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DRIZZT leads this massive
thriller into R.A. Salvatore’s
next blockbuster novel!

The most popular character from
the most popular fantasy world
of all time comes to life in his
FIRST ORIGINAL comic book
tale. DRIZZT and his companion
DAHLIA hunt for something that
seems part vampire and part
elite dwarven warrior and must
find out how the evil lich
Valindra Shadowmantle and her
minion Korbin Dor’crae factor
into the mystery.
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I am Drizzt Do’Urden, once of Mithral Hall, once
loved in marriage, once friend to a king and to
other companions no less wonderful. Those are the
rivers of my memory, flowing from distant shores,
for now I reclaim my journey... and my heart.

With the last of his trusted companions having
fallen, Drizzt is alone—and free—for the first time
in almost a hundred years. Guilt mingles with relief,
leaving Drizzt uniquely vulnerable to the
persuasions of his newest companion—Dahlia, a
darkly alluring elf and the only other member of their
party to survive the cataclysm at Mount Hotenow.
But traveling with Dahlia is challenging in more
ways than one...

(The events depicted in this book occur during the
Neverwinter Saga novels.)
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Comic and Game Adventure

NEVERWINTER TALES
By Logan Bonner
Cartography by Jonathan Roberts

Introduction
In DUNGEONS & DRAGONS: THE LEGEND OF DRIZZT:
NEVERWINTER TALES #1, you’ve witnessed the
unfortunate fate of Thibbledorf Pwent. It’s truly a
terrifying prospect to find yourself turned into a
vampire, so what better torture to inflict on your
players? We’ve adapted the basic storyline of this
issue to fit a DUNGEONS & DRAGONS group. The
characters will see flashes of themselves in a
possible future—a dark one they’ll want to prevent!
This works equally well as an early encounter in an
ongoing campaign or a single session with
temporary characters. If you’re going to use it in an
ongoing game, you can repeat the “time flashes” in
future sessions and invent a greater phenomenon
that causes them.
   These encounters are best for 1st- or 2nd-level
adventurers. For a higher-level group, you can
substitute different monsters or increase their
levels.

Adventure Background
The action takes place near the long-lost dwarf city
of Gauntlgrym, not far from the city of Neverwinter.
The city was destroyed by a great primordial
dwelling deep within Gauntlgrym, and is slowly
being rebuilt. Jobs for adventurers are plentiful—
tasks to tame the wilds nearby and stop the
monsters that roam freely.
   The dwarves of Delzoun blood still search for the
lost capital of their ancient society. Old Toldor
searched for every hint to its location. When he
heard rumors about the exploits of Bruenor
Battlehammer and Thibbledorf Pwent (plus that
drow with his kitten, and those other folks), he
knew he had a lead. He spent his entire savings to
travel to Neverwinter and secure a peculiar item:
the Monocle of Ages. The monocle, it is said, can
look into the past. In fact, it’s more powerful than
the rumors, as the adventurers will soon find out. If
used incorrectly, it fractures time. When this
happens, the adventurers will become conscious of
their counterparts in a horrifying possible future.
Only if they use the resources and knowledge of
both sides can they put things right.

   Toldor set out into the wilderness on his own. His
granddaughter Tollora, greatly worried, searched for
brave adventurers to help her locate him. Out in the
wilds, they saw a band of traveling goblins with an
old dwarf in tow.
   The first encounter begins when the adventurers
and Tollora sneak up on the goblins’ camp where
her grandfather is held prisoner. You can either start
right at the cusp of the encounter, or you can run a
roleplaying scene with the adventurers meeting
Tollora. Choose whichever you think your players
will prefer. If you start with the encounter,
summarize the previous paragraph to set it up.

Getting Started
Dungeon Masters need 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: 
A Present for the Goblins
Encounter Level 1 (500 XP)

4 goblin snipers (S)
2 goblin cutthroats (C)
(2 more goblin snipers and a goblin hex hurler are
inside the tents. See “Tactics.”)

