Just beyond the remnants of the King’s Wall, at the
edge of the Chaos Scar, a dirt path leads from civili-
zation into the heart of this dangerous valley. Right
off the edge of'this path sits a place known to travel-
ers as the Crossroads (though, in truth, only the one
path passes through this area). Here, at the edge of
the Chaos Scar, is where the fringes of civilization
and the edge of danger meet. Not coincidentally,
this is also the place where those brave enough to
venture even just inside the edge of the Chaos Scar

come to meet with some of the more entrepreneurial
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inhabitants of the valley. It is just distant enough
from the closest settlements and bastions of order
that those of less honorable origin can come to sell
their wares and services. And it is likewise just far
enough from the Chaos Scar that those seeking such
wares and services can come without too much fear
of trouble—although this is still a lawless area. It is
a rough place, like the Scar beyond it, but this way-
point is used by many adventurers (and the bravest
of merchants and traders) as a final stopping place
before entering the Chaos Scar proper.
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THE GIBBET TREE

Riding into the Crossroads, the first sight to greet a

visitor’s eyes is the massive structure known as the
gibbet tree. This tall, metal structure has a number
of bars that branch off from a thick, metal central
post, from which hang a number of broad metal
cages. Many of the intelligent monstrous races that
live within the confines of the Chaos Scar use the
gibbet tree as a form of punishment and a warning to
anyone who would consider entering their domain.
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Hobgoblins, orcs, gnolls, and other races inhabiting
the Scar bring live captives to the Crossroads and
stuff them within the cages of the gibbet tree, where
they are left to die a slow, agonizing death from thirst
and starvation.

When the characters first arrive at the Crossroads,
they will almost certainly see the gibbet tree immedi-
ately, as all visitors entering from civilization do. The
gibbet tree serves as a warning that anyone think-
ing of entering the Chaos Scar had best turn back,

because intruders are dealt with harshly.

CRIES FOR HELP

When the heroes approach, they will find that they
have arrived while a prisoner in the gibbet tree is
begging his captors for his life. Should the heroes try
to intervene, the hobgoblin guards stationed there

do not take kindly to their meddling. To give your
players more incentive, feel free to have the prisoner
be someone they met earlier in their adventuring
careers. If they choose to ignore it, they must listen to
the prisoner’s cries for the duration of their stay at the
Crossroads.

If the characters do come to the prisoner’s rescue,
they must deal with the hobgoblins. See the “Hob-
goblin Hangmen” encounter below for how to deal
with this situation. If the characters manage to rescue
the prisoner, he is not only very grateful but offers to
lead the characters back into the valley to recover the

bodies of his former companions.

THE TRADING POST

The main structure, and the reason why most visitors
come to the Crossroads, is the trading post that has
been erected there. A two-story building that looks
vaguely like a mushroom, with a second floor wider
than the first, this building looks old and appears
to be in ill repair. Most of the wood has grayed from
constant exposure to the elements, and most of the
shutters on the windows have large holes punched in
them, if they haven’t simply rotted away. A sign above
the door depicts a wagon being drawn by oxen, the
only indication this is more than just an abandoned
building.

This trading post is where brave merchants from
civilization come to deal with the monstrous races
of the Chaos Scar. Many adventurers who meet their
end in the Chaos Scar leave behind magic and unique
items, which the inhabitants of the valley are only
happy to sell or trade to unscrupulous merchants. The
traders get their hands on magic items, and the mon-
sters get their hands on contraband smuggled by the
traders. All such details occur at the Crossroads

MILLEN SILVEREVYE

One of the only people that can claim to be a real resi-
dent of the Crossroads is a tiefling man called Millen
Silvereye. According to local rumor, Millen was per-
manently scarred by a run-in with a mind flayer. The
encounter turned one of Millen’s eyes to solid silver
and gave him amazing prescience, allowing him to
see into the future a short distance.

