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“The path of this war and the destruction of 
all hangs by the thinnest thread, but by the fa-
vor of fate and the gods, a light comes to us in 
our darkest hour. With the power of the Well 
of Worlds lost to them, the githyanki’s assault 
upon the world will shatter like glass, but we 
must act now if we hope to prevail. There is no 
time for caution—no time for fear. Struck with 
all the force that this Coalition can  muster 
against it, Garaitha’s Anvil must fall.”
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“Garaitha’s Anvil” is an adventure for five 17th-level 
characters. By the end of the adventure, the PCs 
should have attained 19th level. This adventure is the 
sequel to “Throne of the Stone-Skinned King” in the 
Scales of War adventure path, or it can be adapted for 
use in your own ongoing campaign.
 In “Garaitha’s Anvil,” the PCs take on the role of 
a strike team fighting for the Coalition of peoples 
standing against the githyanki invasion. However, 
what appears at first to be a routine mission against 
a remote outpost reveals how close the githyanki are 
to completely overwhelming the Coalition’s worldly 
defenses—and shows up a critical weakness in the 
invaders’ plans. By undertaking the dangerous infil-
tration of a githyanki planar nexus, the PCs have a 
chance to take the fight to the invaders on their own 
turf—and to potentially turn the tide of war.

BACKGROUND

In the aftermath of the previous installment of the 
adventure path (“Throne of the Stone-Skinned King”), 
the PCs discovered that Tiamat was secretly behind 
the githyanki invasion, and that the githyanki con-
trolled a number of outposts previously unknown 
to the Coalition. One of those outposts becomes the 
starting point of this adventure when the Coalition 
receives word of githyanki troops seen in a remote 
mountain pass.

However, when the PCs investigate, they find not 
a military outpost but an ancient temple built around 
an ancient portal called the World Gate. At the fane of 
Chaniir, they discover that a schism is growing within 
the githyanki. The majority forces loyal to Emperor 
Zetch’r’r are under attack by insurgents who oppose 
the githyanki’s invasion of the world, and who know 
that Tiamat’s dark goals underlie Zetch’r’r’s ambition.

 The githyanki’s mastery of planar travel and 
 teleportation grants them a deadly edge in their inva-
sion of the world, but the full extent of their planar 
power remains as yet unknown to the Coalition or its 
heroes. Harnessing power drawn off from the world, 
the Feywild, and the Shadowfell, the githyanki portal 
network is  powered by a planar nexus called the Well 
of Worlds.
 Within the Well, a teleportation circle known 
as the Sovereign Gate can teleport creatures to any 
location in the world or the planes, with or without a 
permanent teleportation circle at their destination. 

An ultimately powerful version of a true portal (as 
created by the ritual of the same name), the Well 
of Worlds is the site from which elite githyanki 
scouts and strike teams launch their incursions into 
the world, and it accounts to a large degree for the 
githyanki’s previous success in the invasion. However, 
Zetch’r’r has an even bolder plan in hand.
 With eldritch craft bestowed by Tiamat and 
stolen from the giants, the githyanki seek to have 
the power of the Sovereign Gate extended through-
out their entire portal network. From anywhere in 
their empire, the githyanki can send troops by the 

THE QUESTS

In “Garaitha’s Anvil,” the PCs take on a strike team 

role against three different githyanki targets. In the 

final battle, while the heroes of the Coalition lead a full 

assault against a planar shipyard, the PCs must cap-

ture a githyanki admiral who holds the key to turning 

the tide of war. Each section of the adventure offers 

the characters a chance to earn quest XP.

Minor Quest—Free the Faithful of Chanhiir
In a remote githyanki temple known as the Fane 

of Chanhiir, the PCs discover a faction of githyanki 

opposed to the invasion and the aspirations of the 

Emperor Zetch’r’r. By taking out the Zetch’r’r loyalists 

that have invaded the temple and slaughtered the 

faithful of Chanhiir, the PCs gain access to the World 

Portal, which leads to a secret githyanki site known 

as the Well of Worlds.

 Reward: 1,600 XP.

Minor Quest—Capture the Well of Worlds
Arcane secrets gained in Chanhiir give the PCs access 

to the githyanki planar nexus known as the Well of 

Worlds. By defeating its guardians and aiding the 

enslaved eldritch giant who watches over the site, 

the PCs discover that the githyanki seek to extend the 

power of the Well of Worlds—granting them limitless 

access to the world by way of the massive portal net-

work through which the invasion is being waged.

 Reward: 2,000 XP.

Major Quest—Capture Admiral Kada’ne and 
Garaitha’s Anvil
To control the Well of Worlds, the PCs need to obtain 

one of three eldritch keys held by the highest githyanki 

leadership. One such leader—Admiral Kada’ne—is 

currently at the githyanki planar shipyard known as 

Garaitha’s Anvil. As the heroes of the Coalition launch 

a full assault against the site, the PCs attempt to cap-

ture Kada’ne and give the Coalition the power to shut 

down the githyanki invasion.

 Reward: 12,000 XP.



Garaitha’s Anvil

37J u n e  2 0 0 9   |   DU NGEON 167

thousands to any location in the world. As their 
assaults bypass whatever defenses the Coalition can 
mount, the destruction promises to be absolute. If 
the githyanki succeed in their plans, no force in the 
mortal realm can stand against them.

ADVENTURE SYNOPSIS

The invasion of the world is in full swing, but the PCs’ 
actions in previous adventures have earned the Coali-
tion critical information regarding the githyanki, 
their plans, and their allies. As this adventure begins, 
the Coalition has received word of githyanki troops 
seen in a remote mountain pass north of Elsir Vale—
close to one of the githyanki outposts whose existence 
was only learned of in the course of “Throne of the 
Stone-Skinned King.”
 The PCs (along with the Freeriders) investigate, 
fearful that this outpost might be the vanguard of a 
larger assault. Instead, however, the heroes discover 
a hidden githyanki temple called the Fane of Chan-
hiir—a monastery whose faithful have rejected the 
leadership of Zetch’r’r, and who have paid a terrible 
price for their refusal to bend to the emperor’s will.