To start the encounter, read or paraphrase:
The sun hangs low on the horizon, and a band of
goblins has just finished setting up camp for the
night. They cluster around a small campfire, roasting
lizards and rats for their dinner. Two sentries with
bows stand at the far corners of camp.
   The young dwarf Tollora squints her eyes as she
looks out through the trees. She whispers,
“Grandfather is in that small tent across from the fire.
I see him moving. Get him out, please! Surely these
goblins can’t be that tough.”

Have the adventurers place their miniatures in the
bottom right corner of the map, behind the cluster
of trees. Also place a miniature for Tollora and have
one handy to use for Old Toldor. The goblins
haven’t seen them yet.
   When the adventurers attack or the goblins
become aware of them, roll for initiative! Even
though the hex hurler isn’t on the map, roll its
initiative check now.
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The Two Dwarves
Old Toldor and his granddaughter Tollora are very
close, even as the girl reaches adulthood. Toldor
came to Neverwinter just this year, spending the
last of his savings on the trip. Tollora followed
without her parents’ permission, planning to keep
an eye on her granddad since he was acting so
strangely.
   Old Toldor can be a bit scattered, and has grown
more so since he became obsessed with finding
Gauntlgrym. Stories of King Bruenor and faithful
Pwent brought this area to his attention. He wants
to walk in these heroes’ footsteps, and nothing will
stop him from finding the ancient city.
   Tollora inherited her grandfather’s stubbornness,
and traveled all this way to find him. As long as she
can remember, Old Toldor protected her, and now
it’s her turn to watch his back. Though she’s said
she plans to take him back home, she secretly
desires to help him find Gauntlgrym. 

Tactics
The goblins respond to intruders the same way they
respond to most things: stabbing! Snipers cower
behind trees and tents for cover as they fire their
bows. Cutthroats flank their enemies, even using
snipers who get stuck in melee as unwitting co-
flankers. If the goblins are reduced to only minions
remaining, they run for their lives.
   A goblin hex hurler and two more snipers rest
inside tents. When their initiative counts come up,
they come outside to join the battle. The hex hurler
uses stinging hex to punish melee characters. It
keeps close to its allies so it can protect itself using
lead from the rear.
   Tollora runs toward the tents to rescue her
grandfather.

Development
When someone releases Old Toldor and unties his
bonds, he makes a mad dash for his magic lens.

When Toldor is rescued, read:
Old Toldor runs out of the tent and starts rummaging
through a goblin’s knapsack. He quickly finds a five-
inch-wide lens with an ornate gold rim. Holding it in
front of his face, he chants.
   First, he is overjoyed. “That cave! Gauntlgrym be
there!”
   Then, the lens flies from his hand, and his face fills
with dread. He yells, “No! Somethin’s gone wrong!
   An invisible wave pulses out from the lens, and it
feels like the world has been ripped in two. Toldor
seems to flicker in and out of existence. He runs into
the cave, taking the lens.
   Nothing else changes overtly, but it all feels
somehow less real.

When the adventurers complete the encounter,

either give them time to enter the cave, or
immediately go to Encounter 2.

Features of the Area
   Illumination: Bright light.
   Tents: These are filled with beverages, foodstuffs,
and other mundane items. Squares containing
crates or barrels are difficult terrain.
   Campfire: The goblins have already started up
their campfire. Any creature that enters or ends its
turn in the campfire takes 5 fire damage.
   Stones: Moving onto a stone costs 1 extra
square of movement.
   Trees: Squares with trees in them are difficult
terrain. A creature standing in a tree’s square gains
partial cover.
   
6 Goblin Snipers (S)Level 1 Minion

Artillery
Small natural humanoid                         XP 25 each
HP 1; a missed attack never damages a minion.
Initiative +3
AC 13, Fortitude 12, Reflex 14, Will 12                 
Perception +1 Speed 6   Low-light vision
TRAITS

Sniper
If the goblin misses with a ranged attack while
hidden, it remains hidden.

STANDARD ACTIONS

m Short Sword (weapon) ✦ At-Will
Attack: Melee 1 (one creature); +8 vs. AC
Hit: 4 damage.

r Shortbow (weapon) ✦ At-Will
Attack: Ranged 20 (one creature); +8 vs. AC
Hit: 4 damage.

