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Introduction

Any television writer worth his
salt—and I assure you that John
Rogers is worth sacks of the stuff —
is intimately acquainted with the
“writers room.” It is usually a dank
conference room—ripe with the
smell of take-out food, dry erase
markers, and punishing
deadlines—in which we who toil to
entertain America generate the
characters, stories, and scenes that
make up the raw material for every
dramatic hour that shows up on
your screen week after week.

The writers room is a crucible. It is
a place where you spend more time
in the company of other hyper-
articulate, highly intelligent, and
desperate-for-attention social
maladjusts than you might with
your family.

The day-to-day of those lucky
enough to do this job can best be
described as competitive group
therapy: the sharing of all of your
stories, fears, and anxieties in the
hope that they will be judged fit to
become part of the show’s
narrative. Being in the room
requires patience, a love of yarn
spinning, and a desire to create a
shared universe: a willingness to
fearlessly bring to a collective story
the stuff of your own life.

That's where Dungeons & Dragons
comes in. For many writers in my
generation (and [ am a ground-
level first edition player who can
claim knowledge of Gygax’s primal
work with the Chainmail RPG) and
beyond, the gaming table—ripe
with the smell of Red Pop, stale
pizza, and impeding frost-giant-
attacks—was our first exposure to
the crucible of collective narrative
storytelling.

Playing Dungeons and Dragons
taught me patience with other
people and their ideas. Every
gaming session was an object
lesson about pacing a story—
knowing when to let things develop
at a leisurely pace and when to stir
my audience with extreme
revelations and shocking destiny—
and about when to insist on my
way and when to let others run
with the narrative ball.

Playing D&D also taught me how
to handle the sheer mockery and
ball-busting ridicule that comes
with sitting in tight quarters with a
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gang of hyper-articulate, highly
intelligent, and desperate-for-
attention social maladjusts. For
example, after making the mistake
of painting my first lead figure with
glossy paint, I was mercilessly
teased and forever saddled with the
moniker “the disco cleric.” Believe
me, sporting level-three leather
armor around your ego when in a
room full of snide contemporaries
is essential for anyone who braves
the writers room.

Every lesson I learned about
surviving a room full of nerdy
friends (and sometimes
frenemies)—each trying to one-up
the other with the best solution for
a life-or-death random encounter
with a beholder—has come back to
help me in the writers room of
every show on which I have
worked. The ability to come uj

with a zinger like “I'd like to butter
my initiative roll, but I have no
modifier” doesn’t hurt either.

Let's face it: the jocks and all their
fellow barbarians may have
learned to socialize in parties full of
nubile cheerleaders, in vans full of
pot smoke and cheap, illegally
obtained beer, and in awkward,
fumbling grope-out sessions in
linen closets, but the geeks earned
their social stripes fighting epic
battles, navigating the darkness of
booby-trapped caverns,
interrogating the sullen denizens of
the town tavern endemic to every
module of D&D, and making life-
or-death decisions in real-time
while earning treasure and power
beyond that of ordinary mortals...

and guess what? The geek
inherited the Earth.

I suspect that Mister Rogers and
his conspirators know this all too
well. It's clear in every lovingly
crafted page of the story. Where
attempts at narrative epic fantasy
set in the realms of D&D reek with
faux Shakespearean language and
annoying post-Wheel of Time huff
and bluster, this book has all the
elements of a great D&D campaign
run by a bunch of geeks in the
prime of their Monty Python-loving
imaginations.

Rogers’ pacing is fast and frenetic.
No protracted fellowship-forming,
mead-drinking, Tom Bombadill
bulldada for this merry band of
adventurers. This is Dungeons &
Dragons, and that can only mean
one thing: it starts in a tavern, the

zombies attack in short order, and
the story takes off like a magic
missile.

As pencilled by the masterful
Andrea Di Vito, the adventures of
Adric, Khal, Varis, Tisha, and Bree
feel like the expertly wrought-and-
drawn distillation of the best
campaign you never played. The
action never stops, the stakes keep
getting higher, and the characters
feel like D&D archetypes as
opposed to someone’s recycling of
the dregs of a dozen of Tolkien’s
less-able acolytes.

Best of all, the characters talk like
expert players around a gaming
table. The ultimate triumph in
these pages is Rogers and Di Vito’s
creation of a group of comrades-in-
arms that at once look and sound
true to their world while still
coming across like the cast of an
awesome present-day action film.
No fusty thees-and-thous, hark-lo-
and-forsooth blithering in these
pages, just the expertly crafted
patter of people who truly inhabit
this fantastic realm: where having
to get your ass handed to you by
an orc to buy your friends time to
find a wily shape shifter is all in a
day’s work.

This book is—as one of its
characters might say—"dwarven
craftsmanship,” and I say that in
the best possible way.

So order yourself some cardboardy
pizza, bust out the Red Pop and
your own personal disco cleric, and
put yourself in the hands of an
expert Dungeon Master... because
you are about to join a level 7
party including a human fighter,
halfling thief, paladin dwarf, elven
scout, and a tiefling magic user...

.and you're in the town tavern,
minding your own business... but
the ground begins to rumble...

...and the adventure begins...

Javier Grillo-Marxuach
May 7, 2011
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YBELOW.” WE'VE

REWARD'LL
E
FOR IT.

LAST CARAVAN
THESE BASTARDS HIT,
THEY GOT THE DUKE'S
FAMILY JEWELRY. FIND
THOSE, IT MEANS
HOT BATHS AND

COLD BEER FOR
A YEAR!

TRAP. TRAP-
TRAP-TRAP-
TRAP—
SIX HUNDRED YEARS OLD, SHARP

AS THE DAY SHE WAS MADE. FINE
DWARVEN CRAFTSMANSHIP
RIGHT THERE.

