,
COPERN/CUS
JINX.

PO NOT
WORRY;
TIEFLING.

I POUBT
YOU ARE WORTHY
OF THE HONOR
I BESTOWEP

UPON JINX.

STAY CLOSE. s
MY GUARPS ARE
UNDER ORPERS TO
KILL YoUu IF You




TELL
ME,; PWARF.
HOW WouLP You
ASSALULT THIS CITY#
ASSLIMING You
COULP EVEN
FINP IT.

ANDP THE WATERFALL
HMMPH. WILL WASH AWAY ANY
THOSE STAIRS W ATTEMPT TO BREACH
ARE JUST A\ THE WALLS FROM
TWO MEN ABOVE ANP
ASIPE.

- IT WILL
[ DROWN ANY WHO
WOLLD ASSAIL Us
FROM THE RIVER

MARV'LOUS
ENGINEERING,
NO POUBT. BUT
FRIVOLOUS.

"OTHERS WENT
THROUGH THE

PORTAL WE USED.
ELADRIN
\, PRISONERS.




PAYS AGO, THESE
APPARITIONS BEGAN
TO PRIFT CUT OF |
OUR PASSAGES TO
THE MUNDPANE
WORLP.

WE BELIEVE THE
PORTAL THEY WERE
FORCEDP TC BUILD IN
CHADP'MARAGH WAS

LUNSTABLE.

I BELIEVE
I HAVE SOME
IPEA OF THEIR

=-

GLYPHS.
THEY... ANCHOR
THE ELAPRIN TO

THIS PLANE.

WAIT. HOW PO

YOU KNOW ABOUT |EES

CHADP'MARAGH AND |
THE PORTALZ 4

) WHY DIDN'T N\ THE EXTRA
THIS HAPPEN B worlz
W W3

¥ IRONICALLY,
ITS EXPLOSION
\ THREW LS ouT

OF PHASE.




ALTHOUGH SOME

OF US FAREP

WORSE THAN
OTHERS.

I'm
GLAD TO
SEE You—

[e]e]ef
GHOSTY.

—STOP. STOP
THAT.

I BELIEVE
THERE |5 ONE. AN £l
| ARTIFACT GRANTING I.‘ If
MASTERY OF |
PIMENSIONAL

THE GL/PE
OF GATES.
LAST SEEN; OF
COURSE...

As I SAID,
THERE ARE NO
COINCIPENCES IN
THE FEYWILP.



AL'BIHEL 15
BUT A DAY'S
\ || JOLRNEY ALONG
-\ THE RIVER, AT THE
EPGE OF THE

WE'RE
| NoT DOING |

[ ONLY AN ELADRIN CAN OPEN
A PASSAGE BETWEEN THE |
FEYWILD AND YOLR &
MUNDANE WORLD, WITHOUT _
MY AID, YOU CANNOT '
RETURN HOME. /

ARE OTHER
ELADPRIN.

NOT ONE %
“of WITHIN A HUNPREP i
LEAGUES WHO POES |
NOT ANSWER
TO ME.

i

N NOW; THAT
SYMBOL REPRESENTS THE
UNPERGROUNDP STRONGHOLP N\
OF THRUMBOLG; THE FOMCRIAN §& =
LORD. AVOIP IT AT ALL COSTS.

a8 HEARD OF
™ FOMORIANS.

GIANTS,




THE FOMORIANS
ARE FAR; FAR MORE
PANGEROUS THAN
MERE GIANTS.

ALL THEIR
MAGIC |5 FOCUSEDR
THROUGH ONE :
CURSEP EYE. THE PAIN
OF THAT POWER |5 LIKE
A SP|KE IN THE SKULL,
N FROM THE DAY THEY A
ARE BORN.

50... INSANE NOW YOU HAVE IT. ANP THRUMBOLG,

GIANTS WITH SOMETIMES CALLEP THE S/RST

MURPEROUS LORP, |16 THE MOST POWERFLL
MAGICAL POWERS ’ | AMONG THEM.

TO RIVAL THE ' /

HIGH ELVES.

THE "FIRST
LORP," HE
WAS THE ONE
CONSTRUCTING
THAT PORTAL.

I AM NOT
SURPRISED, THE
COMPETITION AMONG
FOMORIANS FOR LAND ANDP
: RESOURCES |S RUTHLESS.
50 LUCKILY; THERE ARE NOT
e MANY OF THEM.




7/ THAT IS
THE SURFACE
- OF THE

BEHOLD; THE
FOMORIANS' REACH
IN THE LAND BELOW

THE SURFACE OF
OUR BEAUTIFUL
FORESTS.

OF GATES, T COULD : AAAAND HELP
F |
CREATE PORTAL %
ARE FLOATING IN
J ' ! YOUR FOYER.
FORTRESSES, SLAY

THEM ON THEIR IRON ~ :
. OF COURSE.
THRONES. . B j LE0 THAT.

SHIFT THEIR
ENTIRE ROTTEP
CITIES INTO THE

ABY5S5, OR SET THEM
ADPRIFT IN THE
ASTRAL SEA.

COME NOW.
YOU RETRIEVE THE
ARTIFACT, I SENP YOU
HOME. WHERE MY
LHUGHTER 15,

A FAVCR
FOR A
FAYOR.




AFTER A LONG PISCUSSION,
EVERYONE AGREEP THAT !
FINPING THE GUIPE OF GATES
WAS OUR BEST POSITION.

OUR

POS/TIONZ!
OUR POSITION 15
\ BENT OVER

- — spankep. N\
8 Was GONNA say
_ "SPANKED."

A TRAPE FOR
YOUR POWERS,
RIGHTZ

THAT'S THE
PIFFERENCE
BETWEEN
WIZARDPS AND
WARLOCKSZ

WIZARDS STURY
AND EVENTUALLY COME
TO BELIEVE THEMSELVES
MASTERS OF THEIR
POWER.

” WARLOCKS ARE
ALWAYS AWARE
SOMETHING MUCH;
MUCH BIGGER I5 :
THE TRUE SOURCE s—
OF MaGIC. L1

TO BE FAIR,
TRAPING FAVORS

WITH FEY IS NOT A

GOOP |PEA.

I PP NOT
W TRAPE WITH FEY.
[\ MY TRAPE WAS

THAT'S WHY
YOU'RE EVIL,
RIGHTZ OR IS5 IT
BECAUSE YOU'RE A
TIEFLINGZ




FOUL
MAN-THINGS!
HOW DARE
YOU WALK IN
\ MY GLADE/

MY LAPY, WE
PIP NOT KNOW
THESE WERE
YOUR WOOPS!

GOTTA
APMIT, FIRE
WAS THE NEXT
IPEA I HADR.

WE wWouLP
NOT=UNGH+BE
PO/NG YER TREES
ANY HARM IF YE

WE'RE A
LITTLE SHORT
ON GOLEZ ANP

JEWELS /!




;"' r,ﬁ. Fl'l_wr
e e L,
SHE |6 FINER LEARNED IN A
PARKNESS THAN MY WORDS WORLD OF
COULD sAY 4 EARTHA%RKN'D
/ DAYS,

ENPLESS
CORRIPORS
BENEATH THE

T'LL TAKE
YOUR BLOOD
IF YOU HAVE
NO BETTER

2 oo ) couLD T
AGATEZ TRESS —) \
OF RUBY?Z NAME THE
- .- SHADE OF
SKIN OF . ] HER SILKEN
QUARTZZ COLD HAIR.
STONE CANNAE -
DEFINE HER = THE SEA

: - ; DURING
@AZE, HER = Nl 5TORM HER

ﬁ&;ggiigm THE FORESTS Tk 1) ¥ R T THE WIND IN

DRYADPS CALL [ ! H'%{z“;’fgggw BEAUTY I COULP |

COMPARE.,

THAT 1S FIND THE

WHY I WALK
\ THE FORESTS ’Eagggpgs\fgg,s




A GIFT NO
ONE ELSE CAN
GIVE YE.

A GIFT EVEN I
CANNCT GIVE YE
AGAIN; FOR THE
FIRST TIME A POEM
16 SPOKEN; 'TIS
BORN.

LOVE BE UNIQUE.

THERE |5 BUT ONE

OF ME; ANP ONE

OF MY LASS, THAT SPOKEN FOR THE
POEM BE CRUPE, FIRST TIME ALOUD,
BUT MY FEELIN'S WHICH CAN NEVER BE

AGAIN IN THE WHOLE

TURNIN' OF ANY WORLD, /a8
THIS OR MINE. <

i

ﬂv.sv;\
)

POEM. FROM A :ﬁ
5mw.m45om

WHATZ You

KNOW I'M A kA
Z POET, /=

IT RHYMES W
BETTER IN




KHAL'S STUNT TOOK
OUR MINPS OFF OLUR
PROBLEMS, TRUE. BUT
A WHILE LATER, I
BEGAN TO RECOGNIZE
THE MOUNTAINS...