TRIGGERED ACTIONS

Goblin Tactics ✦ At-Will
Trigger: The goblin is missed by a melee attack.
Effect (Immediate Reaction): The goblin shifts 1
square.

Skills Stealth +8, Thievery +8
Str 13 (+1)          Dex 17 (+3)        Wis 12 (+1)
Con 13 (+1)        Int 8 (–1)            Cha 8 (–1)
Alignment evil           Languages Common, Goblin
Equipment leather armor, short sword, shortbow,
20 arrows

2 Goblin Cutthroat (C)    Level 1 Skirmisher
Small natural humanoid                       XP 100 each
HP 30; Bloodied 15                            Initiative +5
AC 15, Fortitude 13, Reflex 14, Will 13                 
Perception +2
Speed 6                                            Low-light vision
STANDARD ACTIONS

m Short Sword (weapon) ✦ At-Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 1d6 + 5 damage, or 2d6 + 5 if the goblin has
combat advantage against the target. In
addition, the goblin can shift 1 square.

R Dagger (weapon) ✦ At-Will
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Attack: Ranged 10 (one creature); +6 vs. AC
MOVE ACTIONS

Deft Scurry ✦ At-Will
Effect: The goblin shifts up to 3 squares.

TRIGGERED ACTIONS

Goblin Tactics ✦ At-Will
Trigger: The goblin is missed by a melee attack.
Effect (Immediate Reaction): The goblin shifts 1
square.

Skills Stealth +8, Thievery +8
Str 13 (+1)          Dex 17 (+3)        Wis 14 (+2)
Con 14 (+2)        Int 8 (–1)            Cha 8 (–1)
Alignment evil           Languages Common, Goblin
Equipment leather armor, light shield, short sword,
2 daggers

Goblin Hex Hurler Level 3 Controller
(Leader)

Small natural humanoid                                XP 150
HP 46; Bloodied 23                            Initiative +3
AC 17, Fortitude 14, Reflex 15, Will 16                 
Perception +2
Speed 6                                            Low-light vision
STANDARD ACTIONS

m Staff (weapon) ✦ At-Will
Attack: Melee 1 (one creature); +8 vs. AC
Hit: 1d6 + 7 damage, and the goblin can slide the
target 1 square.

R Blinding Hex ✦ At-Will
Attack: Ranged 10 (one creature); +6 vs. Fortitude
Hit: 2d6 + 1 damage, and the target is blinded
until the end of the goblin’s next turn.

R Stinging Hex ✦ Recharge 5 6
Attack: Ranged 10 (one creature); +6 vs. Will
Hit: The target takes 3d6 + 1 damage if it moves
during its turn (save ends).

A Vexing Cloud (zone) ✦ Encounter
Effect: Area burst 3 within 10. The burst creates a
zone that lasts until the end of the goblin’s next
turn. Enemies take a –2 penalty to attack rolls
while in the zone.
Sustain Minor: The zone persists until the end of
the goblin’s next turn, and the goblin can move
it up to 5 squares.

TRIGGERED ACTIONS

Goblin Tactics ✦ At-Will
Trigger: The goblin is missed by a melee attack.
Effect (Immediate Reaction): The goblin shifts 1
square.

Lead from the Rear ✦ At-Will
Trigger: An enemy hits the goblin with a ranged
attack.

Effect (Immediate Interrupt): The goblin can
change the attack’s target to an adjacent ally of
the goblin’s level or lower.

Skills Stealth +10, Thievery +10
Str 10 (+1)          Dex 15 (+3)        Wis 13 (+2)
Con 14 (+3)        Int 9 (+0)            Cha 18 (+5)
Alignment evil           Languages Common, Goblin
Equipment leather armor, staff

Encounter 2: 
Troubles of Time
Encounter Level 2 (727 XP)

2 dwarf clan guards (G)
1 duergar scout (S)
(8 duergar thugs appear on round 2. See “Tactics.”)

This encounter takes place in the same location as
the previous encounter, but with alternate future
selves of the adventurers. The Monocle of Ages has
split their minds, and they sense that they’re in
different forms. And these versions of themselves
are vampires! Note that dwarves remain
unchanged.