YOUR
PEOPLE ARE
ARTISANS OF
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PRAY TO ME.
THAT WOULD
AMUSE ME.




GET THESE -
PEOPLE TO
SAFETY!
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HALFLING
Luck.
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ARE You NOT
THE HANDSOMEST
DWARF IN YOUR
STEADZ ARE YOU
NOT HER TRUE
LOVEZ

Sy o

W[ AAAAGGEHHHH!

Y
SABER AND USE
\TE SLANG N HIS
CONTRACT:







BUT WHERE
ARE THEY
GO-
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LET THESE ouT
OF THE INN!
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...DISTURBING
THE PEACE.

“_

KHAL %
KHALUNDURRIN, W‘ ;
ALLEGED PALADIN
OF THE MOST
)\ RIGHTEOUS
MORADIN.

YEXILE" 16 A BIT
HARSH. CAN'T AN ELF
RENT A ROOM AT AN
INN WITHOLT AWKWARD
QUESTIONS?Z




MY LORD; KHAL,
VARIS, AND I ARRIVED IN
THIS TOWN TOGETHER.
TISHA AIPED US AGAINST
THE GNOLLS LAST MONTH.
I VOUCH FOR THEIR

CHARACTER. <

I CAN VOUCH
SHE INDEED 15 A
HALFLI

ADRIC, LET'S BE
FRANK. THIS TOWN HAS |
ADVENTURERS, I EXPECT
A CERTAIN AMOLNT OF

I ENCOURAGE
IT, AS LONG AS IT'S
PROPERLY DIRECTED,
OUTWARDS, AT BRIGANDS
AN N
AND SUCH.

YOUR
LORDSHIP, T

DO You N
THINK YOU'RE

v .
P .
P £ THINK T KNOW
, ) WHAT'S GOING
AvE, " / 8 d ON!
YOU ADMIT =
KILLING HIM. /
e %

’

“



e I TRANSFORMED
DIFFERENT ABOUT
TODAYZ THA
TIEFLING JONED - - ¢ 10 KU
GLR COMPANY! 4 USELESSLY THROLGH
SHE TRIED
TO TAKE OVER
FALLCREST WITH

THE TOWN'"
BASEMENTS.

NO
WORRIES,
ADRIC, I'M
HERE!

OH,
BLOODY
HELL, NO—
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I'M HORRIFIED
TO HEAR OF THIS
LNSPEAKABLE
TRAGEDY.

[Nt
COPERNICUS JINX. WIZARD. MY
COMMANDING OFFICER IN THE LAST

FOND OF ME.

E/
. SOMETHING
DARK. I BELIEVE WE MAY
BE TRYING TO SOLVE
THE SAME MYSTERY.

To GET
HEART
MATTE!

THE
THE




I'M SORRY,
HAVE YOU NEVER
SEEN MY ARMZ

"/ IT CAN PERFORM
" THE FINEST ALCHEMICAL
AND ARCANE

EXAMINATIONS.




SHADOWFELL'S
A PLACE, RIGHTZ
HOW DOES IT
INFECT PEOPLEZ

HM. THERE
EXIST TWO MIRROR
IMAGES OF OLR

WORLD.

(@ 2 2A%

Od

| ONE BRIGHT: THE FEYWILD. AND
i| ONE DARK: THE SHADOWFELL. TH

THEY ARE
LIKE.,, REED
BRIDGES ACROSS
RAGING RIVERS. ANY
FLAW AT ALL, AND
THEY ARE SWEPT
AWAY.

P ON THE BAN
DROWN EVERYBODY /o5
ON THE SHORE. 4

AYE, THIS IS

MORE... WHEN A

DWARVEN TUNNEL
UNDER WATER

THE TUNNEL'S NOT
DESTROYED. INSTEAD,

BECOMES A CONDUIT FOR
THE FLOOD. UNTIL You
SEAL THE BREACH.







BIG WORDS
OR smALL [
WORDSZ
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THAT SPHERE

BE ADAMANITE AND
DIAMOND, BONDED IN
Gic:
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c?)dﬂ/’/.’ GE; ’f
LITTLE BITEY
O\ MONSTERS!

WHATEVER'S

CAUSING ALL THIS IS

JUST UNDER THIS
BULDING!

AtHHL YOU

/g‘ 7 Gap T ‘
Vea THINK ON:

y STILL IN MY
¢ HAIR! LIKE A
BAT!

e ) i
( unerzra
=l UNDERST:
7 :
3
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CHAPTER 3
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WAS THE LUCKY BREAK.
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H
EXPLODED LIND!
THE ORPHANARI

WHATEVER
IT WAS SHUT
DOWN THE
PORTAL!
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BLoozy
WIZARZ!
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23
I'LL PIE FOR MY
Gop, WiLL You piE [\
FOR YOURS? A4

MY PACT 16 WITH
SOMETHING FAR
WORSE THAN A GOP;
CHANGELING!

...AND T
R KNOW... WHY You X
...

:\\ MADE IT.










I DON'T HAVE
THIS SORT OF
POWER. MAYBE
COPERNICLS—

7 15 THAT
e SONEBODY NOW
< S VNG AT THE
S BoTTOM OF THE SR
RIVERZ
< C'MON, LIKE
MURDER "
SOMEBODY FOR
A BOAT THIS
SMALL.
() <




WAS DONE OF COURSE, WE
HAD COMPANY.

<
YOu ALMOST
SOUND HAPPY.

o ALways makes me i
HAPPY. WHAT DID.
YOU FINDZ :

THE DISTURBANCE
WAS CENTERED UNPER
THE FOUNDLING HOUSE. THERE
UST BE AN ABANDONED
PORTAL IN ONE OF THE OLD
SMUGGLERS CAVES,




P WHEN You GET
00K TO
THEM. WE WERE BEING
GQUESTIONED ABOLT A
WHO WE
CANT
BUT YOU'RE ShoRic
\ cLeAreD! i

WITH THE
ARTIFACT!