ALMOST SUN'S STILL
THERE. HOW ARE HIGH, OF

WE ON COURSE—
CAYLIGHTF

TIME MOVES
PIFFERENTLY

WOULDPN'T IT
BE BETTER TO
HIT THIS PLACE

AT NIGHTZ

KNOW THIS
STORY ANDP I
ONLY MET You

REAL coop
WITH STORIES
THAT PON'T
INVOLVE ME.

ANYTHING
THAT POESN'T
INVOLVE ME.

THE
THINGS; THE...
SP/PER-PROW
THAT INFEST THIS
PLACE ONLY
COME OUT AT
NIGHT.

WAIT, WHATZ!
PROW-HEAPEP
SPIPERS OR
SPIPER-HEAPEDP
PROWZ

7 ALL THAT
HORROR; I GOTTA
SAY |T WAS ONE OF
THE MOST BEAUTIFLL
PLACES I'VE...




ASK THE

PWARF ABOUT B

YOU'RE NAE
GONNA BELIEVE
THIS, BUT NO;

THERE ARE NO §

BLAST OR
SCORCH
MARKS,

SOMETHING
TOOK THIS PLACE
APART STONE BY
STONE,; WITH /RON

AND CHAIN. 4

ANDP
MURPEREP THE
SPIPER-PROW
7O THE LAST

ONE.




piv
THE ELAPRIN
RETURN; AFTER

NO;
TOVELISS

WOULDP HAVE
THE GUIPE

ALREADY IF
THAT WERE
TRUE.

CKAY; THIS
STOPPED BEING
FUN. I WANT TO
GO HOME.

APRIC!
COME &sEE!

THIS WAS
NAE HERE
LAST TIME.

BEASTS LIVEP
LINPERGROUND. WHAT
ARMY COULD STORM

FROM THEIR OWN
NESTS, WHERE
THEY HAP THE

ADPVANTAGE...

THE
FOMORIANS PIP
THIS., THRUMEOLEG,
THE FIRST LORL,
CAME LOOKING FOR
THE GU/IPE OF

I SAN THIS
SYMBOL IN
TOVELISS' MAP
ROOM.




y
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A W

IF HE FOUNP IT...

IF HE FIGURES ouT |,
| How To USE IT...

s

3
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WHAT WE'RE LOOKING AT 15
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CHAPTER

SIMPLE ENOUGH FAVOR. GO TO A
RUINER CITY; FINP THE GUIPE OF
GATES. HANP IT OVER TO THE

LOCAL ELAPRIN LORDP; ANP GET
SENT HOME TO OUR OWN WORLE.

PROBLEM |5, THE HALNTED
ELAPRIN CITY'S ALREAPY BEEN
PILLAGEP... BY THE CRAZY
ONE-EYEP GIANT EVERY LIVING
THING IN THE FEYWILDP FEARS.

- -~
4 |

-

A S GOOD NEWS
" B 15... 15...

f

4 ' 3 f/
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«.WHY DO I KEEP SAYING THAT#
THERE'S NEVER ANY GOOP NEWS.

LARY TISHA,
ANDP HER
SERVANTS. STATE YOUR
: BUSINESS.




MY BUSINESS I
ONE THAT IS OF MUCH

IMPORTANCE—ANDP

SECRECY—TO YOUR J AN ooneamiL

MASTER. THRUMBOLG
THE FIRST

.. .HE WILL
HAVE NO CHOICE
BUT TO KILL You,
TO PROTECT Hi&

SECRET.

HE WILL
THEN INVITE

I coule THE OTHER

TELL You my CHOICE | SIMPLY... LET
BUSINESS. BUT THEN ME IN. UPON ONE CHOICE,
YOU WOULD HAVE TO - YOU ARE DEAD; AND T AM _ mate e\ or
GO REPORT TO HIS _ INSIPE. ON ANOTHER, YOU ARE " 1o ue

SENESCHAL. AND ' ) | TALIVE; AND T AM INSIDE. :

WHEN YOU SAY, OUT :

LOUD, WHY I

AM HERE...

S TAKE YOU
STRAIGHT INTO
\ THE CASTLE,

THEN/ MY LORD WILL

DEAL WITH YOUu
HIMSELF!




THERE
YOoU GO, LASS,
BETTER OUT
THAN IN

)
0,

{

R" "
M
m.
o
o
o
o
©

2
o?/

SENESCHAL WILL
HEAR YOUR




AMAZING
WHAT A
LITTLE FEAR | B Z
POES TO THE 3 X WHAT ARE You
PIGESTICN. ) L TALKING ABOUTZ#
YOoU PIP GREAT!
THAT SPEECH WAS
1 AMAZING!

J

I STOLE IT FROM A BARP'S STORY
I HEARP IN FALLCREST. IT'6 THE
SPEECH THE PREAP PIRATE GIVES
TO GAIN ENTRANCE TO THE
HAREM OF HEAVENLY
PELIGHTS.

4 1
f ,i.

WELL, THIS
IS YOLR PLAN,
APRIC! YOU WANT
A BETTER SPEECH;,
WR/ITE ONE.

IT'S
BREE'S.

I KNOW
THAT BARD.

NOT VERY
GooP,




EARL/IER,

SIMPLE ENOUGH FAYCR. GO TO A RUINED

CITY: FINP THE GUIPE OF GATES., HANP IT

OVER TO THE LOCAL ELAPRIN LORDP,; ANP
8| GET SENT HOME TO OUR OWN WORLP.

PROBLEM |5, THE HALINTED ELAPRIN
CITY'S ALREADPY BEEN PILLAGEP...

BY THE CRAZY ONE-EYEDP GIANT EVERY
LIVING THING IN THE FEYWILDP FEARS.

Goor NEWS |
|5'fl [54'!



YOU'RE
MUTTERING
TO YOURSELF
AGAIN.

SORRY.
RIGHT; ANY
SUGGESTIONSZ

. IT WouLP
THAT'S THE TAKE A THOUSANDP
POOR TO MAG ’r PWARVES TO CRACK
TUREAHZ THE VAULT ! THAT WALL. CANNAE
HOLPING THE GUIPE ’ BE D
OF GATES IS IN THERE

SOMEWHERE?Z '
£ ASSUMING

e WELL, IT
THRUMBOLG CAN'T BE DONE

FROM 7#4/s
BACK HERE. ; . S/0F.

BUT YOU GOTTA REMEMBER,
THAT'S THE SIPE HE'S
FORT/IF/EL TO FACE OFF
AGAINST THE 4H/GH
ELVES.

PROBABLY N
GOT A WHOLE
TOWN—BLACK
MARKETS, SLAVERS,
| THE LOT—NESTLED AT

THERE'S GOT i
TO BE AN ENTRANCE J T%%Efgigg 'Ir.ir-i'A\‘?E

DPOWN IN THE =
UNPERDPARK. FOR COVER.




OUTER RING'S
FOR—LOOK; THE CITY. NEXT
HERE'S HOW IN'é THE CASTLE.
A THIEF SEES BULL'6-EYE'S THE
THAT PLACE. GOOPIES. THE
VAULT, WHAT
HAVEYA.

AS YOU MOVE
TOWARD THE
BULL'S6-EYE, THE
CHANCES GET SHORTER
ANDP THE GUARDPS
HOTTER. S0 YOU NEED
b\ TO KkNOW AS MUCH AS
) You CAN ABOUT
EACH RING.

THAT TAKES TIME. USE i WELL THEN, YoU
THE CITY TO sCOUT - ' ; NEEDP TO RUN A TALE. GET

THE CASTLE,; GAIN ] )) i SOMEBOPY TO OPEN POORS

ENTRANCE. UéE THE SR ' ; FOR YOU. CUT POWN ON

CASTLE TO scouT S N f v y ALL THE BRIBES ANP
THE VAULT. W ™ - S "/ SNEAKING AROUNP.

N CON'T HavE

TIME

WHATZ WHY
ARE You
STARINGZ

J ACCIPENTALLY
KILL sOMEBOPY

AND FORGET

TO TELL You




JULIANA GAVE
J THAT TO ME 7TWeo
YEARS AGO.
SHE'LL SPIT FIRE
IF I LOSE IT.

WHICH TORTURE
CHAMBER?Z THE

ONE HERE; OR IN
HER FATHER'S

CASTLEZ BECAUSE

IT'S NOT
ME.

I THINK
SHE'LL BE
ANGRIER IF You
WINP UP IN A
TORTURE
CHAMBER.

FLAMES AND
PEOPLE RLNNING
IN THE TOWN
BELOW.




*I BELIEVE WE CAN ASSUME BREE'S
PART OF THE PLAN | GCING WELL."
AN HOUR BEFORE
VAR/S SA4/2 THAT.

IT SMELLS
DEAD. /

HRRF.
SMELLS
DEAD.

OH; THAT'S

NOT ME THAT |§
SMELLS
DEAD.