After routing the invading githyanki and their 
fomorian servants, the PCs treat with the faithful 
of Chanhiir, uncovering more of the githyanki’s 
secrets. From the insurgents, the characters hear 
more of Tiamat’s role in the githyanki invasion—
and of plots that extend to the ancient war between 
Tiamat and Bahamut. Additionally, the PCs discover 
that Chanhiir’s central hall is built around a unique 
portal that feeds planar energy to a githyanki site 
called the Well of Worlds.
 The Well of Worlds is a planar nexus warded by 
powerful magic that normally allows only githyanki 
to enter it. However, with the aid and knowledge 

of their Nefelus allies—particularly the deva mage 
Bejam—the PCs can adopt a powerful eldritch sigil 
seen on the githyanki’s fomorian allies. The whitefire 
mark grants the party access to the Well of Worlds, 
where they undertake a stealth strike-team mission to 
investigate and neutralize the site.
 By freeing the eldritch giant Haryssus—an unwill-
ing servant of the githyanki whose knowledge of 
planar magic is unsurpassed—the PCs discover that 
the power of the Well of Worlds fuels the vast net-
work of githyanki portals through which the invasion 
of the world is being waged.
 At the center of that network is the Sovereign 
Gate—a permanent true portal that can send crea-
tures to any location in the Astral Sea, the world, or 
the planes. However, more devastating to the Coali-
tion are Zetch’r’r’s plans to extend the capability of 
the Sovereign Gate throughout the entire githyanki 
portal network. If successful, the githyanki can send 
troops by the thousands to any location in the world, 
and the Coalition will be powerless to stop them.
 Control of the Well of Worlds is maintained by 
a set of eldritch keys held by the highest-ranking 
githyanki war leaders. The githyanki have no fear 
of these keys falling into the wrong hands, knowing 
that they can be used only by full-blooded githyanki 
who themselves have been attuned to the keys with 
unique rituals. However, with the aid and knowledge 
of Haryssus, Bejam of Nefelus believes that he can 
reconfigure a key, potentially giving the Coalition the 
ability to control the githyanki portal network.
 One of the keys is held by Admiral Kada’ne, leader 
of the githyanki’s airship and astral-craft navy. From 
information gleaned from the rout of the Well of 
Worlds, the PCs know Kada’ne’s current location: the 
githyanki shipyards known as Garaitha’s Anvil. One of 
Zetch’r’r’s most important military sites, the shipyard 

is a planar mote within which the githyanki and their 
giant servants craft and repair airships and astral craft 
in preparation for the final assault on the world.
 The PCs determine the location of Kada’ne’s f lag-
ship, the astral man-of-war Cev’ren, but time is of the 
essence. If the githyanki become aware that the Well 
of Worlds has been taken, they will launch a counter-
offensive that will overwhelm the Coalition’s forces. 
However, when a Coalition war council refuses to 
authorize the decisive strike against Garaitha’s Anvil, 
it is left to the PCs to take charge.
 The Coalition must capture Kada’ne and deliver a 
knockout punch against Garaitha’s Anvil all at once. 
Under the PCs’ leadership, the forces of the Coalition 
are arrayed in the form of the Hundred—five score of 
the greatest heroes of the mortal world assembled at 
the Fane of Chanhiir, and set to undertake a desper-
ate assault at the heart of the githyanki war machine.
 The assault is launched—a hundred heroes throw-
ing themselves against a githyanki force ten times 
their number. However, the PCs have an even more 
important mission—breaking into one of the ship-
yard’s many repair docks where Kada’ne’s f lagship 
Cev’ren is moored. The PCs fight their way through 
the guards and wards of the dock before cutting their 
way through Kada’ne’s defenders. However, when the 
cowardly admiral takes to the air in Cev’ren, the party 
must follow in a commandeered githyanki strike ship.
 In the sky above the shipyard, an immense astral 
gate f lares—the portal through which githyanki ships 
are launched against the world. Against that storm 
of white light, a pitched ship-to-ship battle ensues, 
and the PCs can pursue Cev’ren above the hundred 
fighting for control of the shipyard below. In the end, 
both ships lock together, out of control and spinning 
toward the astral gate as the PCs and Kada’ne’s forces 
face off in a final showdown.
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SETTING

“Garaitha’s Anvil” is written in three parts, each tied 
to a specific location. In Part One, the PCs and the 
Freeriders infiltrate the remote githyanki temple 
known as the Fane of Chanhiir, discovering the secret 
portal that grants them access to the Well of Worlds.
 Part Two of the adventure is an assault against the 
Well of Worlds—a planar nexus that generates the 
power driving the githyanki’s portal network in the 
world and the Astral Sea.
 In Part Three, the PCs lead the assault against 
the shipyard of Garaitha’s Anvil—a planar site from 
which the githyanki f leets are built and launched. 
Its capture—and that of the githyanki leader Admiral 
Kada’ne—promises to turn the tide of war.

PREPARING FOR 
ADVENTURE
“Garaitha’s Anvil” involves a number of important 
revelations regarding the unfolding plot of the Scales 
of War adventure path. Even as they take the fight 
to the githyanki, the PCs face off against githyanki-
allied giants and meet a faction of githyanki rebels 
who have a significant part to play in upcoming 
adventures.

Additionally, this adventure provides the opportu-
nity for the PCs to take an active role in establishing 
the goals of the sometimes-fractious Coalition. 
Although the members of this body are united in 
their desire to defend the world from the githyanki 
invasion, infighting and uncertainty runs rampant 
among its members. As a result, the Coalition often 
opts for careful measures instead of decisive action.

 The adventure can begin in the downtime imme-
diately after the PCs’ previous adventure. Go to “Part 
One: The Fane of Chanhiir” (page 39) when you are 
ready to begin.

What You Need to Play

This adventure contains everything you need to 
play, including background information, setup, 
encounters, and maps. You might wish to review any 
appropriate DUNGEONS & DRAGONS® 4th Edition rules 
before play begins.
 You need to read only the opening sections of the 
adventure—the introduction and encounters for the 
Fane of Chanhiir—to begin play. The PCs’ incursion 
into the remote githyanki temple is a four-encounter 
arc perfect for a single session’s play. You can then 
familiarize yourself with the full importance of the 
fane and its value to the Coalition, and then with the 
information the PCs uncover as they interact with the 
githyanki priest Talanee and her followers.