Rz AU
il
"9 ){vQ X

DOWNRIVER, THE
TOWN-SIDE BANK.

I'M OLDER
AND SMARTER
THAN YOU.




I KNOW, THIS

STORY FOR
ANOTHER TIME. WHAT
I WANT TO KNOW IS
WHY KHAL LIED ABOUT
THE ARTIF

AND YET you
R STILL INsIST
A ON PLAYING
CARDS.

Goop
ENOUGH.
FOR NOW.




NAKED CORPSE.
FOOTPRINTS SHOW HE
IAS WALKING PATROL,
OVER HERE—THEN

UTILATED
THE FACE. THE
CHANGELING'S
2\ HAD TRAINING.

w,' S e \\
;ﬁ? A\ \%\‘ /)‘
7"" 5> \\{ Z

P

MERCHANT'S
IND UP.

AND STEADY,
FERN-LOVER.
SLOW AND—HUHF—
STEADY.







£ PLANZ

50 WHAT'S
THE z

[0}
5

Kor
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CER
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THAT OAK WILL NE'ER
i\ TERRORIZE ANOTHER
VILLAGE.




e

ADRIC FELL,
JUST PASSING
THROUGH.

DAVAN, CARAVAN
LEADER. DIPN'T

B 20N

FALLCREST? ;e

YEAH, TOWN @
GUARD JOINEP it
Us, GOING TO SEE
HIS SISTER AT
HAMMERS
HE'S.

X
YOU PICK Up A =

NEW PERSON A5 |8 W
You passED [

GREAT, THE
DOPPLEGANGER
SWITCHED AGAN.
PROBABLY IN THE
CHAOS OF THE

FIRING BLIND
AN LOW. WE'LL
BE FINE.

o HOW WELL DO
YOU KNOW THESE
PEOPLEZ

THIS 15 A
VERY BAD

DON'T KN¢
'S THEM AT ALL. 50 -
- THIS DOPPLEGANGER ¥ RESCLE.
) CoULD BE— e
7
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YOU WOULD
RETURN TO OUR
PEOPLE AND HAVE
| OUR WARRIORS TELL
HOW WE WERE




ONE OF YoU 15 A
FILTHY, MURDEROLS
SHAPESHIFTER.

N

T00 BIG TO
HIDE ON HIM. HE'S
ALREADY STASHED
IT IN THE CARAVAN

SOMEWHERE.

BE ON THE
PERIMETER. /B

= TOOK
THEIR MINPS 7 &
OSF TSHE ‘ 4
RCS!
B, S a >
3 i ! 3 g

NO WAY WE CAN MAINTAIN
ORDER IN THE CARAVAN. AND

I

- -
#
Y s my wire!
SHE IS NEWLY
\ AFFECTIONATE!

- THERE'S NO WAY FOR US
TO HOLD OFF THE ORCS AT
THE PERIMETER. THIS DOES

NOT END WITH US ALIVE.




f 3
| JI/
OR PLAY A WHOLE
DIFFERENT GAME.
-] 4

SINGLE "\
OMBATZ ARE

c G
YOU INSANEF I

N
BECAUSE T
You 70
SOMETHING
FOR ME...




GRUHN KILL
BEFORE HE
AN TRICK. DEAD
MAN CAN NOT

YOUR
COMMON 15
LIKE A SINGING
GOAT.

THIS 15 WHERE HE THINKS
HE'S GOT ME. GOING
WITH AN ORC WEAPON.

HE DOESN'T KNOW T
TRAINED WITH ORC BLADES
BACK ON THE CATALON/A.
MIDSHIPMEN FOUGHT THE
SAVAGES IN THE LAST WAR.

CLEAVER, MORNVNGETAR:
MACE, &P B
POLEARM, i Rene
















oot G v W % e
2 B ST
FIRST: GEER AND | RGeS
23 G ONGER THE |
R HIS ODDS. /

STRON THE L
Rl 7 e seTTE




IT WILL BE

OVER SOON.
AS SOON AS
THE HUMAN
FALLS...










AND WE'RE
BorH DEAD,
you /eror!




WARVES,
VE &
o8V

BN we BLoozy D S
— WELL Loy
A\ woricEo! THE &
a 7D
I

16 THAT—OF
COURSE.



GRUHN ¢
say stop |
FIGHTING!




. SHAPESHIFTER.
WE WERE TRACKING HIM
L  ATTACKING THE G

THERE WERE
TWo OF

WHY WE STOP ~
FIGHTING?




YOU COULD.

FIGHTING ME.

50 PROBABLY,
‘CUZ YoU GUY:
WERE WINNING, THE
OTHER SWITCHED
SIDES TO YOUR
ORCS, TOO.

FIGHT UNTIL
OTHER SHAPE
CHANGER IS

WE MEET
AGAIN. YOU
NOT LIVE
THAT TIME.

I THOUGHT
YOU MADE A
LOVELY
COUPLE.




AND BY WHO? OR
MOVE FAST. acars o
THEY'RE NOT '
AS DUMB AS
VE HOPE.

/) NOT you, OF
COURSE, DWARF
FRIEND) BUT...

ON'T
PRESS OUR
LUCK. HELL,
THE ODDS OF A
RESCLE, NEVER
MIND A RESCLE
A BY..BY..

BREE FOUND.

IT IN SECONDS,

WHICH MEANS IT'S
VALUABLE.



BLOODY
HELL!

ELADRIN
MAGIC BE IN

THERE'S A FEY
HEAR;

THEIR BLOOD.

THIS BE
A WORLD
KEY.