The truth, while far less exciting, isn't that differ-
ent. Millen, a modestly talented wielder of psionic
power, has cultivated his skills and can see beyond
the immediate future. He uses this power to predict
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what the value of an item might be, looking into

its future to see its ultimate destiny, acting as an
appraiser for goods brought to the Crossroads for
trade. In exchange for a small cut of each transaction,
Millen serves as a neutral arbiter of value whom both
traders and the inhabitants of the valley have come
to trust. His silver eye is merely a replacement he had
crafted after the eye was cut out by an orc chieftain
who was unhappy with the value he gave an item.

FuLGrRIM, PELT TRADER

Present at the trading post when the heroes arrive is
a half-orc scavenger named Fulgrim. Fulgrim deals
in the pelts of exotic creatures that live in the Chaos
Scar. He waits until others, usually adventurers, have
slain a number of dangerous creatures and then
comes in behind them to claim their pelts and skins
for himself. Many of these pelts are considered to be
valuable commodities by traders. For example, one
year, owlbear-skin cloaks were all the rage among
nobles of a nearby city, and Fulgrim was only too
happy to provide pelts to traders who came to the
Crossroads. Fulgrim has currently brought a collec-
tion of thick behemoth hides to trade with a caravan
of dwarves; the dwarves expect to use the hides to
make armor before an expedition deeper into the
Chaos Scar.
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Getting Black Market Access Level 3
Skill Challenge XP 150

You try to convince Millen Silvereye to sell you some of the
black market goods hidden at the Crossroads trading post.

When the characters arrive at the trading post, they should
catch on that more than just pelt trading goes on here. In
fact, the dwarves of the caravan seem a bit unnerved by the
presence of adventurers, as though afraid of being caught
dealing with Millen. He clearly has more to offer than
simple appraisal.

Complexity

1 (requires 4 successes before 3 failures)

Primary Skills

Diplomacy, Insight, Intimidate, Streetwise

Other Skills

Bluff, Perception

Victory

The characters convince Millen to let them see his secret
wares. Millen offers up two magic items for sale at 90% of
market price. These magic items are all level 3 or lower,
chosen by the DM. He also tries to trick the characters with
his favorite scheme (see “The Treasure Trap” below).

Defeat

Millen does not offer the characters any of his real wares, but
instead only pretends to deal with them, attempting to lure
them into his scheme (see “The Treasure Trap” below).

Diplomacy (DC 10)

The character appeals to Millen’s business sense, convincing
him that they will make good (and discrete) customers and
that he should deal with them.

Insight (DC 10)

The character senses Millen’s caution and reluctance, and
knows to convince Millen that he won’t bring any trouble
to the trading post.
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Intimidate (DC 15)

The character tries to convince Millen that refusing them
would be very bad for his health. Millen’s reluctance begins
to melt away when he realizes that they could probably just
take what they wanted.

Streetwise (DC 10)

The character recognizes that dealing in black market goods
requires a certain attitude and approach, which usually
involves talking around the subject of the conversation
rather than speak of it directly. The character knows the
lingo that Millen expects a discrete buyer to use.

Bluff or Perception (DC 15)

The character notices (or tricks Millen into revealing) that no
one expected them to arrive, and that the characters may
have interrupted some clandestine trading. This grants the
character a +2 bonus to Insight or Streetwise checks for the
remainder of the skill challenge.

THE BONEYARD

Away from the main road is a sunken depression in
the earth known as the boneyard. This is where the
remains of bodies from the gibbet tree are tossed
when a cage needs to be cleaned out for a new
occupant. The boneyard is a crude graveyard full of
unmarked graves, shallow pits, and mounds of freshly
churned earth. The necrotic energy from so many tor-
tured bodies has given unlife to a number of zombies
that now roam the boneyard, hungry for the flesh of
the living.