Using Tactical Encounters

Each encounter includes several common elements, 
as described below.

Encounter Level

Each tactical encounter assumes a group of five 
player characters. An encounter of average difficulty 
is one where the encounter level is equal to the level 
of the party. Encounters that are 1 or 2 levels lower 
than the party are easy encounters, while encounters 
that are 2 or more levels higher than the party are 
difficult encounters.
 For overcoming an encounter, a group earns the XP 
value noted beside the encounter level. This amount 
should be divided by the number of group members, 
with an equal amount awarded to each character.

Setup

This section of a tactical encounter provides you with 
the basic parameters of the encounter. It gives you a 
key to the monsters in the encounter so you can locate 
them on the tactical map, then provides context or 
background information. The map of each encounter 
area indicates where the monsters are located when 
the encounter begins. The setup section also describes 
what monsters are doing and how they react when 
the PCs arrive.
 Some encounters include monsters that are hidden 
or that do not appear until later in combat. Do not 
place those monsters on the map unless at least one 
PC has succeeded on the Perception check to notice 
them, or when they enter combat.

Read-Aloud Text

Read-aloud text provides information about what the 
characters can see and are aware of. You do not have 
to read it word for word. Especially where read-aloud 
text is provided in a question-and-answer format, feel 
free to paraphrase and use your own words when 
describing the information presented. Use read-
aloud text wisely. It is written for the most common 
approach to a particular situation, but the PCs’ 
actions might require you to alter the information in 
any number of ways.

Monster Statistics

Encounters include statistics blocks for each monster 
type present in the encounter. If more than one mon-
ster of a particular kind is present, the statistics block 
indicates how many creatures can be found.
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Tactics

This entry describes special actions the monsters take 
to defeat the adventurers. Sometimes this means the 
monsters take advantage of special features of the 
area or make use of special powers or equipment.

Map

Each encounter includes a map keyed with the initial 
locations of each monster. The map also indicates the 
location of any special features of the area.

Features of the Area

This section describes special features noted on the 
map. If the location has items or areas of interest with 
which the characters can interact, those features are 
described here. Look here to see if a door is out of the 
ordinary, if an altar has a secret compartment, and 
the like.

PART ONE:  
THE FANE OF CHANHIIR
The githyanki invasion has seen the PCs undertake 
a series of increasingly important missions, taking 
the fight to the invaders even as they try to uncover 
the secret plots fueling the ambition of the githyanki 
Emperor Zetch’r’r. Githyanki forces are sweeping 
across the world, and the situation grows more des-
perate each day.
 In the course of their adventures in “Throne of the 
Stone-Skinned King,” the PCs learned of a number of 
heretofore unknown githyanki outposts within Coali-
tion lands. During their downtime in the aftermath 
of the previous adventure, activity at one of these sites 
becomes the catalyst for a new mission.

WHAT IS AN 
ADVENTURE PATH?

An adventure path is a connected series of adventures 

that comprises an entire D&D® campaign, from the 

heroes’ humble beginnings at 1st level to their epic 

triumphs at the pinnacle of level 30. These adven-

tures cover all three tiers of play: heroic, paragon, and 

epic. Each tier is covered by roughly six adventures, 

meaning that the entire adventure path consist of 

eighteen adventures. Each adventure covers between 

one and three levels, but you can also have the PCs 

undertake side quests to help supplement XP. This 

assures that the PCs are the correct level to tackle 

each adventure.

 “Garaitha’s Anvil” is the penultimate adventure 

in the paragon tier, and it continues to bring the PCs 

firmly into a leadership role in the Coalition fighting 

the githyanki invasion. Play up the degree to which 

the members of the Coalition—including the deva 

Amyria and the Freeriders—are now looking to the 

PCs for leadership, especially in the section between 

Part Two and Part Three of the adventure. In the face 

of uncertainty and bickering by the Coalition, the PCs 

must step up and demonstrate the bold leadership 

necessary to turn the tide of war.

 This adventure path is meant to be a complete 

D&D campaign. That means we’re making some 

assumptions about the history and mythology of the 

world as the adventures progress, such as Queen 

Vlaakith’s death (an event we’ve adopted from the 

adventure “The Lich Queen’s Beloved” in Dungeon® 

100). As the adventure path moves into the epic tier, 

you can look forward to the appearance of some 

classic heroes and villains from D&D history, as well 

as great ideas from past issues of Dungeon and other 

sources.

ADAPTING THE ADVENTURE

“Garaitha’s Anvil” is designed with five PCs in mind. 

You can adapt the adventure for larger groups easily 

by adding additional treasure parcels and monsters 

using the guidelines presented in the Dungeon Mas-
ter’s Guide®. When adapting the scenario for larger 

groups, bear in mind that the three sections of the 

adventure are built around specific conflicts. Adding 

more githyanki or their giant allies makes better sense 

in most encounters than randomly dropping in new 

monsters of different types. In encounters with only 

one or two creatures, simply increase the level of 

those creatures using the guidelines on page 174 of 

the Dungeon Master’s Guide.

 This adventure is designed for characters starting at 

17th level, but a larger group of lower-level characters 

should have no problem with the challenges herein. 

However, the nature of the PCs’ strike-team mission 

limits the party’s opportunities to take an extended 

rest—especially in the final stage of the adventure: the 

assault on Garaitha’s Anvil. Lower-level parties should 

definitely take advantage of the magic of the pool in 

Encounter W2 (page 72). In addition, you can give the 

PCs additional potions created from the waters of the 

pool in W2, placing them on the githyanki astraan and 

the githyanki reavers in encounter G1. Alternatively, 

considering adding a short side trek before this adven-

ture or between Part One and Part Two so that the 

PCs will have attained 18th level before taking on Part 

Three—the final assault against Garaitha’s Anvil.

 If the PC party consists of fewer than five char-

acters, you can adjust the level of the monsters and 

encounters accordingly. Alternatively, have an NPC 

ally join the PCs on their initial mission and the sub-

sequent parts of the adventure.
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TREASURE

As with previous installments of the Scales of War 

campaign, “Garaitha’s Anvil” makes use of the parcel 

system of treasure rewards as described in the 

Dungeon Master’s Guide. The characters should accu-

mulate twenty treasure parcels by the end of the 

adventure. You can supply these treasures in what-

ever way you wish, but the following sidebar presents 

the most likely encounters to bear treasure.