I HEARD TALK OF
DEAD GUARDS ON

AND THEN A LITTLE BIT LATER. |l
THE WALL. HAD THREE

SOMETHING'S B SELLSWORDS IN A ROW
GOT THE SHADOW'S : TELL ME THE FIRST
BREECHES IN A LORD'S SECRET KNIVES
KNOT. ; ARE LOOKING FOR
~ TOPSIDERS.

o

A%

N7 {
@ "‘.\',u"

F g ——
1‘:’,1 .

b -

THIS AIN'T
FORGED

GROSH'AK,

=/ A ROOM

L UPSTAIRS, BIG

ENOUGH FOR
FOLIR.




SECRETIVE, THEY PLAYED

| IT DUMB. FLASHIN'
NEW COINS—

\ -

W] =

I
\

DI F THEY WERE TRYING TO BE
o

. o

g/. )
)

/

ENOUGH.
YOU SAID
THERE WERE
FOUR?

( £
)

THE PATROLS ON
THE WALL, START

q{ )ﬂk 8, SEARCHING THE

. / ALLEYS.

@ﬂ' THE WORD/ DOUBLE

WE DIDN'T
DO THIS/

FOUR
OUTWORLDERS
ARE ON THE RUN, )
ONE HALF-HUMAN. N
GO/ \




I BELIEVE
WE CAN ASSLME
BREE'S PART OF THE
PLAN IS GOING
WELL.

MY ONLY
GQUESTION |15
HOW—

GREETINGS:
SUPPLICANTS.

I AM DECLAN:

SENESCHAL TO THE
FIRST LORD; HIS
MOST MIGHTY AND
FAR-SEEING
THRUMBOLG.




THRUMBOLG
HAS NO FRIENDS.
HE HAS SUBJECTS

AND ENEMIES.

SPEAK.

7 EINE way N
TO MEET
. FRIENDS.

YOU HAVE
AN ARTIFACT
HERE. THE
GUIPE OF
GATES.

WE ARE
HERE TO
STEAL IT.

g —JUST
FOR THAT, T'LL
JUST KILL THOSE
GUARDS WHO WERE
STUPID ENOUGH TO
LET YOU IN HERE:
INSTEAD OF
TORTURING
THEM.




I OWED A I BEAR HIM NO
DEBT TO THE LOVE, AND HE HOLDS
LOCAL ELADRIN NONE FOR ME. 50 HE
PRAY, ARE LORD, E'TEALL. SENT ME—BLACKMAILED
0 LG _ YOU KNOW ME, REALLY—INTO THIS
R _ HIM? — SUICIDE MISSION.

COURTESY?Z
CHALLENGEZ
GIVING THE FIRST
LCORD A CHANCE TO
SURRENPER IT; 60
NO BLCOP |5
SHEP?Z

THIS IS A 15 THAT NOT
Lous HIS SIGILZ HIS |
RIDICULOU e o




=

4

/
o/ 7

7 7,
- ;
!

BUT WHEN

I LEARNED

THE PART MY
BODPYGUARDPS ANP T
WERE TO PLAY IN THIS

\ FARCE, I REALIZEP
I HAP ANOTHER
CHOICE.

WE ARE NOT THE REAL

THE THIEVES. THIEVES ARE

WE ARE THE OUT THERE.
BACK-UP.




I ONLY KNOW
WE WERE TO
MEET THEM AT THE
WALL. MAKE SLRE
THEY ESCAPED.

YOoU GET
THAT WHEN I GET
MY PRICE. SAFE
PASSAGE BACK
TC OUR WORLP
FOR ME ANP

AND I may
REVIEW YOUR
RESEARCH

YOUR
OFFER SEEMS
FAIR. WAIT
HERE.

WARLOCK. VW 1 know you
S DIMENSIONAL * wiLL NOT ALLOW
=| TRAVEL I5  ME TO SEE THE
1\ INTERESTING GUIPE, BUTIFI

: TO ME. MAY TALK TO

» S\ YOUR MAGE...




ARE THESE NO
REPORTS -. DESCRIPTION
\ RELIABLE? AT ALL?

DEAD GUARDS
ON THE WALL.
MANY REPORTS OF
SKIRMISHES, BUT
NO ONE'S SEEN
THEIR FACES.

ONLY STEP
ON THE WHITE
SQUARES.
HOW MANY
TIMES...

=SIGH= I
SWEAR, THERE ARE
DAYS THESE TRAPS
ARE MORE TROUBLE

THAN THEY'RE
WORTH.




CHALLENGE
ACCEPTED, DO
NOT KILL,




y' I'M SENDING
DOWN TWO MORE
OF YOU. PATROL

TO THE SPIKE
CORRIDOR.

AND TRY TO
REMEMBER TO
ONLY STEP ON

THE WHITE

YOU HEAR
THAT?

NOTHING...




I' SORRY;

HE "CAME

WITH" THE
GUIPEZ

I POUBT
I CAN APD
TO HIS
MASTERY.

MMMM. FOUND
HIM HIDING OUT IN
THE TOWER, RIGHT
OVER THE VAULT WHERE
WE DISCOVERED
THE GUIDE.

HALF YOUR PRICE.
YOU MAY ASK OUR
WIZARD ANYTHING ABOUT
THE GUIDE. PERHAPS YOU
CAN EVEN HELP HIM IN
HIS RESEARCH.

TO BE HONEST:
HE HAS BEEN A
\ DISAPPOINTMENT.

BUT HE CAME
WITH THE GUIDE,
SO WE ASSUMED

HE KNEW MORE
ABOUT IT THAN

APPARENTLY
HE WAS PART OF
AN EXPEDITION—

BAH/! I HAVE
" PONE MORE TO LINRAVEL :
THE MYSTERIES OF THE GUIPE
THAN ANY COF YOUR DPROW
NECROMANCERS OR DARK FEY
HEPGE MAG/C/ANS !




FOR I AM

wi
%
&y
%

]
S
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% Art by Tyler Walpole




v /4

Ty CHAP6TER

yod
WERE AT
ALBIHELY

I M4y HAVE LEFT HIM
TO PIE AT THE CLAWS
OF MUTATED DPROW IN
AN EXPLOPING TOWER.

| |




YOou CAME
WITH THE FORCES
OF THE ELAPRIN!
YOU WERE THEIR

ELVEN &COUT!

I NEVER
FORGET A
VOICE!

THERE IS A SIMPLE
EXPLANATION. I TOLDP
YOoU I WAS HERE AT
THE BEHEST OF THE
ELADPRIN LORP.

THE WCOP-ELF
HAS WORKED AS HIS
SCOUT FOR YEARS. HE
1S MY SCOUT FOR THIS
b | MissION, As HE wAS

FOR THE EXPEPITION
YOUR BLINDP MAGE
SPEAKS OF,

THEN A SIMPLE My NAME 1S
TEST. SPEAK, SO ULR|C THE LAME
THIS MAGE MAY TELL EROM,.. SOUTH,
ME IF HE RECOGNIZES OF HERE...
YOU AS WELL. . INGTON.

*T'M BETTING YOU PON
SPEAK PWARVEN, You
ARROGANT EIT.




NO! T WAS HOPING ONE
WOULP BE APR/C FELL,
THE IMPOTENT; BRAIN-APPLED
SELLSWORDP FOOL WHO
PANICKEL AND
BETRAYEL ME!

TRASGAR, THIS
TIEFLING HAS BEEN
HELPFUL. ANSWER

HER QUESTIONS.

AH; ANOTHER
SUPPLICANT SEEKING
KNCWLEPGE FROM MY

VAST EXPERIENCE!

YES. I HAVE
QUESTIONS ABOUT
THE GU/IPE OF
GATES.

GET HM
INTO THE
NEXT ROOM

THANK You,
MANY MEN WHO
FONPLE MY NOSE
TELL ME 50. may
WE STEP INTO
YOUR INNER
SANCTUM?Z

A TIEFLING!
AND A BEAUTY IF
I MAY SAY 50. J

I wWouLp
KNOW OF THE
GUIPE'S—

—THAT |15 MY
TAIL. PO NOT
FEEL THAT.




VARIS, KEEP AN

EYE OUT BEHINP.
KHAL, IF WE HIT ANY

RESISTANCE, You ; BREE,; YoU
PUNCH THROUGH THE CAN COME
CENTER, I'LL CATCH OUT NOW.

THE FLANKERS.

WORKED LIKE A CHARM. HE
WENT STRAIGHT TO THE GUIPE
TO MAKE SURE IT'S SAFE. I
GOT EVERYTHING.

TWO GUARDPS,
ANDP A LOCK
THAT You couLp
PAWN TO BUY AN
ENTIRE CITY.

OH,; STEP THERE'S A BIG
ON THE WHITE GOLEM IN THE
SQUARES VAULT WHERE THE
ONLY! GUIPE'S KEPT, TOO.

A KINP I'VE NEVER
SEEN BEFORE.

SONLVAd—
BREE!




IF You 1 AH; I HAVE MANY
PON'T MINP ME SERVANTS TO REAP TO
ASKING; THESE ME. TO TELL THE TRUTH,

MY RESEARCH 16 50
APVANCEDP MOST ARE
USELESS TO ME.

SHE HAD WANTEP SOME
YOUR ACCENT; TRANSLATIONS ON
TCO.,

A BOCK.