THE TREASURE TRAP

One of Millen Silvereye’s favorite schemes involves
using the boneyard as a trap for the greedy. The ruse
begins when new traders or naive adventurers arrive
at the Crossroads looking for contraband or black
market magic items. If Millen believes he can fool
them, he pretends to barter for a number of magic
items until he has come to an agreement with the
traders. With the deal done, Millen provides the trad-
ers with a map of the boneyard, claiming that, to keep
from being killed and robbed, he keeps his valuables
buried in empty graves in the boneyard. With the
supposed location of these hiding places marked on
the map, he sends them off to the boneyard, where
the zombies waiting there invariably kill the traders.
Millen waits until the zombies’ hunger is sated before
going into the boneyard to recover any valuables the
victims might have carried.

Millen will try to trick the characters into falling
into his trap, even if he has to sell them a few items
first to win their confidence. He doesn’t care about
giving away a few items, since he plans to reclaim
them once the zombies have finished with the charac-
ters. See the “Into the Boneyard” encounter, and then
the “Inside the Trading Post” encounter if the charac-
ters return to confront Millen.
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HOBGOBLIN HANGMEN

Encounter Level 3 (850 XP)

SETUP

This encounter may occur whenever the characters
investigate the gibbet tree and decide to intervene.
The hobgoblins have recently captured a human thief
who tried to rob their base of operations deeper in the
valley. They brought the thief here to face a slow, ago-
nizing death. The captive is still alive, but the three
hobgoblin deathwatchers assigned to guard the gibbet
tree are tiring of his begging. If the heroes decide

to intervene and free the man, the hobgoblins try to
stop them. Alternatively, this scene could occur if the
heroes are captured in the valley and brought here to
be put in the gibbet tree themselves.

Gibbet zombies (G)
2 raven swarms (R)
3 hobgoblin deathwatchers (H)

When the heroes approach, read or paraphrase the
following aloud:

The sound of harsh words spoken in a guttural language
nearly drowns out the cries for mercy coming from ahead.
Looming over the path is what appears to be a massive
metal frame resembling a tree, from which hang a number
of metal cages. Rotting corpses occupy most of the cages,
though a malnourished human prisoner reaches out from
between the bars of one cage, pleading with three stern-
looking hobgoblins to set him free.

TACTICS

The hobgoblins are deathwatchers, set in place to
ensure that prisoners left in the gibbets die the slow,
agonizing deaths they deserve. They fight to prevent
anyone from intervening in the punishment of cap-
tives, and they try and drive enemies away from the
cages, or slay them if they are persistent. They have
been letting the ravens feed on the corpses, so if
anyone starts a fight with the hobgoblins the raven
swarms come to the rescue. The hobgoblins are also
aware of the gibbet zombies, and if an enemy tries to
get close they sometimes allow the zombies to grab
those enemies before hitting them with prisoner’s
lament.

FEATURES OF THE ARFEA

Ilumination: During the daytime, there is little
to obscure the sunlight, so the area around the gibbet
tree is well lit. At night, light from the trading post
(and the moon, if present) illuminates the gibbets,
casting the entire area in dim light.

Gibbet Tree: The gibbet tree is a massive metal

structure designed to hold the gibbets in the air, keep-

ing them around 5 feet off of the ground. The tree’s
frame is made of thick black iron, and has lasted for
many years without bending or rusting appreciably.

Ground: The ground below the gibbet tree is cov-
ered in filth and muck, but, like the rest of the area,
should provide no significant impediment.
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Level 3 Soldier
Medium natural humanoid XP 150
Initiative +5 Senses Perception +2; low-light vision
HP 46; Bloodied 23

AC 19; Fortitude 16, Reflex 14, Will 13

Speed 6

® Deathwatcher Pike (standard; at-will) 4 Weapon
Reach 2; +10 vs. AC; 1d10+4 damage, and the target is
marked until the end of the hobgoblin deathwatcher’s next
turn.

+ Pinning Pike (opportunity action, when a marked target
makes an attack that does not include the hobgoblin
deathwatcher; at-will) ¢ Weapon
Reach 2; targets the triggering creature; +10 vs. AC;
1d10+4 damage, and the target is immobilized until the
end of the deathwatcher’s next turn.