 During your preparation, assign parcels from those 

that follow to the encounters in the spaces provided. 

Use the players’ wish lists to come up with magic 

items for the first eight parcels. Consider saving at 

least one or two of the highest-level magic items for 

the end of the adventure, which can represent the 

gear the PCs capture with Admiral Kada’ne.

Parcel A: ____________________, C1 (carried by the 

githyanki reavers).

Parcel B: __________________, C2 (in the room 

behind the secret door).

Parcel C: _____________________, C3 (carried by the 

fomorians).

Parcel D: _____________________, C3 (carried by the 

fomorians).

Parcel E: ______________________, C4 (carried by the 

githyanki warmongers and githyanki reavers).

Parcel F: _____________________, C4 (carried by the 

githyanki warmongers and githyanki reavers).

Parcel G: _____________________, W2 (carried by the 

githyanki strike team).

Parcel H: __________________, W2 (carried by the 

githyanki strike team).

Parcel I: ___________________, W3 (carried by the 

eldritch giants).

Parcel J: ___________________, W3 (carried by the 

eldritch giants).

Parcel K: __________________, G2 (carried by the 

eldritch giants)

Parcel L: ___________________, G3 (carried by the 

fire giant forgecallers).

Parcel M: ___________________, G5 (carried by the 

githyanki gish warmasters).

Parcel N: ___________________, G8 (stored on board 

Iliyoru or Cev’ren).

Parcel O: __________________, G8 (stored on board 

Iliyoru or Cev’ren).

Parcel P: __________________, G8 (carried by Admi-

ral Kada’ne).

Parcel Q: __________________, G8 (carried by Admi-

ral Kada’ne).

Based on the guidelines in the Dungeon Master’s 
Guide, the following parcels can go in the areas above. 

Consult the wish lists your players gave you for the 

first eight parcels, making the items appear to be of 

githyanki manufacture where appropriate.

Parcel 1: Magic item, level 18.
Parcel 2: Magic item, level 19.
Parcel 3: Magic item, level 19.
Parcel 4: Magic item, level 20.

Parcel 5: Magic item, level 20.
Parcel 6: Magic item, level 21.
Parcel 7: Magic item, level 21.
Parcel 8: Magic item, level 22.
Parcel 9: 360 pp.
Parcel 10: Four mithral amulets (7,500 gp each) 
and three 1,000 gp gems.
Parcel 11: 220 pp.
Parcel 12: Two astral diamonds and two potions 
of vitality.
Parcel 13: 1,500 gp, one githyanki icon (7,500 gp), 
and two potions of vitality.
Parcel 14: Four githyanki ceremonial daggers 
(1,500 gp each).
Parcel 15: 480 pp.
Parcel 16: 2,000 gp, two gem-studded platinum 
statuettes (15,000 gp each), and two 5,000 gp 
gems.
Parcel 17: 290 pp.
Parcel 18: 3,500 gp, a crystal globe set with 
adamantine filigree (15,000 gp), a jeweled mith-
ral-mesh dagger scabbard (7,500 gp), and three 
potions of vitality.
Parcel 19: Two crystal and mithral cameos bearing 
the likeness of Emperor Zetch’r’r (7,500 gp each).
Parcel 20: One 5,000 gp gem, and two potions of 
vitality.
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Trouble in the Mountains

While resting up or taking care of personal business, 
the PCs receive a message from Amyria or another 
member of the Coalition they have close ties to. The 
PCs are most likely in the city of Sayre at the time, but 
any location in Coalition lands will do.

The message reads as follows:

“Word of githyanki activity comes in from across all 
frontiers, but we have had one report that demands quick 
investigation. The watchtower at Thiradith marks the 
northernmost frontier of our settled lands and is within 
striking distance of one of the outposts we learned of from 
your work in the fomorian Cachlain’s court. Three days ago, 
riders there reported seeing githyanki along the mountain 
passes. Their numbers were small and they’ve shown no 
sign of wanting to engage the outpost, but that has created 
even more worry in the watch commander. As is the case 
in every corner of the frontier, rumors of ancient ruins in 
the mountains have him convinced that the githyanki seek 
some weapon or relic to give them even more advantage in 
this war.
 “I do not share his fear, but githyanki scouts in the 
northlands are reason enough for worry. There are precious 
few resources for us to lose in those wild lands, but this 
unknown outpost might too easily become a staging ground 
for the githyanki’s next assault. The guards at Thiradith 
are raw recruits and veterans whose injuries keep them 
from the front lines. They can bolster the barricades well 
enough, but they are ill-suited to hunting githyanki in 
hostile terrain. As such, they have sent a plea for aid to all 
the agents of the Coalition. It might well be that you meet 
up with others when you get there, so share the assignment 
as you see fit. We must find out what kind of presence the 
githyanki have in the northlands.”

The PCs can finish up whatever business they have 
at their present location before heading north. The 
party is instructed to send word by way of Sending 
when they have discovered (and hopefully thwarted) 
the githyanki’s plots. (The message came with ritual 
scrolls if none of the PCs has mastered Sending.)

Thiradith

The watchtower of Thiradith is a rebuilt ruin of 
Nerath, and it has watched over the empty northern 
frontier for a generation.

The three-day journey to Thiradith is uneventful. These 
remote badlands are uninhabited and far removed from the 
front lines of the invasion. Wolves and crows are the only 
company on the road, but these give you a wide berth as you 
make your way north.
 Just before sunset, you see the watchtower in the 
distance. An upthrust embankment of sheer stone wall 
atop a white bluff, the site commands a sweeping view 
of the rocky scrubland that spreads to all sides. A gate 
and drawbridge allow access across a steep-sided ravine 
that protects the site on all sides. Sun-faded flags fly high 
above the ramparts, and the bridge is already down as you 
approach.

The watchtower is a small outpost with a permanent 
population of forty human and half-elf members of 
the border militia. Birkeni, a veteran half-elf fighter, is 
captain here. He meets the PCs at the gate, making no 
effort to hide his relief at seeing them. There are no 
stores or services here, but Birkeni offers free use of 
the outpost’s amenities (weaponsmith, armorer, and 
so on) and semiprivate accommodation in the bar-
racks hall.