THE CABAL
OF TIEFLINGS |15
SMALL. I may

KNOW HER.

IT 15 MAINLY
A RESOURCE FOR
TRAPE. MAGES COME
FOR INFORMATION,
THEY PEPART OWING
OUR LORP A
FAVCOR. / » \
YOU'RE [ NI HER NAME
ACTUALLY THE A | { WAS... TARAZ |15
SECONP TIEFLING il \ THAT A COMMON
I'VE HAP IN HERE \ 4 b ; B\ TIEFLING NAMEZ
THIS FORTNIGHT. ] —

IT'S NOT
COMMON AT
ALL.




HAVE SOME
HAMMER,
BEASTIE!

WHAT'S THE

PASSWORDZ

I PUNNO. N
MAYBE THEY
BOUGHT HIM AND
HE CAME THAT

ELVEN WORP As A
PASSCOPE?

TN

Y
o
-




KEEP ITS
ATTENTION
ON Us!

NOT A
PROBLEM!

WHY Z!

AYE; THIS 1S5 WHY

T WALK THE WORLD Y

FOR MY GOP. TO BE A
PISTRACTION FOR A

SNEAK THEF. 4

WHY /5 THIS \
BLOOPY THING
SPEAKING
ELVENZ!




HOW CAN
you NOoT
HAVE THEM
BY NOW?/

MAYBE WE
CAN'T FIND THEM
BECAUSE THEY'VE
GOTTEN INTO THE

FORTRESS?

THE ONLY
PEOPLE WHO'VE
ENTERED THIS
CASTLE ARE...

IS THERE A
PROBLEM,
DECLAN?

I CANNOT
BREATHE WHEN
HE IS NEAR.

ADVENTURERS
AND SABOTEURS
DO NOT RUN
RAMPANT IN A TOWN
WHERE EVERY SOUL'S
AN INFORMANT AND
A COWARD/

7

NONE; ~
MY LORD.

OUTSIDERS
HIDING IN THE
TOWN CONSPIRE
TO STEAL THE
GUIDE OF
GATES.

CAPTAIN,
PULL YOUR

FORCES IN FROM
THE TOWN BELOW,

INTO MAG
TUREAH.

GOOD. YOU CAN
ALWAYS SEAL THE
GATES AND BURN
THE TOWN TO THE

BEDROCK WITH |

ALL INSIDE,
THAT (S
WHAT I
WOULD DO,

IT OCCURS TO
ME; YOU MAY BE
GHT.

THE THIEVES
MAY ALREADY
BE IN THE
FORTRESS.




e SN \/ 1 ooNT
TWLL ADMIT T N @) SUPPOSE YOU
NEED SOME HELP /3 =2 KNOW THE
' SHIUTLOWN

[l ON THIS PART OF THE !
PLAN! ANYONEF ‘4

/ CAN I sAaY
THIS WAS PART




INSIDE THE
FORTRESS.

YES! THE
GUARDIAN OF
THE ARTIFACT IS

THE ARTIFACT IS
INTACT!

THING OUT OF [ \i
HERE!




EVEN WITH
THE WARNING
I GAVE

THAT
CAN NOT GO
WELL FOR
You.

A PROBLEM,
SIRZ

THIS 15
RIPICULOUS. THEY
HAVE BEEN HERE THE
ENTIRE TIME.

NOTHING. THE
GUIDE IS NOT
HIDDEN ON
THEM.




I AM
SORRY FOR
YOUR LOSS,

SIR; BUT OUR
BARGAIN
WAS—

TO THE ABYSS I SUGGEST YOU YIELP, MY PEAR. "
WITH YOUR EVEN MY INESTIMABLE MAGIC 3
BARGAIN! POWERS CANNOT PROTECT

— YOU FROM DECLAN'S WRATH #Ng 9%
YOU ARE MY D SERVICE TO OU
_ IN SERVICE T R
ONLY LINK TO . EIRST LORD,
THE THIEVES. AND IF 2 f i
T HAVE TO FLAY THE
TRUTH OUT OF YOU, I
WILL TEAR THE SKIN /
FROM YOUR BONES e N g / THANK
WITH MY OWN [ i ! YOU, KIND
cLaws? -

[ 4

MYy LADY...
THE MEETING
\PLACE...
]

THE THICK-TONGUED MORON HAS
A POINT. THE PLAN WAS, IF THE i GET ME
THIEVES ESCAPEDR THE CITY; WE N \ A DOZEN OF
WOULDP MEET THEM CUTSIPE ' o : e b YOUR GUARDS.
TO ESCORT THEM . - = \ i, | THE HUNGRY
TO CYPARIA. = P




= _ | il f i

| PIP THAT SOUND LIKE A STALLZ OH, IT WAS. BUT
| LUCKILY; THAT BOUGHT US TIME FOR A PLAN...

P - P

GAH. T
FORGOT HOW
BRIGHT IT IS

OUT HERE.

THAT |16 THE PLACE. MY
PECPLE SHOULP GO
ALONE, IF THE THIEVES
SEE YOU...

GO AHEAD.
JUST KNOW
THAT YOU
CAN'T OUTRUN
ARCHERS.

REMEMBER

WHEN I sAIP

I LIKE YOUR
LUCKz

I HOPE You
BROUGHT A FRESH
BATCH.

7 AS SOON AS
ANYTHING ELSE
WITH TWO EYES
SHOWS UP; KILL

THEM ALL.

KILL ANYTHING
WITHIN FIVE MILES.
GET ME THAT
ARTIFACT.




G2 WHAT, ME MATE? OH, T
You! THE I AE K o)
OWARF! WHO SRS e

ARE You
TALKING TO?

¥ ...TALKING TO
SOMEONE!

i

GGAAARGE-
UUURRK/




WORTHY
GAMBIT!

y

I BEGIN TO :
UNPERSTAND WHAT
MY DAUGHTER SE££5
IN YOU, FELL.

AHHH,
MAGN/FICENT.
HOW PIP You
SMUGGLE IT

CARRIEP IT
OUT FOR }

URG/
JUST DROP
IT HERE.

g b am

(




WITH THIS T WILL Nl BUT IT DOESN'T
FINALLY DRIVE THE

FOMORIANS FROM R s
. THE FEYWILD.

I WILL BENP THE
REALM TO MY WILL,
ANP LEADP THE |
ELAPRIN Z4ck’ TO

THEIR GLORY. '
\\ T

=
\f IBELEVE Y\
THIS BELONGS

NEHLIA,
ARCANE LORP |
\ ‘oF aLBIHEL. ).




A FEW THINGS.
FIRST OFF, WHEN WE
FOUNDP YOU IN
CHAP'"MARAGH,; WHY WERE
ALL THE FOMORIAN'S
CAPTIVES ELAPRINZ

TOGETHER, WITH You
As THEIR LEAPER.

YOU WERE AN
EXPERT IN PIMENSIONAL
TRAVEL,; WHICH |5 WHY
THEY HADP YOU CREATING
THE WORLDP KEYS.

I AM THE
o ARCANE LORP
il OF AL'BIHEL,
LOST THESE

ALTHOUGH
IAMABIT
PUZZLEP AS
TO HOW APRIC
PISCOVEREDP
THAT.

BUT THE
CLINCHER WAS

THE GOLEM,

t I\.\\\\—--"




WHY /& THIS N\
THING SPEAKING |
ELVENF

THE FOMORIANS
FOUNDP THE GOLEM IN
AL'BIHEL WHEN THEY
FOUNP THE GUIPE.
THAT'S WHY ONE OF [
ITS COMMAND WORDPS /%
. WAS YAL'BIHEL."

«.A BIT OF FRIENPLY
APVICE. LET YOUR OR I'LL

WHY pIp
PAUGHTER CLAIM  wep ONE OF YOU NOT
THIS ONE. _a4 My OWN TO - TELL ME—

I FORGOT TO
ASK NEHLIA

“THAT'S WHEN IT SH4T
LPOWN. WHEN I SPOKE
YOUR NAME. AND WHY
WOULD YOUR NAME
OVERRIPE ANY OTHER
COMMANDS OF A GOLEM
FROM AL'BIHELZ"

|

YOU NEVER

ASKEDR. CONTENT

TO USE Us AS
LEVERAGE AGAINST |8

THIS HUMAN. FELLOW
ELAPRIN; WE
WERE CHATTEL
TO You.




LORIP? N'EHLIA. I 8IT ON
THE SUMMER COURT AND
HOLP THE FAVOR OF
THE QUEEN.

-
N'EHLIA, BUT

YOU ARE A GUEST |

IN My HOUSE. AND

IT WAS MY AGENTS

\ YouwiLL
N ; : [ NoT 2EPART MY
TResToReD, N - - FORTRESS WITH THE
NEHLIA— | _ W GUIDE IN YOUR
= . POSSESSION.

——r

—1— —
THERE. THAT = IF YOU WILL
REMOVES THE

IMPEPIMENT TO OUR PETITION GUEEN
PEPARTURE. ‘ TIANDRIA FOR AP

IN REBUILCING
. AL'BIHEL.