4 Prisoner’s Lament (standard; at-will) ¢+ Weapon
Targets grabbed, restrained, or immobilized targets only;
Reach 2; +12 vs. AC; 1d10+8 damage, and the target takes
a -2 penalty to skill checks and saves until the end of the
deathwatcher’s next turn.

< Clearing Pike (standard; when first bloodied) ¢ Weapon
Close burst 2; targets enemies in burst; +10 vs. AC;
1d10+4 damage, and the target is pushed 2 squares.

Hobgoblin Resilience (immediate reaction, when the
hobgoblin deathwatcher suffers an effect that a save can
end; encounter)

The hobgoblin deathwatcher rolls a saving throw against
the triggering effect.

3 Hobgoblin Deathwatchers (H)

Alignment Evil Languages Common, Goblin
Skills Athletics +9

Str 17 (+4) Dex 15 (+3) Wis 12 (+2)
Con 14 (+3) Int 8 (+0) Cha7 (-1)

Equipment deathwatch pike, scale armor
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2 Raven Swarms (R) Level 2 Skirmisher | i i e N9
Medium natural beast (swarm) XP 125 i g MEAL \
Initiative +6 Senses Perception +8; low-light vision I ! 1 ! 1
Swarm Attack aura 1; each enemy that ends its turn in the . G
aura takes 5 damage. - R <
HP 34; Bloodied 17 = & B sy
AC 16; Fortitude 12, Reflex 14, Will 13 7
Speed 6 fly
® Beaks and Talons (standard; at-will) i
+7 vs. AC; 2d4+4 damage. .o
4 Feasting Ravens (standard; at-will) et I
The raven swarm shifts up to its speed, can shift through Bl
squares occupied by enemies, and makes the following Ar
attack once against each enemy whose square it enters: +5 L
vs. AC; 1d4+4 damage. A it
Blur of Black (move; at-will) P
The raven swarm moves up to its speed, and can move
through squares occupied by enemies.

m

Alignment Unaligned Languages — | * 7
Str 12 (+2) Dex 16 (+4) Wis 14 (+3) I e
Con 10 (+1) Int 2 (-3) Cha 10 (+1)

Gibbet Zombies (G) Level 3 Lurker

Hazard XP 150

These gibbets hang like fruit from a large metal tree. Inside,
rotting corpses—some fresher than others—lean against the
bars of the cages.

Hazard: Corpses in gibbets animated by undeath reach out to
grab the living.

Perception:

No check is necessary to notice the gibbets.
Trigger:

A creature ends its turn adjacent to a gibbet.
Attack
Opportunity Action Melee

Target: The triggering creature.

Attack: +10 vs. Fortitude

Hit: The target is grabbed until escape (Acrobatics or Athletics,
DC 10)

Countermeasures
If any gibbet takes more than 10 points of damage, the
zombie inside is destroyed and creatures no longer trigger
this hazard for ending adjacent to that gibbet.
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INSIDE THE
TRADING POST

Encounter Level 3 (800 XP)

SETUP

This encounter takes place if the heroes try and bully
Fulgrim and the dwarves into letting them in on the
black market dealings, or it could occur when the
heroes confront Millen after he tries to direct them
into an ambush in the boneyard. Since the dwarves
and Fulgrim have business together, they fight
together, and they will defend Millen if the characters
try to rough up the tiefling appraiser.

Fulgrim (F)

Millen Silvereye (M)
Dwarf caravan master (D)
4 dwarf caravan guard (G)

When the characters first enter the trading post, read

or paraphrase the following:

The inside of this building looks to be only marginally
cleaner than the wilderness outside. The ground floor of the
building is host to a wide open area where several benches
are arrayed for the display of wares. A group of dwarves is
picking through what looks to be animal hides on one table,
while a weathered half-orc watches them closely. A lithe
tiefling man with the hood of his robe pulled up turns to
look at you as you enter, gazing at you with what appears to
be one eye made completely of silver.