AGES PAST,

S FEYWILD AND THIS WORLD.
HE DID NAE LIKE THE
THOUGHT OF AN ENEMY
THAT COULD APPEAR
AND DISAPPEAR

SO HE SETHIS N
WIZARDS AND EMITHS TO
WORK IN THE GUTS OF
CHAPMARAGH, THE ARk
FORGE.

50 THE
CHANGELING WAS...
"CHARGING” THIS FROM
THE T




GRAVERO
WORLD KEY, MORADIN
KNOWS WHAT ELSE
HE'S WOKEN UP—

KNOW THIS
CLIFFZ

77
7

Y 4

RIGHT, NEW
PLAN, FIND THE
ANCIENT DWARVEN

WEAPONS
0

RGE—

DARK, MAGICAL
WEAPONS,

NICE PLAY

WITH THE *TWO

CHANGELINGS®
LIE.

OUR REWARD
BEING ‘WOT
HANGED, "




UT THE TRUTH IS, NO
LAN SURVIVES TEN
ECONDS OF CONTACT
ITH AN ENEMY.

T
" THAT'S LIKE MAKING A GOLDEN
R I one { LOCKET JUST 50 YOU CAN
NYWAY, TOS5 1T IN THE RIVER,
E IT COMPLICATEDZ

B 3 SR I

AS JINX USED TO SAY, A PLAN'S n
JUST THE BETTER ALTERNATIVE
J}| TO THE INEVITABLE ARGUMENT.




ELADRIN \ '
WEAR MYSTIC
ROBES, MU
AND SPEAK

CRYPTIC

THE MORE

ikee
THIN WITH
PREGENG
X5 AN QUESTION 5—ARE
THERE MORE OF
THEMZ

SMELL LIKE
TREE BARK.

RUNNING FOR

THE DOOR. NOT (

SOUNPING AN
ALARM.
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'PORTERS! WE NEED
TO GET OFF THESE
STAIRS NOW!

WE STAND STILL,
THEY JUST KEEP
POPPING IN AROUNP LS.
ONLY WAY TO FIGHT A
'PORTER |6 MOVE AND
KEEP MOVING.

PERFECT! BACKS

/ TO THE WALL! BREE,
GET THAT OPPOSITE
DOOR OPEN!
P
) f'.,\
D, T
\ Ve %,

AH, YEAH,

i

—WAIT IF
THOSE ARE THE
CHAINBOYS....



MMMA

W

Ui
I &f -

KKK
(

/RT

I
,‘

1
L

/%
/




TS s
TR
IR
RSN

S
....»nno MY,

3 3 ¥
SR

CATCHY PHRASE FOR
THE TOMBSTONE.

ET MUCH WORSE.










THERE 16 ONE GOOD THING
ABOUT FIGHTING IN A RAPIDLY
FLOODING DWARVEN DEATHTRAS



O™ warer

(COLD/FRESH)

NOT STALE = RIVER
50 WATER

AHA! BUT

PROBLEM /
PRESSURE
PLATE.




-
TIME TO GO Z
SWIMMING! AcH! No T
PoNT-
~ g
= a—
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SOME OF THESE A
HOLDS HOUSE A
WARVES,
A 5
—
N
&







WAIT, KHAL
DID YOUs
PEOPLE EVER
TRAP THESE
SHAFTSZ

BIGGER
PROBLEM...
—
]

iy
" 2/
PF

13.,,' .
i INTERLOPERS)]
YOU ARE
DOOMED)/










Goop! Goop!

A LITTLE
FARTHER!

YOU HAVE
YOUR PLANS,
I-SULNFEHAVE

No! Mo/
PULL BACK!

KEEP GOING
DOWN! WE'LL TRY
TO FIND EACH OTHER
AT THE BOTTOM!




AGAIN WHY Wi
DO THIS?

BAH. FAITH IS
NEVER EASY. FAITH
WITHOUT DOLBT I

MEANINGLESS.

AND DOUBT'S
A HARD

MASTER.

PIENT EVEN
PALADIN STARTED,

you
WROTE LoVE
POEMS 7




LISTEN, THE
ENTRANCE TO THIS
PLACE NEARLY KILLED US.

7 —ARE HUDDLED
FORG
2

BE




THEY DON'T
DISOBEY BECAUSE
THEY'RE DWARVES. BUT
THEY CONSIPER IT.
FOR LOVE.

THERE WERE
RIOTS WHEN T
READ THAT
ONE.

*I5 OUR LOVE
WORTH DISOBEYING
OUR CLANZ"

MY WILD
REPUTATION AS
A POET—

B
STATION. 50, WHEN T
| FELT THE CALL OF
MORADIN, T KNEW
WHY. MAKE THE
WORLD A BETTER
PLACE.

DANNAE'S FAMILY
DOES NOT
APPROVE

OF ME.




PONT LET
HIM RAISE AN



MAI
DEVI

MY PEOPLE
DE A DEAL WITH

A DEA
LS AGES AGO TO

YIN A FLASH OF LIGHTNING,
I GOT A GLIMPSE OF THE
THIEF WHO'D KILLED THEM.

e AR

STEAL A SINGLE BOOK. T
DON'T EVEN KNOW WHAT WAS IN IT.”

T TR




VERS YOI
MET.
W,
Ac
THAT'S A
HARD LOT, T
WON'T LIE.

AND HAVE A
WEE BIT O FAITH
THAT SOMEONE'S




)

oPERS
\ =

DIDN'T YOU LOOK OuT/
THAT PLACE IS
WARNINGS? DANGEROUS/
YOU'RE GOING
TO DIE/"

¢’ 1 THOUGHT You
WOULD NEVER GET
DOWN HERE/

THAT
VIS/TC

| INTERLOPER I
MORE, AH,
VINVADER.”




OH, THEN
PEOPLE.

OF THESE
BLOODY GRAVE
ROBBERS ARE

THEREZ!