WE WILL BE
NE/GHEORS
TOVELISS. PERHAPS
I CAN EVEN BRING A
LITTLE ORPER TO
YOUR TERRITORY.

YOU'RE
GOING TO SENP
Us BACK,
RIGHTZ



7/
Sl

i)

&
AN
L N

)

[/

P = o

YOU'VE MAPE N < -
YOU'LL | b AN ALLY; FELL, s ~ : ]
REGRET THAT. ik - AND AN ENEMY. : LORDP N'EHLIA.
THE REPLACEMENT J WALK CAREFULLY ! : Goop tiE»‘-'kLTH |
ARM 1S ALWAYS THE NEXT TIME YOU j TO You. £
VERY USEFLL. RETURN TO THE N / —
FEYWILP.

GoopP TO \
SEE YOU,
TCO.

7 I WALKED
CAREFULLY T4/S §

WAIT, YOu YOU WERE THE
ANOW HIMZ ONE WHO SENT
ME TO AL B/HEL
FIVE YEARS
AGO!




UTTER
COINCIPENCE; MY
PEAR BOY.

I MEAN; WHO
COULD PLAN THAT
YOUR CHANCE EXPOSLRE
TO AN ABANDONED CITY
FIVE YEARS AGO WOULDP
EVENTUALLY BRING RISE
TO A RIVAL OF THE
ELAPRIN LORP WHO
CRIPPLEP MEZ

AH, DON'T WE
HAVE TO CLEAR It
THINGS UP WITH THE |

LORDP MARSHALLZ /4

AND HOW ARE WE
PAYING FOR THESE DRINKSZ
WE'VE BEEN TO A PWARVEN
PUNGEON; TWO FEYWILP CITIES,
AN UNPERGROLUNP CRIMINAL
EMPIRE AND A GIANT'S CASTLE,
AND WE HAVEN'T MAPE
A COPPER..

SPEAK FOR
YOURSELVES.

THIS GOLP

BEARS MY

FATHER'S
MARK,

1 TREASON TRIAL )

IN A BIT.

FIRST ROUNP'S
ON ME; AND THEN
I'LL CHARGE A
REASONABLE INTEREST
ON ANY LOANS.

AT
SN

Oy

YAV ICAS

BREE, PIP You
PICK THE POCKET
OF AN ELAPR/IN

LOREZ WHO ALREAPY
WANTE ME
PEAPZ

BREEZ!




IT'e AMAZING HOW CLARIFYING
A FEW PRINKS CAN BE. 4

YESTERDAY'S TROUBLE 16

YEGTERDAY'S TROUBLE. ANY i R
JOB YOU COME HOME ALIVE A BIT OF THE BATTLE-SHOCK
FROM I A GOOP JOB. FROM HER FIRST TIME WITH LS.

I WILL TELL
YOU HOW TO FINP
APRIC FELL.

o,
e

_ =N\ m,z,/ =
0 e / e,

OTHER TIEFLING. T
KEEP MY GLEST'S "
D SECRETS. : w

THERE 15
NOTHING YOU CAN

IT WAS, AS LISUAL, A FINE DAY.
LUNTIL KHAL GOT ANOTHER
LOVE LETTER.

BUT I'LL TELL
YOU THAT ONE
NEXT TIME.

S Tl



SP-11 Featuring ADRIC, KHAL, and other characters!

It Goes Horribly Right

by John Rogers, Andrea Di Vito, and Logan Bonner

/

"~/ The First Lord’s underground stead in the Feywild is choked with stale
air and the stench of slaves. A bargain has been struck with a powerful
Rakshasa, bringing you one step closer to an artifact that could send you
home. But an old acquaintance recognizes you and is about to blow your
cover. Will you continue the bluff or stand and fight?
Licensed By:

e




DUNGEONS
RAGONS

Comic and Game Adventure

[t Goes Horribly Right

By Logan Bonner
Cartography by Jonathan Roberts

Introduction

Fell’s Five grabbed the Guide of Gates and
got out alive in DUNGEONS & DRAGONS #11.
Now your adventurers can dupe Declan,
skirt the spear trap, grapple with the
guardian golem, and retrieve the relic in
your home D&D campaign!

These encounters are best for characters of
level 5-7.

Adventure Background

The fomorians. Malformed, insane,
megalomaniacal giants. Nasty customers.
They corrupt the underworld of the Feywild,
and sometimes their rot creeps up to the
surface.

The eladrin do what they can to stop the
giants’ advances into the world above, but
Toveliss E’'Teall, Lord of Cydaria, has bigger
plans. He wants to recover the Guide of
Gates, an artifact tied to planar travel, and
use it to create portals into the fomorian
caverns. The eladrin could negate the giants’
advantage by taking the fight right to them.
Toveliss might even be able to banish the
misshapen creatures out of the Feywild
entirely.

The Guide sits inside a vault in what was
once Al’bihel, the City of Stairs. This
majestic city fell long ago, abandoned by the
eladrin who built it. Toveliss seeks out the
adventurers to travel there and retrieve it for
him. It could be they need a favor from him
(such as a return trip back to the natural
world), or that respect for the dead keeps the
eladrin away from the city.

Toveliss warns the adventures that the
powerful fomorian Thrumbolg, the First
Lord, has strongholds near the old city, and
that they should be wary. Unfortunately, the
eladrin doesn’t realize that Thrumbolg
seized Al’bihel itself, filling it with hobgoblin

forces and putting his seneschal Declan in
charge of everyday operations.

Getting the Guide will require outsmarting
the masters of the evil city. Are your
adventurers up to the job?

Using N’ehlia

We find out in this issue that N’ehlia was
the arcane lord of Al'bihel all along! It’s an
interesting puzzle, and a great twist, but
requires more setup than this adventure has
space to cover. If you can, bring N’ehlia’s
people into the story before the adventurers
meet Toveliss, and plant some major clues
about him—the same sort Adric figured out!

Quests

Look for ways to put your adventurers in
debt to Toveliss, get them on Thrumbolg’s
bad side, or secure something else they care
about inside the vault along with the Guide.

QUEST: RETRIEVE THE GUIDE OF
GATES

6th-Level Major Quest (1,250 XP)

If the adventurers manage to break into the
vault and snag the Guide of Gates—and
manage to get back out—they complete this
quest. Whether or not they need to return it
to Toveliss is up to you.

Getting Started

The Dungeon Master needs a copy of the
DuNGEONS & DRAGONS game rules, which
you can find in either the DuNGEONS &
DRAGONS Fantasy Roleplaying Game Starter
Set or the Dungeon Master’s Kit. Players
need a copy of Heroes of the Fallen Lands or
Heroes of the Forgotten Kingdoms and a
character sheet to make characters to use in
the adventure.

Once you’re ready to begin, flip to
Encounter 1 and give your players a glimpse
of what terrible things the future might
bring!



Encounter 1: In the First
Lord’s Realm

It should be clear to the players that their
characters can’t simply fight their way into
the city. The following skill challenge covers
some ways to gain entry. Reward clever
thinking, and have characters say what they
want to do rather than just rattle off skills
they want to use. After all, Tisha didn’t just
say “I roll a Bluff check.” She came up with
a story about other thieves and backed it up
with bravado that impressed Declan!

Skill Challenge: Get Inside

The adventurers need to bypass the guard
posts to enter the city. They also need to find
the vault once they get inside.

Level: 6 (XP 250).

Complexity: 1 (requires 4 successes
before 3 failures).

Success: The adventurers are inside the
city and are able to sneak away or explore
freely, depending on how well they
convinced Declan to trust them.

Failure: The adventurers are inside the
city, but under arrest or stuck in a torture
room they’ll need to escape from.

First, read or paraphrase:

The journey from Cydaria to Al’bihel doesn’t
seem long, but time passes strangely in the
Feywild. Apart from some minor animal
attacks and a tense journey through a dryad’s
grove, the trip is largely uneventful.

The great towers of Al’bihel stand cracked
and ruined. Between their sheer sides stand
the gates into the city, each guarded by a
group of hobgoblins or bugbears. None of
these guards looks particularly smart. It seems
the First Lord didn’t expect intruders to dare
enter his realm.

Inside the city gates, all sorts of humanoids
roam back and forth, doing whatever business
Thrumbolg demands be done. The streets
bustle with activity, and it would be difficult
for outsiders to pass by unnoticed.

Stage 1: Front Gates
After one or two successes, the adventurers
can get past the gates.

Talk to the Guards: A clever story, or
even a not-so-clever one, can fool the guards
(Bluff DC 15). They can be negotiated with

(Diplomacy 23), and money makes things
run smoothly (automatic success for a bribe
of 300 gp or more). If the adventurers
mention something the guards haven’t heard
about, they might be taken to Declan to sort
it all out. They’ll have to tell him their story
and hope it still holds up (DC 15 in the
same skill already used).