Level 3 Lurker
XP 150

Fulgrim (F)

Medium natural humanoid, half-orc

Initiative +6 Senses Perception +8

HP 40; Bloodied 20

AC 17; Fortitude 15, Reflex 12, Will 14

Speed 6

® Handaxe (standard; at-will) 4 Weapon
+8 vs. AC; 1d6+3 damage.

& Axe Throw (standard; at-will) ¢ Weapon
Ranged 5/10; +8 vs. AC; 1d6+3 damage.

4 Hook and Hold (standard; at-will) 4 Weapon
Requires handaxe; +6 vs. Fort; 1d6+3 damage, and the
target is grabbed. The target grants combat advantage to
Fulgrim while grabbed.

Hostage Strike (immediate interrupt, when hit by a melee or
ranged attack; at-will)

A creature Fulgrim is grabbing takes the damage from the
triggering attack.

Combat Advantage
Fulgrim’s attacks against creatures granting him combat
advantage deal an extra 1d6 damage on a hit, and the
target is pushed the target 2 squares.

Alignment Unaligned Languages Common, Giant

Skills Stealth +7

Str 13 (+2) Dex 13 (+2)

Con 16 (+4) Int 10 (+1)

Equipment 4 hand axes, leather armor

Wis 15 (+3)
Cha 14 (+3)

TACTICS

When a fight breaks out, the caravan guards move
into positions where they can use focused guard on
Fulgrim, Millen, and their caravan master respec-
tively. Millen tends to stay near the rear of the conflict
or ascend to the second floor, psychically hurling
small objects such as lanterns, pewter mugs, and coins
like projectile weapons at the characters. Fulgrim tries
to catch any characters that stay too close to the edge
of the fight with his hook and hold attack, using them as
a human shield while letting the dwarves do the bulk
of the fighting. If the caravan guards get too far from
their charges, the caravan master uses caravan driver to
get them back into proper position.
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Level 2 Controller
XP 125

Millen Silvereye (M)

Medium natural humanoid, tiefling

Initiative +2 Senses Perception +3

HP 37; Bloodied 18

AC 16; Fortitude 12, Reflex 14, Will 4

Speed 6

® Quarterstaff (standard; at-will)
+7 vs. AC; 1d8+5 damage.

® Hurl Object (standard; at-will)
+6 vs. Reflex; 2d4+4 damage, and the target is slowed
until the end of Millen’s next turn.

=% Kneel! (standard; recharge [ 3] <] £ 3]) ¢ Psychic
Area burst 1 within 10; +4 vs. Will; 1d6+6 psychic
damage, and the target is knocked prone.

Psionic Augment (free, when Millen hits with a quarterstaff or
hurl object attack; recharge when first bloodied) 4 Psychic
Millen’s attack deals an extra 1d8 psychic damage.

Vision of the Future (immediate interrupt, when hit by an
attack; encounter)
Millen shifts 2 squares.

Alignment Unaligned

Skills Arcana +9

Str 10 (+1) Dex 12 (+2)

Con 13 (+2) Int 17 (+4)

Equipment quarterstaff, robes, belt pouch

Languages Common, Elven

Wis 14 (+3)
Cha 11 (+1)

FEATURES OF THE ARFA

Ilumination: The interior of the trading post is
kept lit at all times by a variety of lanterns, candles,
and a fire in the hearth. It is brightly lit throughout.

Ground: The ground is little more than a dirt
floor covered in a layer of dry straw. An errant torch
or broken lantern could set the floor, and the rest of
the trading post, on fire.