PROTECT
IT FROM
WHATZ!



FROM PEOPLE
LIKE YOU

FROM
DISCOVERY.




THEY ARE
E TO

'5 HAPPENING."

URNING. THE
RIVES THEM.

R

E IS... NOT WHAT
ONE EXPECTS.”




17
A CYCLOPS 7!
f

W S
TO INVADE
THIS ONE.







CHAPTER 6

by Tyler Walpole




1y AB)
W occas/onaLLy KL
f| OTHER PEOPLE WITH
BIT




GET pOWN
HERE!

YES,
A ALRAR OF A

A POWER Of
THE GATE. Look,
HE HAi TAKEN
sHOULPT Ficg AR ANGED THEM
N IN A CIRCLE.

BECAUSE IT




AN ARMY—IT
WILL COLLAPSE

ELADRIN

BLooz
POWERS THESE
KEYS, NOZ







FIRST THINGS FIRST.
KILL WHOEVER OR
WHATEVER |5 OUTSIDE
THAT DOOR BEFORE THE
HOBGOBLINS GET
UP HERE.

SECOND THING
SECOND?Z

DESTROY
7 PORTAL.
N

5
THA,
\ &




THERE'S

for Tese
SLAVES, I HATE
GUARD DUTY.

WE'VE GOT

R FEEDING,
BUT T HAVEN'T
CEEN—

CHOKE ON
17, YE FOUL
BEAST!




. Nor.
| vow: Bysy
KILLINTY

sEAL WITH
YoumA
SECOND!

GO GET MORE
LDIERS.




THEN HOW
WOULD CWARVES
DESTROY 117

WHA-HOW.
DARE you? THE FURNACES

508, N6 PROBI EW/
COME; T'LL SHOW




THE BURNING
[EART
CHAD'MARAGH. |
MOLTEN ROCK FROM

BOUND FIRE
ELEMENTAL:
ITS BREATH




I NEED You 2 FOLLOW
To Do ME A
FAVOR. _/

YOU ARE MY FRIEND.
RIDDING MY HOME

OF THESE VERMIN.

OF COURSE.

TELL HER THAT

BUT YoU'D \§
ALSO REFUSE
TO ABANDON

ME; 50 IT'S A S48
B WasH 4

KEEP US —
LVELONG / /
THIS FORGE! // / 4‘7
7
)2 . i
v X N A




{ waswmia
f\ TIEFLING, BUT y
SHE'S DEAD. 4




A
E PLACS
TO FIND HIM
— N

NEHLIA TO i)
THE BODY OF [




REGRET LEAVING
YOUR COMPANIONS
IN DANGER?

SCRATCH
THAT. DYING
IN GENERAL.
AIN'T GONNA

YOU WILL NOT THAT'S WHAT
RETURN AFTER YOU MAPS ARE FOR,
REPORT TO THIS SKLULLY.
LORD? %

SURE, AND.

HE'LL THINK

I'M LYING,
AND—



... T'M AN ADVENTLRER.







¥
T o

FINE THEY MAY g
BE, BUT YE DID FOR
NOT TEACH THEM EXAMPLE, THE
STING OF THE
CRAWLER DOES
NOT KiLL.




o Pl \< P
/8
PISSUADED
THEM,
A\




ELAPRIN,
70 ARMS !
WERE HERE
7O RESCUE—




[
4
WILL CARVE.
YOUR HEART
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LIKE I SAID, MY TALENT
WITH A SWORD WAS NOT
ENOUGH TO SOLVE THE
PROBLEM.

BUT MY TALENT
AT APOCALYPTIC
SCREW-UPS.

TURNED OUT TO BE
JUST THE THING.
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«0» DUNGEONSE DRAGONS'
ADRIC FELL |

Class: Knight (Fighter) Level: 7 QI

ative
. " Rol i is of
Race: Human _____ Gender: Male ™ [t umisyoscan e
Ali Good amove action.
L ges: _Common, Dwarven DEFENSES

€T o ioss (1) I
ABILITIES AND SKILLS ic s =

Strength measures your physical power.

Reflex | e |
@ Constitution ity
Endurance Xl Trained :l

gth of Ifdiscipl
Dexterity +1 +4

ity and bal @ LTER GBI 2 vicious saber| 1d8+9
Acrobatics (A Trained +4
Steakh it i@ oo I —
i i + ,roll ad20 Compare
Thievery (A Trained 4 Wheny, g o o
roll damage.
(10
Intell @ Hit Points Bloodied
Afcana [ rained +3 unconscious. Your bloodied value s halfofyour it points
History [ Trained +3 (rounded down).
Religion Qrained +3 Healing Surge Value
Surges Per Day
Wisdom +0 +3 heal .
T your healing surge value, which is one-quarter ofyour hit po
Dungeoneering [ Trained +3
Heal [ Trained +3 CURRENT HIT POINTS
Insight [ Trained +3
Nature [ Trained +3
Temporary Hit Points Surges Remainin,
Perception [ Trained +3 porary o 9
Charisma +2 +5
. - L ACTIONS IN COMBAT
— Onyour turn in combat, you can take three actions:
Bluff [ Trained b + Astandard action, which is usually an attack
. ) + Amove action, which involves movement
Diplomacy X Trained +10 + Aminor action, which is simple and quick
Intimidate X Trained +10 You can give up an action to take another action from
lower on the list, so you can take a move or a miror action
Streetwise [ Trained +5 instead of a standard action or a minor action instead of a

Permission is granted to photocopy this f ™ izards of the Coast LLC.