Sneak In: Staying out of notice is tough
in the busy streets (Stealth DC 23).
Characters who look monstrous (like
minotaurs or even shifters) might be able to
pass more easily. Eladrin and elves have no
chance.

Tunnel Under: Fomorian tunnels run
below the city. Adventurers who realize this
can travel through them to get inside
(Dungeoneering 15). A secondary Nature
check doesn’t give a success, but lets a
character find out about the tunnels.

Scale the Walls: The eladrin-crafted
towers are practically impossible to climb for
characters of this level.

Stage 2: Getting to the Vault

If the adventurers meet with Declan, he
introduces them to Trasgar. It’s easy to tell
that they can trick the blind mage if they get
Declan out of the way. If the PCs made it in
without meeting Declan, they need to find
the vault.

Get Declan out of the Way: The
adventurers might create a distraction (Bluff
DC 15, but many other skills could apply) to
get Declan to leave them in Trasgar’s care
while he takes care of other matters. If the
adventurers are clever, they might be able to
watch Declan like Bree did, and figure out
clues for bypassing the vault’s defenses.

Locate the Vault: The Guide can be
found in many ways: sensed magically
(Arcana DC 15), found after asking around
(Streetwise DC 15, though word might get
around), or recalled from the lore about
Al’bihel (History DC 15).



Encounter 2: The Vault

Encounter Level 9 (2,150 XP)*

*That includes the golem. They probably
won’t kill the golem. If they correctly guess
or research the passcode for the golem, they
receive half XP for defeating it (600 XP).

1 vault golem (G)
4 bugbear thugs (B)
1 spear trap hallway

This encounter really contains several stages
that can be completed in a hurry or done
sporadically.

First comes the trapped hallway, where
only the white squares are safe. Second
come the bugbear guards (who might take
on adventurers while they’re still on the
tiles). Then the vault door needs to be
opened, and that’s a little tricky. Now that
the vault’s open, the adventurers need to
dodge the golem or deactivate it. Beyond the
golem, the adventurers can finally find the
Guide of Gates—the grand prize.

Cheating

Fell’s Five made short work of the
challenges in the hallway and vault,
mostly thanks to Bree’s scouting. In other
words, they cheated. You might set up a
chance for your adventurers to spy on
Declan or find some diagrams in Trasgar’s
study that show how the vault lock works.

Have the adventurers place their miniatures
on the bottom edge of the map.

When the adventurers enter the hallway,
read or paraphrase:

A long hallway tiled in white and brown
stone, stretches out ahead of you. At the end
of the hall, four bugbears stand guard. They
look nervous, and they seem to be moving
very carefully. Their attention isn’t totally
focused on their job.

The bugbears stand in front of a pair of
massive wooden doors with a giant metal
disk-shaped lock. The mess of levers on the
lock probably needs to be switched into a
certain configuration, and it certainly looRs
complicated.

If the adventurers stay at the end of the hall
and don’t make too much noise, they have a

bit of time before the bugbears notice them.
Since the bugbears are distracted, their
passive Perception is only 11.

Tactics

The bugbears take great care to avoid
stepping on the trapped tiles. They won'’t go
past the center point of the hallway unless
they’re being torn up by ranged attacks. In
combat, they try to flank for combat
advantage. A bugbear might even bull rush
an adventurer onto a brown tile to trigger the
spear trap.

Vault Lock

The doors to the vault can be opened by
correctly positioning a series of levers. This
requires two consecutive successful DC 15
Thievery checks. Each check takes a
standard action. If a character succeeds
once and fails with the next check, he or she
can use a minor action to reset the lock to
last correct position.

If the lock is successfully opened, the
doors swing wide to reveal the golem.

Golem

Before the adventure, decide on the golem’s
passcodes. By default, it has three: two
rotating passcodes that allow the speaker to
pass, and one master key that shuts down
the golem. The “Golem Passcodes” sidebar
gives suggestions for ways you might make
the passcode fit your campaign.

The golem is a simple creature, built only
to guard the vault. Either the person who
enters says the passcode and is trustworthy,
or says the wrong passcode and must be
KITLEB),

When the adventurers get into the vault
and first see the golem, read or
paraphrase:
The massive doors swing inward to reveal a
stone vault. Inside stands a giant-sized golem.
Its body is made of fine metal plates, and its
head is a flaming skull with long horns.
Behind it, a golden sextant-like object floats
above an ornate pedestal. It gives off ripples
of arcane power, and it feels like the very
fabric of the Feywild pulses in its presence.



The golem peers down, then speaks one
word in a gravely voice: “Challenge.” It seems
to be asRing for a passcode of some Rind.

The golem waits about 1 round before
issuing its challenge again. Attacking the
golem or trying to get past it to reach the
Guide of Gates causes it to begin fighting
immediately.

If an adventurer recites the correct
passcode, read:

The golem says, “Challenge accepted. Do not
Rill.” It then stands aside, allowing full access
to the Guide of Gates.

If an adventurer recites the wrong
passcode or waits too long, read:
The golem pulls back its massive fist and
intones, “Challenge failed.” The flames
around its head flare, and it strikes!

Now the golem rolls initiative and fights the
adventurers. Its words can appear in another
language, like they did in the comic, or in
Common, depending on how you alter the
golem to fit your campaign.

While the golem fights, it gives a second
chance to recite the password. If a
character understands the golem’s
language, read:

The golem says, “Rotating password incorrect,
answer secondary password or master key.”

The master key shuts down the golem
entirely rather than just making it step aside.
It’s the last resort!

Golem Passcodes

The golem in the vault with the Guide of
Gates requires a passcode to bypass. It’s
entirely likely your group won’t know the
passcode and will just need to fight or run,
but you have some options to drop
passcode hints.

In the comic, all of the passcodes we
heard were eladrin words. Adventurers
who do research into the history of
Al’bihel might figure out the passcodes.
You can use N’ehlia’s name even if you
didn’t incorporate him into the backstory.
He can just be the last arcane lord of
Al'bihel.

You can instead adapt the passcodes to
use something else from your campaign.
You can add decorations to the golem that
match ones the adventurers saw earlier,
then have the passcodes fit another
civilization they’ve encountered.

Remember, nobody says you have to
know for sure what the passcodes are! If
one of your players makes a guess that
seems pretty plausible, roll with it. They’ll
always talk about the time they figured out
the golem’s password with a wild guess.

Features of the Area

Illumination: Bright light.

Tiles: The goblins have already started up
their campfire. Any creature that enters or
ends its turn in the campfire takes 5 fire
damage.

Vault Doors: Opening the lock is detailed
in the “Vault Lock” section. The doors are
sturdy wood (AC 3, Fortitude 15, 150 hit
points). Breaking them down requires a DC
20 Strength check.

Guide of Gates: The Guide itself rests on
a pedestal in the vault. .

Spear Trap Hallway

Only the white squares in the hallway are
safe. Stepping on a square of brown stone
triggers the spear trap in the ceiling above.

Spear Trap Hallway Level 6 Trap
Object XP 250
Detect Perception DC 24 Initiative —

HP 15 per spear, 40 per trigger plate
AC 17, Fortitude 14, Reflex 14, Will —
Immune necrotic, poison, psychic, forced
movement, all conditions, ongoing damage
TRIGGERED ACTIONS
< Attack + At-Will
TriggerA creature enters one of the brown
trigger squares or starts its turn there.
Attack (Opportunity Actibdielee 1
(triggering creature); +11 vs. AC
Hit 2d6 + 7 damage.
COUNTERMEASURES
e Disable: Thievery DC 23. Success A single
trigger square and its associated spear no longer
function.

Level 4 Brute

XP 175 each
Initiative +7

4 Bugbear Thugs (B)
Medium natural humanoid

HP 65; Bloodied 32



AC 16, Fortitude 15, Reflex 15, Will 11
Perception +8
Speed 6
TRAITS
Bushwhack
The bugbear gains a +4 bonus to attack rolls
against a creature that has no allies adjacent to it.
STANDARD ACTIONS
(® Morningstar (weapon) + At-Will
AttackMelee 1 (one creature); +9 vs. AC
Hit 2d8 + 6 damage, or 3d8 + 6 if the bugbear has
combat advantage against the target.
4 Handaxe (weapon) + At-Will
Attack Ranged 10 (one creature); +9 vs. AC
Hit adé6 + 6 damage.
Skills Stealth +12

Low-light vision

Str 20 (+7) Dex 20 (+7) Wis 13 (+3)
Con 15 (+4) Int 8 (+1) Cha 10 (+2)
Alignment evil  Languages Common,
Goblin