 However, upon their arrival in the hall, the char-
acters discover that they are not the first to respond 
to the watchtower’s summons. Megan Swiftblade and 
the Freeriders are already here, having arrived from a 
recent mission to the west that morning.
 Though Megan has lost none of the pride she has 
demonstrated in her previous meetings with the PCs 
(in “Siege of Bordrin’s Watch,” “The Temple Between,” 
and “Beyond the Mottled Tower”), her dedication to 
the Coalition has tempered that pride with purpose. 
However, the party’s reaction to the presence of the 
Freeriders (and the NPCs’ reaction to the PCs) likely 
depends on what transpired between both groups in 
their previous meetings. Roleplay the interaction as 
you see fit, but if things threaten to turn ugly, Birkeni 
pulls rank to remind all the characters that there are 
more pressing matters at hand.

OLD FRIENDS?

This section of the adventure assumes that the PCs 

and the Freeriders have at least a neutral attitude 

toward each other. However, this might not be 

the case insofar as events played out in your own 

campaign.

 Depending on the relationship between the two 

groups, paraphrase or rework the read-aloud text and 

the setup to the adventure as necessary. The Freerid-

ers need to be part of the assault on the temple with 

the PCs. However, in a worst-case scenario in which 

both groups are openly antagonistic toward each 

other, have them journey separately to the site. Then 

let the PCs find only the one entrance, not knowing 

that the Freeriders are also in the temple until they 

meet up again in Encounter C4.
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You and the Freeriders are honored guests at that night’s 
mess, but the mood is more somber than celebratory. Over 
a meal of military rations, heavy bread, and ale, Birkeni 
speaks. “I told your compatriots this morning all that I 
can report beyond what was sent in our missive. A week 
ago, one of our patrols found three dead githyanki within a 
hundred strides of each other on one of the foothill tracks. 
The mudskins had been in some sort of fight by the look 
of them, but as the scouts came back to report, they were 
shadowed by a half-dozen more githyanki, very much alive. 
Followed them to within sight of the watchtower, then fell 
back into the hills again.”

This is the first githyanki sighting in this area. In the 
intervening week, the watchtower has seen no further 
sign of the githyanki, though no patrol has ventured 
into the foothills again for fear of ambush. Birkeni has 
no idea what killed the githyanki that the first patrol 
found, and no bandits or monsters are in the region. 
The PCs might immediately speculate that these were 
two groups of githyanki fighting each other, but this 
only feeds the captain’s belief that the githyanki seek 
some mythical relic hidden within the mountains. 
Birkeni is dead wrong as regards the githyanki’s 
motivation for being here—but in the end, the PCs 
can discover that the hidden outpost holds an even 
greater treasure.
 Unless the PCs have business to conduct in the for-
tress or with the Freeriders, Birkeni hopes they intend 
to set out the next morning.

Into the Hills

The patrol trail from the watchtower to the foothills is easily 
followed, winding through thin stands of jack pine and 
patches of scrub grass that slowly disappear as the rocky 
ground begins to climb. The day is overcast as you reach 

a marker Birkeni spoke of—a great arch of rust-colored 
stone, beyond which the wall of the mountain begins to rise. 
It doesn’t take long to locate the site where the githyanki 
were found—three patches of blood-stained rock on the trail 
winding roughly up. Of the bodies, there is no sign.

The githyanki that fell here were the faithful of 
Chanhiir, f leeing from the temple when they were 
cut down by a force of invading githyanki. A DC 25 
Perception check made to search the area shows 
signs that the bodies were picked up and moved. The 
githyanki’s week-old tracks are undetectable in the 
rubble and scree of the foothills, but finding the track 
leading to the temple takes only a DC 20 Perception 
check or a few hours’ searching.

By Birkeni’s description, you are already well past any of 
the watchtower’s patrol routes when you happen across a 
faint trail cut into the rocky ground. A set of rough steps 
have been carved into a wall of crumbling shale, leading to 
a narrow track twisting off into the shadows of the adjacent 
cliffs. Ahead, a bluff of black stone rises like a broad spike in 
the cloudy gloom.

Approaching the Fane

Let the PCs take whatever precautions they wish, 
but they and the Freeriders are in no danger of being 
spotted as they approach. Flush with recent victories 
in their invasion and confident in the security of the 
fane’s remote location, the invading githyanki have 
established a watch only at the two entrances to the 
temple.

If the githyanki who dwell at this remote location are 
vanguard scouts, they show very little aptitude for it. With 
no patrols in sight, you have clear run of the trails that wrap 

around the black stone bluff on both sides, easily spotting 
two caverns that might be entrances into some sort of 
complex within. These lie on opposite sides of the bluff, out 
of sight and sound of each other. However, the echoes of the 
surrounding cliffs give you warning of the guards stationed 
at both locations even before you see them—githyanki voices, 
arguing and laughing in Deep Speech. Whatever the origin 
of this force, its members seem to have no interest in hiding 
their presence here.

With no patrols around the area of the fane, the PCs 
and the Freeriders can easily split up to approach 
both entrances separately, preventing f light or a 
potential ambush from behind if the entire group 
goes in the same entrance. Give the players a chance 
to devise this divide-and-conquer strategy, but Megan 
Swiftblade can suggest it if no one else does.

The Freeriders salute as you take your leave of each other, 
heading along the low track that will bring you separately 
within sight of both entrances.

The approach to the fane is detailed in Encounter C1 
on page 59.