Read or paraphrase:
You blink, and the grove goes dark. The sky is dark,
but the first rays of sunlight rise over the horizon.
Corpses litter the ground, and a blazing pyre piled
high with bodies sends smoke and embers into the
air. The flames seem to take on a white tinge. The
trees in the grove have been chopped down to make
the pyre.
   You feel like you’ve been split in two. One half of
you is here, another half in the grove as it was. You
suddenly realize that your dark half is running.
   Two dwarves and a duergar stand near the cave
entrance—two groups that would never fight together.
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They heft their weapons and shout, “The foul
vampires have returned! Keep them out of
Gauntlgrym!”
   Only now do you notice the coldness of your limbs,
the sharp fangs in your mouth, and an overwhelming
hunger for blood.

Explain the character modifications listed under
“Vampire Additions,” then place the miniatures on
the map and roll for initiative.

Vampire Additions
Players gain the following traits when they become
vampires.
   Vampire’s Form: You have darkvision, resist 5
necrotic, and vulnerable 5 radiant.
   Sunlight Vulnerability: When you end your
turn in direct sunlight and lack a protective
covering such as a cloak or other heavy clothing,
you take 5 radiant damage (plus additional damage
from your radiant vulnerability) from the sunlight,
and you are weakened (save ends). If you drop
below 1 hit point from this damage, you are
instantly destroyed.
   Blood Feast: You gain the blood feast power.

Blood Feast                                         Utility
You sink your fangs into a fallen foe, sapping their blood to

reinvigorate your unnatural life.
Encounter • Shadow
Minor Action Melee touch
Target: One unconscious or dead creature.
Effect: You regain 5 hit points.

Tactics
The enemies try to stop the adventurers from
entering the cave. The clan guards use warhammer
attacks to push back the adventurers.
   At the start of the second round, the duergar
thugs appear on the bottom edge of the map. They
rush in to flank the adventurers.

When the new troops arrive, read:
More duergar run into the clearing. A pitched,
running battle rages behind them. Dozens of
vampires battle dwarves and duergar. In the middle is
a lone drow. He whirls, fighting with two swords,
cutting down vampire after vampire. A vicious
panther fights alongside him.
   The vampires fall quickly. If the battle reaches the
grove, the fight will be swift, and your side will fall.

Development
Once the new troops show up, the adventurers
have two rounds to get into the cave before Drizzt
and the other combatants reach them. If they don’t
make it there by the end of the third round, it’s
game over. There’s no escape.

Features of the Area
   Illumination: Bright light from the pyre.
   Corpses: Human, elf, and halfling corpses lie
strewn over the ground. Some were killed violently,
but others look like they died of old age or sickness.
It looks like they were dragged here to be put on the
pyre.
   Sanctified Pyre: Moving onto the pyre takes 1
extra square of movement. This is a holy fire,
sanctified to prevent the bodies from rising as
undead. A creature that enters the pyre or a square
adjacent to it, or that ends its turn there, takes 5 fire
and radiant damage.
   Stones: Moving onto a stone costs 1 extra
square of movement.
   Trees: Squares with trees in them are difficult
terrain. A creature standing in a tree’s square gains
partial cover.
Duergar Scout (D)                 Level 4 Lurker
Medium natural humanoid                            XP 175
HP 48; Bloodied 24                            Initiative +8
AC 18, Fortitude 18, Reflex 16, Will 16                 
Perception +9
Speed 5                                                   Darkvision
Resist 5 fire, 5 poison
TRAITS

Shadow Attack
The duergar scout’s attacks deal 4d6 extra
damage when the scout hits a target that cannot
see it.

STANDARD ACTIONS

m Warhammer (weapon) ✦ At-Will
Attack: Melee 1 (one creature); +9 vs. AC
Hit: 1d10 + 4 damage.

r Crossbow (weapon) ✦ At-Will
Attack: Ranged 20 (one creature); +9 vs. AC
Hit: 1d8 + 5 damage.

Underdark Sneak ✦ At-Will
Effect: The scout becomes invisible until the end
of its next turn or until it hits or misses with an
attack.