Second Floor: A single set of stairs leads to a
second floor, where a number of pallets are kept for
travelers who need to stay overnight. The second floor

is two squares up from the ground floor.
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4 Dwarf Caravan Guards (G) Level 1 Soldier
Medium natural humanoid, dwarf XP 100
Initiative +3 Senses Perception +6; low-light vision
HP 32; Bloodied 16
AC 17; Fortitude 15, Reflex 13, Will 12
Speed 5
® Warhammer (standard; at-will) 4 Weapon
+8 vs. AG; 1d10+3 damage
{ Shield Bash (opportunity action, when an enemy makes an
attack against the dwarf’s focused guard power; at-will)
+6 vs. Fort; 1d6+3 damage, and the target takes a -3
penalty to the triggering attack.
4 Skullcracker (standard; encounter) 4 Weapon
+8 vs. AG; 2d10+3 damage. Miss: Half damage.
Focused Guard (free action 1/round; at-will)
Targets one adjacent ally. Until the end of the encounter or
until the dwarf caravan guard uses this power again, if the
target starts its turn adjacent to the dwarf caravan guard
the target gains 4 temporary hit points.
Alignment Unaligned Languages Common, Dwarven
Str 13 (+1) Dex 13 (+1) Wis 12 (+1)
Con 16 (+3) Int 9 (-1) Cha 8 (-1)
Equipment warhammer, scale armor, buckler

Level 2 Skirmisher
(Leader)

Medium natural humanoid, dwarf XP 125

Initiative +3 Senses Perception +2; low-light vision

HP 38; Bloodied 19

AC 16; Fortitude 14, Reflex 14, Will 12

Speed 5

® Greataxe (standard; at-will) ¢ Weapon

+7 vs. AC; 1d12+3 damage (crit: 1d12 + 15 damage).

4 Mobile Strike (standard; at-will) ¢ Weapon

The dwarf caravan master can shift 1 square both before

and after making this attack; +7 vs. AC; 1d12+3 damage

(crit: 1d12 + 15 damage).

4 Leaping Fury (standard action; recharge when first bloodied)

4 Weapon

The dwarf caravan master jumps up to his speed before

making this attack, and this jump does not provoke

opportunity attacks; +7 vs. AC; 2d12+2 damage.
Caravan Driver (move; at-will)

Each dwarf ally within 5 squares can shift 2 squares.
Alignment Unaligned Languages Common, Dwarven
Skills Insight +7
Str 17 (+4) Dex 11 (+1)
Con 14 (+3) Int 13 (+2)
Equipment greataxe, scale armor

Wis 13 (+2)
Cha 12 (+2)

Dwarf Caravan Master (D)
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INTO THE BONEYARD

Encounter Level 4 (900 XP)

SETUP

This encounter takes place if the characters are
enticed into trying to investigate the boneyard. Sev-
eral undead creatures reside here, and they lurk
underground most of the time (hiding in shallow
graves filled with dirt). These undead are mindless
and brutish, and want only to extinguish any life that
enters the boneyard.

2 boneyard zombies (B)
3 grave hunger zombies (G)
Shallow Graves

When the heroes enter the boneyard, read or para-
phrase the following:

Scattered piles of earth and occasional small pits are

all that distinguishes this pitiful graveyard from the
surrounding terrain. The majority of the unmarked graves
are down a slight slope, concentrated in a bowl-shaped
depression in the valley.

Perception

DC 10 The character notices that some of the bodies that
lie stacked in open graves are occasionally moving of their
own accord.

DC 15 The character notices that some of the mounds
of earth are shifting, and that something might be lurking
beneath.

TACTICS

The three grave hunger zombies begin in hiding,
lurking in the mounds of earth and making Stealth
checks to remain unnoticed. Once the characters are
within the area, they emerge from hiding and try and
drag characters into shallow graves. The boneyard
zombies use feed the hungry to push the characters
adjacent to grave hunger zombies, who then in turn
use drag to the grave with the attack granted by the
boneyard zombies.

FEATURES OF THE AREA

INlumination: During the daytime, there is little
to obscure the sunlight, so the boneyard is well lit. At
night, light from the trading post (and the moon, if
present) illuminates the graveyard, casting the entire
area in dim light.