Fane of Chanhiir 

Encounters

The PCs’ infiltration of the temple is a quick-strike 
assault undertaken in conjunction with the Freerid-
ers, with both groups fighting their way in from 
opposite entrances before meeting in the middle.
 Areas that are not part of tactical encounters 
(including the areas in the Freeriders’ side of the 
incursion) have been left for your development. Use 
the following table to generate area contents or ideas 
of your own.
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1d6 Details of the Fane
1 Former living quarters, ransacked (bedrolls,  

prayer mats, robes)

2 Mess hall (tables, benches, trenchers, mugs)
3 Stores (foodstuffs, water barrels, cloth, rope, 
 wool, whetstones)
4 Prayer room, ransacked (benches, prayer mats, 
 icons or symbols of Queen Vlaakith)
5 Library, ransacked (githyanki religious texts  
 and histories)
6 Formerly empty, now filled with the rotting 
 bodies of the faithful of Chanhiir (ninety corpses 
 in total)

Unless the PCs tarry too long outside the encounter 
areas (including any attempt to take an extended 
rest), no random encounters occur in the fane. If the 
PCs spend more than 1 hour in any area, a patrol con-
sisting of a githyanki mindlasher and three githyanki 
warmongers finds them. Use the statistics blocks from 
Encounter C2.

C1: Cavern Entrance

The twisting mountain paths that wind around the 
bluff lead to the temple’s two cavern entrances. The 
Fane of Chanhiir has no north-south orientation 
given so that the map has no bearing on the PCs’ 
choice of which entrance to take. Whichever entrance 
the party chooses is automatically the one at lower 
right on the map, with the Freeriders taking the oppo-
site entrance.
 Tactical Encounter: C1. Githyanki Watch  
(page 59).

C2: Hall of Heroes

This mausoleum has been the resting place of the 
honored dead of Chanhiir for generations. When they 
invaded, Zetch’r’r’s githyanki pulled down a dozen 
statues that once lined the walls here. However, in 
doing so, they have drawn down the wrath of vengeful 
spirits that now haunt this place.
 The secret room is empty, but it can be used as the 
location for any treasure placed here (see page 40).
 Tactical Encounter: C2. The Watch of the Dead 
(page 61).

C3: Training Ground

This chamber was once a training ground for the 
githyanki of the temple. The only survivors of the 
assault on Chanhiir—ten ranking githyanki leaders 
and priests—are due to be taken to the githyanki capi-
tal of Tu’narath for trial and execution. However, the 
invaders cannot leave until the Chanhiiri reveal how 
to reverse the wards locking down the World Gate in 
area C4.
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The Chanhiiri’s warders are two fomorians whose 
presence here reflects the alliances the PCs learned 
of in “Throne of the Stone-Skinned King.” In the 
aftermath of this encounter, the PCs learn some of 
the secrets of the fane and hear of factions within the 
githyanki empire fighting against Zetch’r’r’s rule.
 Tactical Encounter: C3. Prisoners of Chanhiir 
(page 63).

C4: Portal Hall

The center of the temple is a terraced chamber built 
around the World Gate—a unique teleportation circle 
that funnels planar energy to the Well of Worlds. 
As the PCs meet the Freeriders fighting their way in 
from the other side, both groups fight alongside the 
Chanhiiri in a climactic showdown that routs the 
githyanki invaders.

Afterward, the PCs learn more about the Well 
of Worlds as they hear hints of the plots underly-
ing the githyanki invasion—plots that expand on the 
knowledge of Tiamat’s involvement in the events of 
the adventure path, and that hint at an epic struggle 
between Tiamat and Bahamut.
 Tactical Encounter: C4. Portal Hall (page 66).

Enemies and Allies

Two groups of githyanki are presently in the tem-
ple—the faithful of Chanhiir, the last of which are 
prisoners in area C2; and the invading forces loyal to 
Emperor Zetch’r’r that attacked the fane and slaugh-
tered the Chanhiiri that dwelt here. The invaders’ 
motivations are explained after the PCs have success-
fully treated with the priests that are all that remain 
of Chanhiir’s faithful. See “Secrets of the Fane” for 
more information.

 The githyanki and fomorians who have occupied 
the temple speak Deep Speech among themselves 
and to their prisoners, and there are several points 
at which the PCs can overhear their conversations. 
If none of the party know Deep Speech, paraphrase 
those sections of read-aloud text as necessary, then 
make sure that the Freeriders or the githyanki priest 
Talanee fill in the information the PCs miss.
 Much of any treasure you place in these encoun-
ters is the wealth of the Chanhiiri, captured by the 
invading githyanki. However, Talanee and her follow-
ers are set to abandon the fane, and they are content 
to let the PCs keep their former riches. See “The 
Chanhiiri’s Fate,” page 45, for more information.

SECRETS OF THE FANE
With the githyanki invaders routed, the Fane of 
Chanhiir is safe from further incursion. However, 
the discovery of this secret site and the knowledge of 
its priests prove to be an unexpected boon in the war 
against the githyanki.
 The PCs might investigate the strange sigils on 
the wrists of the fomorians in area C3, or they might 
leave that investigation to Bejam and the mages of 
the Coalition in the next section. If they mention the 
marks to the Freeriders, they are told that the dead on 
the other side of the fane include three more fomo-
rians, all bearing the same sigil. See “The Whitefire 
Mark” sidebar (page 45) for more information.
 In the aftermath of the previous encounter, the 
PCs can take the opportunity to further explore the 
fane and to learn more of the history and purpose of 
this site from Talanee and her followers.

 (If the Chanhiiri did not survive a confrontation 
with the party in Encounter C3, or if the PCs allowed 
them to march alone to their deaths in Encounter 
C4, the information in this section can be uncovered 
by a careful search of the portal hall and the prayer 
chambers and libraries scattered about the temple; 
see “Details of the Fane” on page 43. If you wish to 
impress upon the players the usefulness of not killing 
potential allies, make them undertake an improvised 
skill challenge or face an elite trap or hazard before 
gaining all the information presented here.)
 Talanee is grateful to both the PCs and the Free-
riders for their aid in defending the fane. After filling 
the PCs in on any information they missed in Encoun-
ter C3, she provides more information on the fane 
and the World Gate.

What was behind the fomorians’ threats? What 
did the invaders need from you?
“The Chanhiiri’s task is to keep watch over the World Gate 
for the githyanki, but in making our opposition known 
to the plots of the false emperor Zetch’r’r, we were first 
shunned, then assaulted. However, our craft allowed us 
to seal the gate in ways that Zetch’r’r’s thralls could not 
overcome.”