POWERS AND FEATS
Heroic Effort (encounter; racial trait)
Battle Guardian (at-will

Defend the Line (at-will; stance)
Defender Aura (at-will)
Measured Cut (at-will; stance]
Poised Assault (at-will; stance)

Battle Leader (encounter)
Dauntless Endurance (encounter)
Power Strike (2/encounter)
Weapon Specialization: Bladed Step
Heavy Armor Agility (feat

Heavy Blade Expertise (feat
Improved Defenses (feat)

Shield Finesse (feat)

Swift Recovery (feat)

Weapon Focus: Heavy Blades (feat)

EQUIPMENT AND MAGIC ITEMS
+2 vicious saber (scimitar,
+2 chainmail
+2 light shield
Adventurer's kit
Backpack
Bedroll
Flint and steel
Belt pouch
Trail rations (10 days)
50-foot rope
Sunrods (2)
Waterskin
Gauntlets of blood (level 4 magic item)

+2 damage against bloodied targets
Belt of vigor (level 2 magic item)

CHARACTER SKETCH

CHARACTER NOTES

Use thls space howevu you lvke to record what happens on
2

‘and goals, note e names afthe other characters in your
party, or draw a picture of your character.

EXPERIENCE POINTS (XP)

WEALTH 11,500
1,800 gp
XP for next level: 13,000
Permission s granted to pl py this for TM & ©2010 Wizards of the Coast LLC.




«O» DUNGEONSE DRAGONS'
BREE THREE-HANDS |

Class: Rogue (Thief) Level: 7

Race: Halfling Gender: Female peed i of
Lemae the turn order i combat. squares you can move with
Alig Unaligned amove action.
Languages: _Common, Giant DEFENSES
€ oo cos v
A S AN LS e i -

Strength @Fmae ]

Strength measures your physical power.

-
Athletics Xl Trained +10
(22 I [ euzonns |
-

of

- e
Endurance [ Trained :l @Will _
; e T

()

s ——
@ Dexterity +5 +8
- st gy end @ Attack Bonus Taact
Acrobatics Xl Trained +15
Stealth  Kltained 13 @ Atiack Borus T 7
Thievery X1 Trained +15 When you attack, rll a 420 and add your attack bonus. Compare
the result t def ifyou hit. fyou do hi,
oll damage.
D) -ciserce
Intell @ Hit Points Bloodied
Afcang (L Trained +3 unconscious.Your bloodied value s halfofyour it ponts
History [ Trained +3 (rounded down).
Religion Qtvained +3 Healing Surge Value
Surges Per Day \Il
e Wisdom -1 +2 b !
— your healing surge value, which is one-quarter of your hit points
Dungeoneering [ Trained +2
Heal [ Trained +2 CURRENT HIT POINTS
Insight (A Trained +2
Nature [ Trained +2
Temporary Hit Points Surges Remainin,
Perception (X1 Trained +7 pRiEn s N
Charisma +1 +4
ACTIONS IN COMBAT
On your turn in combat, you can take three actions:
Bluff (X Trained +9 + Astandard action, which is usually an attack
Dipl O Trained 2 + Amove action, which involves movement
iplomacy Traine +: + Aminor action, which is simple and quick
Intimidate QA Trained +4 You can give up an action to take another action from
Tower on the lst, so you can take a move or a mirior action
Streetwise (X Trained +9 instead of a standard action or a minor action instead of a

Permission is granted to photocopy this f ™ izards of the Coast LLC.




POWERS AND FEATS
Fleeting Ghost (at-will
Tactical Trick (at-will)
Thug's Trick (at-will
Tumbling Trick (at-will)

Unbalancing Trick (at-will)

Frigid Darkness (encounter)

Backstab (encounter)

Cunning Escape (encounter)
Hidden Blade (encounter)

Second Chance (encounter,

Dark One's Own Luck (daily)
Halfling Traits: bold, nimble reaction
Aggressive Advantage (feat)
Cunning Stalker (feat)

Master at Arms (feat)

Terrain Advantage (feat)

EQUIPMENT AND MAGIC ITEMS
+2 luckblade short sword
+2 short sword

+2 veteran's leather armor
+2 amulet of protection
Throwing daggers
Adventurer's kit
Backpack
Bedroll
Flint and steel
Belt pouch
Trail rations (10 days)
50-foot rope
Sunrods (2)
Waterskin

WEALTH
1,800 gp

CHARACTER SKETCH

CHARACTER NOTES

Nicknamed "Three-Hands" because she
always seems to get an extra share of the
treasure, Bree drinks too much, cheats at
cards . .. she's pure thief. A cutpurse. A
smuggler. Name a crime, she's tried it once.
Bree appears to live a carefree life in
pursuit of next week's gambling money.
Despite her best intentions, she's always
getting wrapped up in the affairs of the
halfling families traveling through Fallcrest.
Although Adric needs her to pick locks and
support his more outrageous plans, sometime
soon they're going to have a chat.

Use this space however you like: to record what happens on
your adventures, track quests, describe your background
and goals, note the names of the other characters in your
party, or draw a picture of your character.

EXPERIENCE POINTS (XP)
11,500

XPfor next level: 13,000

Permission i d 1

TM & ©2010 Wizards of the Coast LLC.



() DunGEONS§DRAGONS’
| KHAL KHALUNDURRIN \

Class: Cavalier (Paladin) Level: 7 Q In e e

: . i poed) r
Race: Dwarf Gender: Male in combat. squares you can move with
Ali Good amove action.

L Common, Dwarven DEFENSES

€2 o o= (1) I
AB IES SKILLS e m
Strength measures your physical power.

Athletics Xl Trained +12
-

of

If-discipline.