Equipment leather armor, morningstar, 2
handaxes

Level 11 Elite Brute

Large natural animate (construct) XP 1,200
HP 276; Bloodied 138 Initiative +XX
AC 23, Fortitude 25, Reflex 23, Will 21
Perception +XX
Speed 6 (cannot shift)
Immune disease, poison
Saving Throws +2; Action Points 1
TRAITS
Interfering Bolts
When the golem takes lightning damage, it is
slowed until the end of its next turn.
STANDARD ACTIONS
® Slam (keywords) + At-Will
AttackMelee 2 (one creature); +16 vs. AC
Hit 2d10 + 13 damage.
{ Double Slam + At-Will
Ef fectThe golem uses slamtwice, each time
against a different target.
4 Golem Rampage + Recharge
Ef fectThe golem moves up to its speed + 2.
During this movement, the golem can move
through enemies’ spaces, and when the golem first
enters any creature’s space, it uses slam against
that creature.
TRIGGERED ACTIONS
4+ Thundering Stomp + At-Will
TriggerThe golem starts its turn with two or
more enemies adjacent to it.
Attack (Free Actidigse burst 1 (creatures
in the burst); +14 vs. Fortitude
Hit ad10 + 5 damage, and the target falls prone.
Str 22 (+11) Dex 18 (+9) Wis 14 (+7)
Con 18 (+9)  Int3 (+1) Cha 3 (+1)
Alignment unaligned Languages Common,
Elven

1 Vault Golem (G)

Darkvision

Encounter 3: Not Out of
the Woods Yet

Encounter Level 8 (1,850 XP)

Declan the Seneschal (D)
9 hobgoblin battle guards (H)
1 dryad witch (D)

As the adventurers exit the city, hopefully
with the Guide of Gates in hand, Declan and
his troops follow in hot pursuit. This
scenario assumes the adventurers are on the
run, but many different plot developments
could lead to a situation with the
adventurers outside between Declan’s forces
and an angry dryad.

If the adventurers make it out without
Declan in pursuit, add more dryads and
fight only them. Monster Vault contains more
versions of dryads you can use to fill out the
encounter.

Have the players place their miniatures just
barely in the grass, north of the chasm.



Read:

Declan rushes out of one of the towers,
hobgoblin troops swarming around him. He
shouts, “They have the Guide! Bring me their
heads, preferably in pieces!”

Whenever a creature reaches the
southern part of the map just past the
chasm, read:

The trees rustle, and a female form steps out,
wreathed in leaves. The dryad stares at you
and the hobgoblins. “You intrude in my
grove! What can you offer to save your lives?”

Roll for initiative.

The Dryad’s Allegiance

The dryad isn’t on either side: She hates
everyone equally. Adventurers could
convince her to attack only Declan’s
forces. The dryad asks for an offering, but
it needs to be a thing of beauty or
something related to the woods. Even just
explaining that the hobgoblins are the
ones who maintain this foul city in the
middle of the forest could be enough.
Anyone who attacks the dryad is in for
serious retribution.

Tactics

Hobgoblins advance in waves rather than
rushing in. Don’t have them all attack the
adventurers at once.

Declan will help solve the “too many
hobgoblins” problem by blowing them up
with death bloom. The rakshasa likes to
stand safely behind his hobgoblins and
shout orders

The dryad attacks both sides equally,
going after whoever seems like the easiest
target at the time. See the sidebar.

Conclusion

The adventurers escape with the Guide of
Gates. Assuming they go back to meet
Toveliss in Cydaria, he makes good on any
promises he gave them. He might even have
some future work for them once he finishes
unlocking the secrets of the Guide and
sending forces into the fomorian realms.

Features of the Area
Illumination: Bright light.

Trees: Creatures can stand in the smaller
clusters of trees. A creature in the same
square as a tree has partial cover.

Chasm: The pit in the middle of the map
is 20 feet (4 squares) deep. A creature that
falls in takes 2d10 falling damage. Climbing
back up requires a DC 15 Athletics check.

Fallen Tree and Giant Rootkhe large
fallen tree serves as a bridge over the chasm,
as do the massive roots coming from the
southeast corner of the map. Moving onto
one of these costs 1 extra square of
movement.

Declan the Seneschal Level 8 Artillery

Medium natural humanoid, rakshasa XP 350
HP 66; Bloodied 33 Initiative +7
AC 22, Fortitude 19, Reflex 22, Will 21
Perception +6
Speed 6

STANDARD ACTIONS

® Claw + At-Will

Attack Melee 1 (one creature); +13 vs. AC

Hit 2d6 + 4 damage, and ongoing 5 damage (save
ends).

® Acid Bolt (acid) + At-Will

Attack Ranged 10 (one creature); +13 vs. Reflex

Hit 2d6 + 8 acid damage, and each creature
adjacent to the target takes 5 acid damage.

=% Death Bloom (necrotic) ¢ At-Will

Requirement :One of Declan’s allies must be in
origin square of the burst.

Ef fectrThe ally in the origin square dies.

At tack Area burst 1 within 10 (enemies in the
burst); +13 vs. Fortitude

Hit 4d6 + 4 necrotic damage, and ongoing 10
necrotic damage (save ends).

Miss :Half damage.

MINOR ACTIONS
Deceptive Veil (illusion) + At-Will

Ef fectThe rakshasa disguises itself to appear as
a Medium humanoid until it uses deceptive veil
again or until it drops to 0 hit points. Other
creatures can make a DC 29 Insight check to
discern that the form is an illusion.

TRIGGERED ACTIONS
INlusory Escape (illusion) ¢+ Recharge when
first bloodied

TriggerAn enemy makes a ranged attack against
Declan.

Effect (Immediate Reactimxlan
becomes invisible, and an illusion of him appears
in his square. The transition is indiscernible to
observers, and the illusion lasts until the start of
Declan’s next turn or until a creature attacks the
illusion. After the illusion appears, Declan shifts up
to his speed.

Str 15 (+6)
Con 12 (+5)
Alignment evil

Low-light vision

Dex 16 (+7) Wis 15 (+6)
Int 20 (+9) Cha 18 (+8)
Languages Common, Elven



10 Hobgoblin Battle Guards (H)Level 3
Soldier

Medium natural humanoid XP 150 each
HP 49; Bloodied 24 Initiative +5
AC 19, Fortitude 17, Reflex 15, Will 15
Perception +8
Speed 6
STANDARD ACTIONS
@ Flail (weapon) + At-Will
AttackMelee 1 (one creature); +8 vs. AC
Hit:Ad10 + 5 damage, and the hobgoblin marks
the target until the start of the hobgoblin’s next
turn.
MOVE ACTIONS
Phalanx Movement + At-Will
EffectClose burst 1 (allies in the burst). The
hobgoblin and each target can shift 1 square as a
free action. The target must shift to a square
adjacent to the hobgoblin.
TRIGGERED ACTIONS
Share Shield + At-Will
TriggerAn adjacent ally is hit by an attack
against AC or Reflex.
Effect (Immediate Interrifib¢ally gains
a +2 bonus to AC and Reflex against the triggering
attack

Low-light vision

Str 19 (+5) Dex 14 (+3) Wis 15 (+3)
Con 17 (+4) Int 10 (+1) Cha 10 (+1)
Alignment evil  Languages Common,
Goblin

Equipment chainmail, heavy shield, flail

1 Dryad Witch (W)

Medium fey humanoid (plant) XP 350
HP 84; Bloodied 42 Initiative +7
AC 22, Fortitude 18, Reflex 20, Will 22
Perception +14
Speed 8 (forest walk)
STANDARD ACTIONS
® Thorny Vine + At-Will
Attack Melee 2 (one creature); +13 vs. AC
Hit 2d8 + 7 damage.
Ef fectThe dryad can slide the target 1 square.
¥ Beguiling Verdure (charm) ¢+ At-Will
Attack Ranged 5 (one dazed creature); +11 vs.
Will
Hi t The dryad slides the target up to the target’s
speed, and the target must then make a basic
attack as a free action against a creature of the
dryad’s choice.

Level 8 Controller

¢ Soporific Fragrance (charm) +
Recharge [}
At tack€lose blast 3 (enemies in the blast); +11
vs. Will
Hit The target is dazed (save ends).
MOVE ACTIONS
Treestride (teleportation) 4+ At-Will
Requirement :The dryad must be adjacent to a
tree or a Large plant.
Ef fectThe dryad teleports up to 8 squares to a
square adjacent to a tree or a Large plant.
MINOR ACTIONS
Deceptive Veil (illusion) ¢ At-Will
Ef fectThe dryad disguises itself to appear as a
Medium humanoid (usually a beautiful elf or
eladrin) until it uses deceptive veagain or
until it drops to 0 hit points. Other creatures can
make a DC 29 Insight check to discern that the
form is an illusion.
Str 11 (+4) Dex 17 (+7)
Con 12 (+5) Int 12 (+5)

WIis 20 (+9)
Cha 16 (+7)

Alignment unaligned Languages Elven
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Glossary

Bulette: The creature that attacked the
caravan in this issue is a bulette. Heavily armed
predators that burrrow through the earth,
bulettes hunt for morsels to slake their appetite
and once satisfied, retreat underground.

Level 9 Elite Skirmisher
XP 800

Bulette

Large natural beast

Initiative +7 Senses Perception +5; darkvision,

tremorsense 20

HP 204; Bloodied 102; see also second wind

AC 27; Fortitude 26, Reflex 21, Will 21

Saving Throws +2

Speed 6, burrow 6; see also earth furrow

Action Points 1

(@) Bite (standard; at-will)
Before it bites, the bulette can make a standing long jump (as a
free action) without provoking opportunity attacks; +14 vs. AG;
2d6 + 7 damage, or 4d6 + 7 damage against a prone target.