Ground: The ground here is soft and covered
in mounts of dirt. All squares filled by these dirt
mounds count as difficult terrain.

Shallow Graves: A number of shallow graves
leave holes in the ground throughout the boneyard.
Each of these three shallow graves is marked on the
map as an empty hole in the ground, and is 1 square
deep.
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2 Boneyard Zombie (B)
Medium natural humanoid (undead)
Initiative +2 Senses Perception +3
HP 57; Bloodied 28

AC 15; Fortitude 15, Reflex 11, Will 13

Speed 6

® Claws (standard; at-will)
+6 vs. AC; 1d10+6 damage.

4 Driving Slam (standard; at-will)
+6 vs. AC; 1d10+6 damage and the target is pushed 3
squares.

{ Feed the Hungry (standard; recharge when first bloodied)
+4 vs. Fort; 1d10+6 damage, and slide the target 3
squares. One ally adjacent to the target can use any at-will
melee attack power against the target as a free action.

4 Parting Shot (when reduced to 0 hit points; encounter)
+6 vs. AC; 2d10+5 damage, and the target is pushed 3
squares.

Level 3 Brute (Leader)
XP 150

Alignment Unaligned Languages —

Skills Athletics +7

Str 13 (+2) Dex 13 (+2) Wis 15 (+3)
Con 17 (+4) Int4(-2) Cha 8 (+0)

Level 3 Lurker
XP 150

3 Grave Hunger Zombie (Z)
Medium natural humanoid (undead)
Initiative +7 Senses Perception +2
HP 35; Bloodied 17
AC 17; Fortitude 16, Reflex 15, Will 13
Speed 6
® Slam (standard; at-will)
+8 vs. AG; 1d8+5 damage.
4 Drag to the Grave (standard; at-will)
+6 vs. Fort; 1d6+2 damage, and the grave hunger zombie
shifts up to its speed and pulls the target the same number
of squares. The target is grabbed, and as long as the target
remains grabbed the grave hunger zombie gains a +4
bonus to AC and Reflex.
4 Rend (standard; at-will)
Grabbed targets only; +10 vs. AC; 2d8+5 damage, and the
grab ends.
Cast Off (immediate reaction, when a grabbed creature
escapes from the grave hunger zombie; at-will)
The grave hunger zombie shifts up to half its speed.
Alignment Unaligned Languages —
Skills Athletics +9, Stealth +8
Str 16 (+4) Dex 14 (+3)
Con 11 (+1) Int 4 (-2)

Wis 13 (+2)
Cha 6 (-1)
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Shallow Grave Level 3 Obstacle About the Author N
Hazard XP 150 Rodney Thompson is an RPG developer and designer at \\
Wizards of the Coast. Originally from Chattanooga, TN, his

credits for the DuNGEONS & DrRAGONS® game include the

Eberron® Campaign Guide and Martial Power II, and he is the

lead developer for the 12 campaign setting books. Rodney is

also the lead designer and developer of all of the Star Wars

Roleplaying Game Saga Edition books.

The land is dotted with shallow pits, just deep enough to keep
the rain from washing away the dirt covering fresh corpses
inside.

Hazard: Shallow graves throughout the area quickly fill with a
layer of foul-smelling dirt when anyone falls inside, making
it hard to get out or make attacks.

Perception:

No check is necessary to notice the shallow graves.

Trigger:

A creature ends its movement or ends its turn adjacent to a
shallow grave.

Attack

No Action Melee

Target: Triggering creature

Attack: +10 vs. Reflex

Hit: The target is pulled 1 square into the shallow grave and
restrained (save ends). The target does not get to save
against being pulled over the precipice into the shallow
grave.

Countermeasures
Athletics (DC 15): A creature restrained by a shallow
grave can spend a move action to try and escape with an
Athletics check. With a success, the creature is no longer
restrained by the shallow grave. €3
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