Endurance Xl Trained

E

Dexterity +0 +3

‘Dexterity measures coordination, agiity and balance. @ e [2 warhammer |
1 Q:ALTEN +2 warhammer | 1d10+7

E

Acrobatics [ Trained +3
Stealth i raned TR - 5or.- I —
. X 2 Compare
Thievery [ Trained +3 % 5 e
roll damage.
D -cicence
Arcana rained +3 unconscious. Your bloodied value s half of your it points
History [ Trained +3 (rounded down).
Religion [ Trained +3 Healing Surge Value
Surges Per Day

Wisdom +1 +4

i I discipl yor , which q ofye points
Dungeoneering [ Trained +2 +6
Heal Xl Trained +9 CURRENT HIT POINTS
Insight [ trained +4
Nature [ Trained +4

Temporary Hit Points Surges Remaining

Perception [ rained +4 poreyy 4 0

Charisma +2 +5

ACTIONS IN COMBAT
ad On your turn in combat, you can take three actions:
Bluff [ rained +5 + Astandard action, which is usually an attack
3 ) + Amove action, which involves movement
Diplomacy (X Trained +10 + Aminor action, which is simple and quick
" You can give up an action to take another action from
Intimidate [ Trained +5 A oy oSt s o AR i
Streetwise [ Trained b instead of a standard action or a minor action instead of a
move action.

Permission i " s y ™ izards of the Coast LLC.



POWERS AND FEATS

Defender Aura (at-will
Righteous Radiance (at-will
Valiant Strike (at-will)
Vengeful Strike (at-will)
Holy Smite (2/encounter)
Improved Righ Shield (encounter)
Fiery Smite (daily)
Restore Vitality (daily)
Wrath of the Gods (daily)
Dwarf Traits:

Cast-Iron Stomach, Dwarven Resilience,

Encumbered Speed, Stand Your Ground
Armor Finesse (feat)
Disciple of Stone (feat)
Improved Defenses (feat)

Weapon Focus: H; s (feat)

EQUIPMENT AND MAGIC ITEMS
+2 defensive warhammer
+2 delver's plate armor
+2 holy symbol of Moradin
+3 amulet of protection
Adventurer's kit

Backpack
Bedroll

Flint and steel
Belt pouch

CHARACTER SKETCH

Use this space to draw a picture of your character, Jour
character’s symbol, or some other identifying mark.

CHARACTER NOTES

Khal is a paladin of Moradin, a cavalier of
valor. He's on the road to love. In order to
wed the blue-eyed girl of his dreams, Khal
must rise to a social rank acceptable to her
family. Unfortunately, her merchant clan
has little use or love for such a stalwart
Dwarf of the Gods. So Khal's ministering
to other traveling dwarves, hunting for
religious artifacts to rise in his order, and
collecting enough gold to meet his

Trail rations (10 days)
50-foot rope
Sunrods (2)
Waterskin

Climber's kit

WEALTH
2,000 gp plus hidden wealth

ded's dowry. He tends to get
distracted in battle if some interesting bit
of ancient detritus catches his eye. Khal is
also renowned in his homestead as an
accomplished dwarven poet.

Use this space however you like: to record what happens on

your 3 y
and goals, note the names of the other characters in your

party, or draw a picture of your character.

EXPERIENCE POINTS (XP)
11,500

XP for next level: 13,000

Permission is granted to photocopy thi for home g

f the Coast LLC.




«» DuUNGEONS§IDRAGONS'
TISHA SWORNHEART |

Class: Warlock (Star Pact) Level: 7

Race: Tiefling Gender: Female Rolli i = of

e the turn order in combat. squares you can move with
Alj Unaligned amove action.
Languages: _Common, Deep Speech DEFENSES

@) o ioss (1) I
AB S SKILLS AC itis i

Strength measures your physical power.
Athletics (A Trained +3 @
Reflex | s |

@ Constitution +2 +5
A— - -

f

Endurance [ Trained :l

i 'gth of wil K ipline.
Dexterity +0 +3
- ot gl (s Py @
Acrobatics [ Trained +3

Stealth [ rained +5 9 PTE NI  eldritch blast [1d10+6
i X Trai + ,roll ad20 bonus. Compare
Thievery Xl Trained 8 Wheniol 20 eed i o etk o Compe
roll damage.
Intelligence
Intell @ P Bloodied
Afcana ) rained +6 unconscious. Your bloodied value s half of your hit points
History [ Trained +6 (rounded down).
Religion Qrained +6 Healing Surge Value
Surges Per Day
Wisdom +0 +3 b
T your heali . which is one-quarter of your hit poi
Dungeoneering [ Trained +3
Heal [ Trained +3 CURRENT HIT POINTS
Insight Xl Trained +8
Nature [ Trained +3
Temporary Hit Points Surges Remainin,
Perception [ Trained +3 porary o 9
Charisma +4 +7
. - L ACTIONS IN COMBAT
On your turn in combat, you can take three actions:
Bluff (X1 Trained +14 + Astandard action, which is usually an attack
Dinl O Trained 7 + Amove action, which involves movement
iplomacy Traine Sl + Aminor action, which is simple and quick
Intimidate (A Tvained +7 You can give up an action to take another action from
lower on the list, 5o you can take a move or a minor action
Streetwise (X Trained +12 instead of a standard action or a minor action instead of a

Permission is granted to photocopy this 5 TM & ©2011 Wizards of the Coast LLC.




POWERS AND FEATS

Dire Radiance (at-will

Fate of the Void (at-will)

Warlock's Curse (at-will)

Beguiling Tongue (encounter)

Far Realm Phantasm (encounter)

Frigid Darkness (encounter)

Infernal Wrath (encounter)

Witchfire (encounter)

Curse of the Bloody Fangs (daily)

Curse of the Dark Dream (daily)

Dark One's Own Luck (daily)

Tiefling Traits: bloodhunt, resist 8 fire

Improved Defenses (feat)

Improved Initiative (feat)

Killing Curse (feat)

Warlock's Sight (feat)

EQUIPMENT AND MAGIC ITEMS
+2 hexer's rod (implement)

+2 irrefutable leather armor

+2 amulet of protection

Adventurer's kit

Backpack

Bedroll

Flint and steel

Belt pouch

Trail rations (10 days)

50-foot rope

Sunrods (2)

Waterskin

WEALTH
1,800 gp

CHARACTER SKETCH

CHARACTER NOTES

Tisha is manipulative, tricky, sexy, and
painfully aware of how tieflings are
perceived. Half the time she's willing to
seduce someone to get what she needs,
half the time she'll lecture puzzled
villagers about prejudice. She's on the
road to finding her missing sister, who
was last seen in Fallcrest. The siblings
have unresolved issues that Tisha won't
discuss with anyone. Along the way,

she looks for opportunities to increase
her power. As a warlock, she has forged a
pact with the stars, and it remains to be
seen whether this pact will come back to
bite her.