What is the World Gate?
“The World Gates are the prime portals through which the 
githyanki first mastered the connections between planes. 
This World Gate is set within the mortal realm, with others 
in the Feywild and the Shadowfell. More distant gates in 
nameless planes are whispered of, but they are beyond my 
knowledge.”
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What are the World Gates? How are they differ-
ent from other permanent teleportation circles?
“The World Gate functions as a portal in the same manner 
as any teleportation circle. However, the ancient magic of 
the World Gates sees them also act as anchors that connect 
their realms to the Astral Sea. They are siphons for planar 
energy, feeding it back to the Well of Worlds.”

What is the Well of Worlds? What is its impor-
tance to the githyanki invasion?
“The Well of Worlds is a site of powerful planar magic, 
built by Chanhiir in the lost age of our race and open only 
to those of githyanki blood. It is a planar mote existing in 
no world—fueled by the energy of the Astral Sea but not 
set within it. The Well of Worlds is the center of the portal 
network that is the lifeblood of the githyanki empire. It is 
the site through which elite githyanki strike teams travel 
the planes, including the force charged with seizing the 
fane. It is a place that touches all other places—all planes of 
existence, all sites in those planes. From the Well of Worlds, 
the githyanki have access to anywhere in all of creation.”

In game terms, the Well of Worlds is a permanent 
and freely used true portal, as created by the ritual 
of the same name. See “The Sovereign Gate” sidebar, 
page 51, for more information. 

The Chanhiiri’s Fate

With the invaders overthrown, the surviving faith-
ful of Chanhiir attend to their dead. With the bodies 
badly decomposed and too numerous to easily move, 
the githyanki consecrate the empty chambers into 
which the invaders piled the corpses, then seal those 
areas up behind walls of loose rock. (The PCs’ assis-
tance in this effort is welcomed but not asked for.)

 This extended burial takes a day. When it is done 
(but only after the PCs have gleaned all possible 
information from Talanee), the githyanki announce 
their intention to leave the fane.

“This holy place has lost its sanctity, debased as it is by the 
blood of Zetch’r’r’s traitors. Our fate lies elsewhere now.”

Though the PCs do not know it, Talanee and her 
followers have a larger part to play in the adven-
ture path. The surviving Chanhiiri are loyalists to 
the lich Queen Vlaakith, who returns in the next 

installment. However, this information is not some-
thing that Talanee shares with the PCs under any 
circumstances.
 The Chanhiiri plan to leave this place by way of 
the World Gate in area C4. Doing so means shutting 
down the force field, allowing the PCs to make use of 
the portal but leaving the fane vulnerable to another 
githyanki incursion. The need to defend the fane and 
to avoid attracting the githyanki’s attention underlies 
the next two sections of the adventure.
 Before she and her followers depart (or in response 
to specific questions if the PCs have them), Talanee 
shares important information regarding a discovery 
made in the previous installment of the adventure 
path—the fact that Tiamat is behind the githyanki 
invasion of the world.

“Zetch’r’r is a dog leading dogs, but those who lash 
themselves to his leash see not the chains he wears. The false 
emperor talks of rebuilding the glory of the githyanki, but 
he is a pawn of forces he has not the mind to understand or 
the will to stand against.
 “In the long eons since the gods and primordials fought 
for control of all creation, Bahamut and Tiamat have 
undergone a never-ending sibling war. Driven apart yet 
drawn constantly together by their dichotomous natures, 
the two gods fight endless battles, both face to face and 
through their proxies in all the many worlds. Among all 
races, long ages of peace follow epochs of tyranny as each 
deity ekes out a temporary victory over the other, but in the 
end, always, the battle continues. Until now.
 “In this age, a new war looms between these two ancient 
adversaries. On both sides, armies amass across worlds in 
preparation for brutal conflict, but Tiamat means to see 
that this battle with Bahamut is the last. The dragon queen 
seeks to slay the platinum lord, and Zetch’r’r has sworn 
himself and the githyanki to the service of this dark goal.”

THE WHITEFIRE MARK

The whitefire mark is a mystical sigil implanted only 

in the most trusted servants of the githyanki—those 

granted access to the Well of Worlds. The sigils are 

a permanent magical brand that burns with a white 

flame powered by the bearer’s own life force. A mark 

goes black when its possessor dies, but its magic 

remains potent for up to 24 hours. (This is what 

allows Bejam to recreate the whitefire mark for the 

PCs; see the next section.) A creature raised from the 

dead within that time retains its mark.

 Talanee knows what the whitefire marks are and 

how they function. PCs who have established an alli-

ance with the Chanhiiri are told the above information 

in this part of the adventure. For others, a DC 20 

Arcana check made on an active mark or the mark of a 

creature dead less than 24 hours identifies the sigil as 

an arcane token allowing a creature to make use of a 

powerful magic relic or effect that would otherwise be 

warded against it. A DC 25 Arcana check reveals the 

full nature of a whitefire mark. Alternatively, Bejam 

can reveal the information in the next section.
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Tanalee is not yet certain what role the githyanki play 
in Tiamat’s plan, but the intelligence she shares has 
been gathered by other githyanki insurgents, often at 
the cost of their lives. Though she stands steadfastly 
by her claims, she does not reveal the source of her 
information, stating only that many githyanki are 
united in their hatred of Zetch’r’r. See the “Truth and 
Consequences” sidebar for more information.

Talanee’s information has hopefully earned the 
Chanhiiri enough trust that the PCs let them go. If 
not, the githyanki fight (most likely in vain) to earn 
their freedom. See “Shoot First, Ask Questions Later” 
(page 65).

PART TWO:  
THE WELL OF WORLDS
The Well of Worlds is a planar nexus at the center of 
the githyanki’s extensive network of portals across the 
Astral Sea, the world, and the planes. The Well is the 
site of the Sovereign Gate—an ancient and powerful 
teleportation circle that serves as a transit point for 
elite githyanki strike teams and scouts at the van-
guard of the ongoing invasion. More importantly, the 
Well of Worlds is the center of a bold arcane experi-
ment being undertaken on the orders of the githyanki 
Emperor Zetch’r’r—an experiment whose success will 
spell doom for the free peoples of the world.
 The Well of Worlds and the Sovereign Gate are 
located in a planar nonspace, and they are protected 
by magical wards that prevent any but full-blooded 
githyanki and their most trusted servants from 
accessing them. These wards make the Well of 
Worlds unassailable—or so the githyanki think.