MINOR ACTIONS

r Infernal Quills (poison) ✦ Encounter
Attack: Ranged 3 (one creature); +9 vs. AC
Hit: 1d8 + 4 damage, and the target takes a –2
penalty to attack rolls and ongoing 5 poison
damage (save ends both).

Skills Dungeoneering +9, Stealth +9
Str 13 (+3)          Dex 15 (+4)        Wis 14 (+4)
Con 18 (+6)        Int 10 (+2)          Cha 8 (+1)
Alignment evil           Languages Common,
Deep Speech, Dwarven
Equipment chainmail, warhammer, crossbow

2 Dwarf Clan Guards (G)      Level 1 Soldier
Medium natural humanoid                   XP 100 each
HP 33; Bloodied 16                            Initiative +3
AC 17, Fortitude 15, Reflex 13, Will 15                 
Perception +8
Speed 5                                            Low-light vision
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TRAITS

Stand the Ground
The dwarf can move 1 square fewer than the
effect specifies when subjected to a pull, a push,
or a slide.

Steady-Footed
The dwarf can make a saving throw to avoid
falling prone when an attack would knock it
prone.

STANDARD ACTIONS

m Warhammer (weapon) ✦ At-Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 1d10 + 3 damage, and the dwarf can push
the target 1 square. The dwarf can then shift 1
square to a square the target vacated.
Effect: The dwarf marks the target until the end of
the dwarf’s next turn.

R Throwing Hammer (weapon) ✦ At-Will
Attack: Ranged 10 (one creature); +6 vs. AC
Hit: 1d6 + 4 damage, and the dwarf marks the
target until the end of the dwarf’s next turn.

M R Double Hammer Strike ✦ Recharge 4 5 6
Effect: The dwarf uses warhammer and then uses
throwing hammer. The dwarf does not provoke
opportunity attacks for this use of throwing
hammer.

Str 16 (+3)          Dex 12 (+1)        Wis 17 (+3)
Con 17 (+3)        Int 10 (+0)          Cha 10 (+0)
Alignment unaligned
Languages Common, Dwarven

Equipment plate armor, heavy shield, warhammer,
4 throwing hammers

8 Duergar Thugs (T)    Level 4 Minion Brute
Medium natural humanoid                     XP 44 each
HP 1; a missed attack never damages a minion       
Initiative +4
AC 16, Fortitude 17, Reflex 15, Will 14                 
Perception +4
Speed 5                                                   Darkvision
Resist 5 fire, 5 poison
STANDARD ACTIONS

m Warhammer (weapon) ✦ At-Will
Attack: Melee 1 (one creature); +9 vs. AC
Hit: 8 damage.

MINOR ACTIONS

r Infernal Quills (poison) ✦ Encounter
Attack: Ranged 3 (one creature); +9 vs. AC
Hit: 6 damage, and ongoing 2 poison damage
(save ends).

Str 14 (+4)          Dex 15 (+4)        Wis 15 (+4)
Con 18 (+6)        Int 10 (+2)          Cha 8 (+1)
Alignment evil           
Languages Common, Deep Speech, Dwarven
Equipment chainmail, warhammer

Encounter 3: 
The Once and Future King
Encounter Level 3 (750 XP)

2 flesh-crazed zombies (F)
(Up to 5 grasping zombies appear over the course
of the encounter. See “Tactics.”)

The adventurers find refuge in the cave, and rush
deeper into the halls of Gauntlgrym. They manage
to temporarily lose their pursuers, and they can
take a short rest.
   When they reach the throne room, they find Old
Toldor sitting on the throne and reigning over this
dark future.

Read:
During the frantic race through Gauntlgrym,
memories of this future began flooding back. An
undead blight spread out from within Gauntlgrym. It
quickly infected most of Neverwinter’s populace.
   Races that live underground seem immune.
Dwarves, duergar, and drow formed a reluctant
alliance, but Gauntlgrym became their last refuge.
   The mob will soon flood back into Gauntlgrym.
Only the throne room is safe, left alone out of respect
for the dead dwarven kings.
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Jump back to the “present.” Since the two versions
of the characters can sense one another, the present
characters have traveled to roughly the same place
as those in the future.