« Rising Burst (standard; at-will)
Close burst 2; the bulette sprays rock and dirt into the air when it
rises out of the ground; +13 vs. AC; 1d6 + 7 damage.

} Earth Furrow (move; at-will)
The bulette moves up to its burrow speed just below the
surface of the ground, avoiding opportunity attacks as it passes
underneath other creatures’ squares. As it burrows beneath
the space of a Medium or smaller creature on the ground, the
bulette makes an attack against the creature: +8 vs. Fortitude;
on a hit, the target is knocked prone.

Ground Eruption
The squares into which a bulette surfaces and the squares it
leaves when it burrows underground become difficult terrain.

Second Wind (standard; encounter) 4+ Healing
The bulette spends a healing surge and regains 51 hit points. It
gains a +2 bonus to all defenses until the start of its next turn.

Alignment Unaligned Languages —

Skills Athletics +16, Endurance +15

Str 24 (+11) Dex 13 (+5) Wis 12 (+5)
Con 22 (+10) Int 2 (+0) Cha 8 (+3)

Drow: The drow are a cursed people, a
deviant and evil race firmly in the grasp of
Lolth, a dark goddess. Exiled from the
Feywild for rising up against their eladrin
kin, the drow nurse ancient grudges. They
wallow in lies and cruelty, plotting
vengeance against their ancestral enemies.
Few drow escape their treacherous
communities, instead finding an early death
on the end of a poisoned blade or strapped to
an altar of Lolth.

Dryad: Dryads are wild, mysterious creatures
found deep in secluded woodlands. Fierce
protectors of the forest, they brook no
insolence from interlopers. See below for this
creature’s stat block.

Level 9 Skirmisher
XP 400

Dryad
Medium fey humanoid (plant)
Initiative +9
HP 92; Bloodied 46
AC 23; Fortitude 22, Reflex 21, Will 21
Speed 8 (forest walk)
@ Claws (standard; at-will)
+14 vs. AC; 1d8 + 4 damage, or 1d8 + 9 damage if the target is
the only enemy adjacent to the dryad.
Deceptive Veil (minor; at-will) 4 lllusion
The dryad can disguise itself to appear as any Medium humanoid,
usually a beautiful elf or eladrin. A successful Insight check
(opposed by the dryad’s Bluff check) pierces the disguise.
Treestride (move; at-will) 4+ Teleportation
The dryad can teleport 8 squares if it begins and ends adjacent to
a tree, a treant, or a plant of Large size or bigger.
Alignment Unaligned Languages Elven
Skills Bluff +10, Insight +12, Stealth +12
Str 19 (+8) Dex 17 (+7)
Con 12 (+5) Int 10 (+4)

Senses Perception +12

Wis 17 (+7)
Cha 13 (+5)

Quickling: Quicklings are swift, wicked fey
that kill other creatures for food, treasure, or
sport. They like to set ambushes and outwit
enemies, and they frequently ally with other
creatures that share their desires. If their
escapades enrage an adversary too strong to
overcome, quicklings have no problem fleeing
in a chorus of nerve-grating laughter, leaving
their so-called allies to fend for themselves.

Level 9 Skirmisher
XP 400

Senses Perception +7; low-light vision

Quickling Runner
Small fey humanoid
Initiative +13
HP 96; Bloodied 48
AC 24 (28 against opportunity attacks); Fortitude 20, Reflex 24,
Wwill 20
Speed 12, climb 6; see also fey shift and quick cuts
(D Short Sword (standard; at-will) + Weapon
+14 vs. AC; 1d6 + 7 damage.
{ Quick Cuts (standard; at-will) + Weapon
The quickling moves its speed. At any two points during its move,
the quickling makes a melee basic attack at a -2 penalty. The
quickling cannot use this power while immobilized or slowed.
Fey Shift (standard; encounter)
The quickling runner shifts 10 squares.
Maintain Mobility (minor; recharge [:3 [ i3] )
An immobilized quickling runner is no longer immobilized.

Alignment Evil Languages Elven

Skills Acrobatics +21, Bluff +9, Stealth +16

Str 9 (+3) Dex 24 (+11) Wis 17 (+7)
Con 16 (+7) Int 14 (+6) Cha 10 (+4)

Equipment short sword



Rakshasa: Despite their bestial features,
rakshasas are clever, malicious, and
sophisticated. Although rakshasas come in
many varieties, they all share some common
traits, namely their feline heads, backward
claws, and taste for luxury. Rakshasas often
conceal their true appearance, using illusion
magic to adopt whatever disguises serve them
best. Rakshasas prefer to mislead would-be
adversaries instead of fighting them, but if
combat becomes necessary, rakshasas are fierce
and ruthless.

Level 19 Controller
XP 2,400

Rakshasa Noble
Medium natural humanoid
Initiative +14
HP 178; Bloodied 89
AC 33; Fortitude 31, Reflex 33, Will 34; see also phantom image
Speed 7
® Claw (standard; at-will)
+22 vs. AC; 1d6 + 3 damage, and the target is blinded until the
end of the rakshasa noble's next turn.
¥ Mind Twist (standard; at-will) 4 Psychic
Ranged 20; +22 vs. Will; 3d6 + 7 psychic damage, and the target
is dazed (save ends).
2 Phantom Lure (standard; at-will) ¢ Charm
Ranged 10; +22 vs. Will; the target slides 5 squares.
X Frightful Phantom (standard; recharge i1 ) 4 Fear
Ranged 5; +22 vs. Will; 4d8 + 7 psychic damage, the target is
pushed 5 squares, and the target is stunned (save ends).
Deceptive Veil (minor; at-will) 4 lllusion
The rakshasa noble can disguise itself to appear as any Medium
humanoid. A successful Insight check (opposed by the rakshasa’s
Bluff check) pierces the disguise.
Phantom Image (minor; recharge (2 i1 ) 4 lllusion
Until the end of the rakshasa noble’s next turn, any creature that
attacks the rakshasa's AC or Reflex defense must roll twice and
use the lower attack roll result. If either result is a critical hit, use
that result instead.
Alignment Evil Languages Common
Skills Arcana +20, Athletics +17, Bluff +21, Diplomacy +21, History
+20, Insight +19, Intimidate +21
Str 16 (+12) Dex 20 (+14)
Con 18 (+13) Int 22 (+15)

Senses Perception +19; low-light vision

Wis 20 (+14)
Cha 24 (+16)

Iron Golem: Created to guard their masters
and their masters’ secrets, golems have no
sense of self and follow orders without
question. Infused with potent toxins, iron
golems thunder toward foes and bash them into
mush.

Level 20 Elite Soldier
XP 5,600

Iron Golem

Large natural animate (construct)

Initiative +14 Senses Perception +10; darkvision

Noxious Fumes (Poison) aura 2; while the iron golem is bloodied,
each creature that enters the aura or starts its turn there takes
5 poison damage.

HP 386; Bloodied 193; see also toxic death

AC 36; Fortitude 36, Reflex 30, Will 28

I ed sleep

Saving Throws +2
Speed 6 (cannot shift)
Action Points 1

() Iron Blade (standard; at-will)

Reach 2; +27 vs. AC; 2d10 + 3 damage, and the target is marked
(save ends).

4 Cleave (standard; at-will)

The iron golem makes two iron blade attacks, each against a
different target.

{ Dazing Fist (immediate interrupt, when a creature marked by
the iron golem and within its reach moves or shifts; at-will)
Reach 2; targets the triggering creature; +25 vs. Fortitude; the
target is dazed (save ends).

< Breath Weapon (standard; recharge [:|[i1)) + Poison
Close blast 3; +25 vs. Fortitude; 3d8 + 9 poison damage, and
ongoing 5 poison damage (save ends).

< Toxic Death (when first bloodied and again when the iron
golem drops to 0 hit points) 4+ Poison
Close burst 3; +25 vs. Fortitude; 2d8 + 6 poison damage, and
ongoing 10 poison damage (save ends).

Alignment Unaligned Languages —
Str 27 (+18) Dex 15 (+12) Wis 11 (+10)
Con 25 (+17) Int 3 (+6) Cha 3 (+6)

Equipment longsword
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- first came together! But in the present

day, Fell's Five has found itself
stranded in the mystical realm known

- as the Feywild, with few optlons for

returmng home..

Between _.amazing flghts and great_

character = development the book

stands tall.” - _
: —Ma]or Spoﬂers

Dungeons & Dragons is perfect for new

~ readers who pick it up randomly, but

even more satisfying for those who
. have known and enjoyed the D&D
' game for years _
: ~—Dork Shelf

~ “The interpla'y between the characters is
what is key here. It’s this richness—the
- grit within the cave of the narrative—
~ that makes the entire experience so
deep ~and = rewarding. I - cannot_

- recommend this book more highly.”

—PDX Comlc Geek :