Use this spe ‘you like: to record what h

your advent: track quest:

and goals, note the names of the other chamners inyour
party, or draw a picture of your characte

EXPERIENCE POINTS (XP)
11,500

XP for next level: 13,000

Permission

ly. TM& ©2011 f the Coast LLC.




«)»» DUNGEONS & DRAGONS'
VaRss |

Class: Scout (Ranger) Level: 7

. _ Rol deten four speed is the number of
Race: BIf  Gender: Male the turn order in combat. squares you can move with
Al Good amove action.

L Common, Elven DEFENSES

@) o o (1) I
AB ES Al SKIL| 7o B = ==

Strength measures your physical power.

Athletics [ Trained +3

Constitution v
‘Constituti health, stam el force.
Endurance Qs ] (18 T
gth of wil i discipline.
Dexterity +4 +7

dnton g ond @Amksmus

Acrobatics Xl Trained +12
Stealth  Eiained 12 @Attack Boris Tat0- 4
Thievery [ Trained +7 Whenyou attack, roll a 420 and add your attack bonus. Compare
’s def ifyou hit. Ifyou do hit,
oll damage.
€D -ciicence
g i Kz 3 @ Points Bloodied
Arcana [ Trained +3 Yourhit damage
unconscious. Your bloodied value is halfof your hit points
History [ Trained +3 (rounded down).
Religion Q) Tained +3 Healing Surge Value
Surges Per Day lIl
Wisdom +3 +6 When you spend a healing surge, you regain hit points equal to
‘Wisde nse, self disciolime, and T ¥ i , which is one-qs »f your hit points
Dungeoneering [ Trained +6
Heal Xl Trained +11 CURRENT HIT POINTS
Insight [ Trained +6
Nature X1 Trained +2 +13
Temporary Hit Points Surges Remainin
Perception (Xl Trained +2 +13 porary b 9
Charisma +0 +3
- — 1 ACTIONS IN COMBAT
3 On your turn in combat, you can take three actions:
Bluff [ Trained +3 + Astandard action, which is usually an attack
Dinl Cl et 3 + Amove action, which involves movement
iplomacy Traine +. + A minor action, which is simple and quick
Intimidate [ Trained +3 You can give up an action to take another action from
lower on the list, so you can take a move or a minor action
Streetwise [ Trained +3 instead of a standard action or a minor action instead of a

Permission i d is 1 ly. TM & ©2010 Wizards of the Coast LLC.




POWERS AND FEATS

Aspect of the Charging Ram (at-will

Aspect of the Cunning Fox (at-will)

Aspect of the Soaring Hawk (at-will)

Dual Weapon Attack (at-will)

Elven Accuracy (encounter)

Power Strike (2/encounter)

Reactive Shift (encounter)

Oak Skin (daily)

Step of Morning Mist (daily)

Wilderness Knacks: Ambush Expertise,

Watchful Rest, Wilderness Tracker

Elf Traits: Group Awareness, Wild Step

Axe Expertise (feat)

Cunning Stalker (feat)

Two-Weapon Defense (feat)

Two-Weapon Fighting (feat)

EQUIPMENT AND MAGIC ITEMS
+2 handaxe (main hand weapon)

+2 handaxe (off-hand weapon)

+2 hero's hide armor

+2 cloak of resistance

Longbow

Quiver of arrows

Adventurer's kit

Backpack

Bedroll

Flint and steel

Belt pouch

Trail rations (10 days)

50-foot rope

Sunrods (2)

Waterskin

Assorted knickknacks

WEALTH
500 gp

CHARACTER SKETCH

CHARACTER NOTES

Varis hates the forest. Oh, don't get us
wrong. Varis is a very good ranger. He
can track by moonlight, smell humans
from a mile off, hear the whisper of
arrowflight during a thunderstorm . ..
he just really, really likes pubs and songs
and buildings and cats. He's convinced
that urban structures are natural
outgrowths of nature, with just as much
wonder and variety as the forests they're
built near. He adventures to see new
towns. Varis fights with a matched set of
axes that cut through flesh and bone as
well as trees. Like all elves, Varis has
low-light vision.

Use this space however you like: to record what happens on
your adventures, track quest: it back 3

and goals, note the names of the other characters in your
party, or draw a picture of your character.

EXPERIENCE POINTS (XP)
11,500

XP for nextlevel: 13,000

Permission s g photocopy f
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Get your fantasy fix with
these other fine titles!

Dungeons & Dragons:
The Legend of Drizzt: Neverwinter Tales
ISBN: 978-1-61377-156-3

Dungeons & Dragons, Vol. 2:
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SHADOWPILAGUE

Beginning a new era in Dungeons
& Dragons_history! The genre-
defining roleplaying game gets its
first ongoing series in years! Join
writer John Rogers (Blue Beetle)
and - artist - Andrea  Di- Vito
(Annihilation) as they bring us a
tale of high adventure and deep
secrets. Adric Fell leads a band of
heroes " in “a ~world =~ where
civilization has been reduced to a
few scattered points of light amid
a rising tide of shadows.
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