If the “present” adventurers enter the throne
room, read:
At the far end of this room, a throne stands on a dais.
Old Toldor sits there, still blinking in and out. The
lens floats in the air in front of him. It spins and
glows a faint blue. Tollora rushes to her grandfather,
but when she tries to touch him, her hands pass
through.
   Toldor lifts his weary head and begs, “Please. The
lens be evil. It smells o’ death. Shatter th’ foul thing!”

Jump back to the future and read:
Toldor sits on the throne, smiling. The lens floats in
the air in front of him. Tollora rushes to her
grandfather, sobbing. She asks, “What’s happened?
What caused all this?”
   Toldor speaks. “Don’ worry, sweet. Ye be a dwarf,
so ye’ll live. Let those lot die. Gauntlgrym be restored.
Dwarves roam these halls. All be well!
   “Can’t be havin’ outsiders. Rise up, fallen ones!
Strike down th’ intruders in th’ name o’ Toldor, new
King of Gauntlgrym!”

At his bidding, two cairns topple (on the future
map) and unleash the zombies of fallen warriors.
Place miniatures and roll initiative!

Fighting in Two Eras
On an adventurer’s initiative, the player can take
complete turns for both the present and the future
form of that character (in either order).
   The two halves share one hit point total, and any
powers one expends, the other does as well. Keep
only location and conditions separate. For example,
if a character in the future is bitten by a flesh-
crazed zombie, the damage affects both halves, but
only the half in the future is dazed.

Destroying the Monocle of Ages
To set things right, the adventurers have to destroy
the monocle in the “present” timeline. A DC 8
Arcana or Religion check reveals how: Both
versions of one adventurer stand next to the lens
and spend a minor action to grab it. When the
second version does so, the lens becomes real,
appearing in the “present” version’s hand and
disappearing entirely from the future. The
adventure needs only drop the lens (a free action)
to shatter it, fixing time.
   The future time frame disappears. Toldor returns
to his “present” self, and any zombies in the
present remain.

Tactics
Zombies shamble toward the adventurers and try to
kill them. They’re just zombies, after all.
   When the grasping zombies’ initiative count
comes up, two of them appear. On a grasping
zombie’s first turn, it uses its standard action to
smash out of one of the small cairns, and its move
action to stand up.
   You can have both zombies appear in the same
time frame or one in each. If one in rises in the
past, that cairn is also destroyed in the future (and
no zombie can rise from it). If one rises in the
future, a zombie can’t rise from that cairn in the
present (because, well, it wouldn’t still be intact in
the future if it had risen in the past). However, an
adventurer in the present can knock over that cairn
to make the zombie in the future disappear. (If
you’re not sure which it was, destroy the one
closest to death). That does bring a zombie into the
present fight at full health, though!

Conclusion
In the comic, Drizzt faces potent adversaries
working behind the scenes. Your adventurers might
have one of their own. Time has been set right, but
somebody must have made that lens and sold it to
Old Toldor. Can the adventurers find the culprit? If
the villain is too much for them to handle, maybe
they can seek the help of that drow ranger. In any
case, a dark force is at work around Gauntlgrym.

Features of the Area
   Illumination: Dim light.
   Cairns: A cairn can be knocked over as a
standard action. Doing so releases a grasping
zombie. The larger cairns’ inhabitants don’t rise as
undead. A cairn knocked over becomes a square of
rubble.
   Rubble (Future Half): Parts of the ceiling have
fallen down. This rubble is difficult terrain.
   Old Toldor: The dwarf can talk, but can’t be
interacted with until time is set right.

2 Flesh-Crazed Zombies (F) Level 4
Skirmisher

Medium natural animate (undead)               XP 175
HP 55; Bloodied 27                            Initiative +6
AC 18, Fortitude 17, Reflex 16, Will 14                 
Perception +3
Speed 6 (8 when charging)                      Darkvision
Immune disease, poison
TRAITS

Flesh-Crazed Charge
While the zombie is charging, its movement does
not provoke opportunity attacks.

Zombie Weakness
A critical hit automatically reduces the zombie to
0 hit points.

STANDARD ACTIONS
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m Club (weapon) ✦ At-Will
Attack: Melee 1 (one creature); +9 vs. AC
Hit: 1d8 + 6 damage, or 2d8 + 6 if the zombie
charged the target.

M Bite ✦ At-Will
Attack: Melee 1 (one creature); +9 vs. AC
Hit: 2d6 + 5 damage, and the target is dazed until
the end of the zombie’s next turn.

TRIGGERED ACTIONS

Deathless Hunger ✦ Encounter
Trigger: The zombie is reduced to 0 hit points, but
not by a critical hit.

Effect (No Action): Roll a d20. On a 15 or higher,
the zombie is instead reduced to 1 hit point.

Str 18 (+6)          Dex 15 (+4)        Wis 13 (+3)
Con 15 (+4)        Int 1 (–3)            Cha 3 (–2)
Alignment unaligned Languages —
Equipment club

4 Grasping Zombies                 Level 1 Brute
Medium natural animate (undead)               XP 100
HP 33; Bloodied 16                             Initiative –1
AC 13, Fortitude 14, Reflex 11, Will 11                 
Perception –1
Speed 4                                                   Darkvision
Immune disease, poison
TRAITS

Zombie Weakness
A critical hit automatically reduces the zombie to
0 hit points.

STANDARD ACTIONS

m Slam ✦ At-Will
Attack: Melee 1 (one creature); +6 vs. AC
Hit: 1d12 + 3 damage, or 1d12 + 8 against a
grabbed target.

M Zombie Grasp ✦ At-Will, Recharge 3,
Recharge condition, Encounter
Attack: Melee 1 (one creature); +4 vs. Reflex
Hit: 1d6 + 3 damage, and the zombie grabs the
target (escape DC 12) if it does not have a
creature grabbed.

TRIGGERED ACTIONS

Deathless Hunger ✦ Encounter
Trigger: The zombie is reduced to 0 hit points, but
not by a critical hit.

Effect (No Action): Roll a d20. On a 15 or higher,
the zombie is instead reduced to 1 hit point.

Str 16 (+3)          Dex 8 (–1)          Wis 8 (–1)
Con 13 (+1)        Int 1 (–5)            Cha 3 (–4)
Alignment unaligned Languages —
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Battlerager:Members of this elite dwarven
order, usually covered in scars, runes and
tattoos, will scream out battle cries and
religious oaths as they charge recklessly
forward into battle. Few aspects of life give
them the charge that being in the heat of battle
does, and they build up a fury when enemies
manage to hurt them. Battleragers live on the
fringes of Dwarven society.

Gutbuster: The Gutbuster Brigade is a famous
battlerager squad lead by Thibbledorf Pwent.
They are loyal to to Mithral Hall and its former
king, Bruenor Battlehammer. They have their
own brand of gung-ho tactics and often
disregard the order and discipline for which the
Mithral Hall army is known, in favor of a more
direct approach.

Mithral Hall: The fabled ancestral home of
Bruenor Battlehammer, Mithral Hall is a
prosperous dwarven mine with tunnels often
lined with natural veins of mithral, a precious
metal strong as steel, but at half the weight.

Neverwinter:Also known as the Jewel of the
North, Neverwinter is a metropolis sitting on
the northwestern Sword Coast and is regarded
as the most cosmopolitan and civilized city on
the continent of Faerûn.

Owlbear: Likely the result of a wizard’s
experiment, the owlbear is infamous for its bad
temper and attacking anything it thinks it can
kill. Also, because it’s a cross between a bear
and an owl. See below for this creature’s stat
block. 

Glossary
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DRIZZT leads this massive
thriller into R.A. Salvatore’s
next blockbuster novel!

The most popular character from
the most popular fantasy world
of all time comes to life in his
FIRST ORIGINAL comic book
tale. DRIZZT and his companion
DAHLIA hunt for something that
seems part vampire and part
elite dwarven warrior and must
find out how the evil lich
Valindra Shadowmantle and her
minion Korbin Dor’crae factor
into the mystery.
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