TRUTH AND CONSEQUENCES

The information that Tanalee presents builds on 

what the PCs learned of Tiamat’s involvement in the 

githyanki invasion in “Throne of the Stone-Skinned 

King.” However, Vlaakith’s githyanki agents do not 

yet understand the full scope of Tiamat’s plans. As 

a result, the priest’s tale contains a significant bit of 

misinformation.

 In truth, Tiamat’s plot to kill Bahamut does not 

rely on the githyanki under Emperor Zetch’r’r. The 

githyanki invasion of the world is merely a subter-

fuge—a deadly feint with which Tiamat hopes to 

distract the attention of Bahamut and his faithful 

while she pursues the ritual that will allow her to 

summon the Platinum Dragon in mortal form.

 If asked, Tanalee knows nothing about the other 

information the PCs discovered in “Throne of the 

Stone-Skinned King”—in particular, the existence of 

the exarchs of Tiamat. This should tell the PCs that 

Tiamat’s plots are more convoluted than they might 

have previously suspected, and that unraveling those 

plots will take on prime importance in the future.

 If the PCs are suspicious of Talanee, they find 

orders on one of the githyanki warmongers from 

Encounter C4 corroborating what they learn here 

regarding the World Gates and the Well of Worlds. 

However, they find no information supporting what 

she tells them regarding the war between Tiamat 

and Bahamut, nor of the githyanki’s place in that 

struggle.

THE WORLD GATE

A unique ritual dispels the force field around the 

World Gate. With its wards deactivated, the World 

Gate functions as a permanent teleportation circle 

with a sigil sequence the PCs can read easily. In addi-

tion, the World Gate features a permanent link to the 

Sovereign Gate in the Well of Worlds and can act as 

the focus for any scrying ritual. Both these features 

prove useful to the PCs later in the adventure.

 Any Arcana check reveals that the portal has addi-

tional epic-level powers. However, that same check 

tells the PCs that unlocking or controlling those 

powers is beyond their skill. One of the characters 

will likely make the obvious suggestion to seek assis-

tance from the deva Bejam and the powerful mages 

of Nefelus. However, one of the Freeriders can raise 

the idea if need be.

 With the force field down, the Chanhiiri step into 

the portal and are gone. The location the githyanki 

teleport to is beyond the scope of this adventure. If 

the PCs attempt to note the sigil sequence of the 

Chanhiiri’s destination, it is coded and made unread-

able by the power of the World Gate.
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Word to the Coalition

Before or after the Chanhiiri depart the fane, the 
PCs can use Sending to report to their contact in 
the Coalition (likely Amyria). Assuming they report 
everything Tanalee has told them, the PCs receive the 
following in return:

Secure the fane as best you can. Get word to Thiradith. 
Make another Sending to me with the portal sigils. Wait for 
our arrival.

An hour after the PCs make the Sending with the 
World Gate’s sigil sequence, Amyria and a dozen 
heroes loyal to the Coalition step through the World 
Gate. With them is Bejam, the deva mage the PCs 
befriended on Nefelus in Dungeon 165. Depending 
on whether Bejam accepted a position on the Coali-
tion in that adventure, this might be the first time the 
PCs have seen him since then. In any case, Amyria 
has asked him to accompany her, believing that his 
advanced arcane knowledge will be of great benefit.
 The PCs are left in charge of establishing defenses 
and organizing a watch over the fane. The Freerid-
ers and the newly arrived heroes look to the PCs for 
direction in establishing patrols, scouting the best 
lookout locations, and keeping a force on alert in the 
portal hall in case any githyanki come through the 
World Gate.
 The githyanki do not make a return appearance 
at the fane in this adventure, but don’t let the PCs 
know that. Use this opportunity to give the characters 
a sense of the respect their previous escapades have 
earned in the eyes of the growing number of heroes 
loyal to the Coalition. This relationship becomes an 
important aspect of the third part of the adventure.
 While the PCs set up the security arrangements 
for the fane, Bejam gets to work investigating the 

World Gate and poring over the lore in the fane’s 
libraries. The PCs have time to take an extended rest 
and look after any remaining business in the fane or 
at the watchtower. Afterward, Bejam summons them 
and Amyria for a troubled council.

What Lies Beyond

Bejam calls the PCs to one of the empty library cham-
bers in the fane, explaining that he does not want the 
things he has learned to become common knowledge 
yet. He has developed some understanding of the 
operation of the World Gate and the existence of the 
Well of Worlds, but what he has learned has put him 
on edge.

“The githyanki priest spoke truth regarding the World 
Gates. The circle here siphons the planar energy of the 
mortal realm, drawing it to a site beyond. This Well of 
Worlds is spoken of in the lore here, but the fact that 
the githyanki have kept the site secret even from Nefelus 
demonstrates its importance. Indeed, the existence of the 
Well and its power goes some way toward explaining the 
advantage the githyanki have gained in this war.”

If any of the information meant to be revealed by 
Talanee remains unknown to the PCs (most likely 
because they slew the Chanhiiri before they could 
hear it), Bejam can fill it in here.

“If the Well of Worlds was merely as this Talanee described 
it—a portal for moving the githyanki’s elite forces—I would 
wish to know more of it. However, the brief period of my 
study here has shown that the World Gate is drawing off 
planar energy greatly in excess of its normal operation, 
according to the githyanki’s lore. From what the Chanhiiri 
said, Zetch’r’r had specific purpose in seizing the fane, and I 
am fearful as to what that purpose might be.”

Let the PCs suggest that a mission through the World 
Gate to the Well of Worlds is in order. However, as 
important as it is to see what the githyanki are up to, 
the Coalition cannot afford to have the githyanki dis-
cover that their secrets have been compromised. As 
such, sending in a small group is the best strategy.
 If the PCs are not inspired to volunteer for this 
mission, Bejam actively recruits them. However, 
the PCs heard from Talanee that only full-blooded 
githyanki can access the Well of Worlds. Thankfully, 
Bejam has discovered another of the githyanki’s 
secrets.

“The whitefire marks borne by the fomorians are crafted 
by potent ritual magic the like of which I have never seen 
before. By this magic, those who bear the marks carry the 
essence of the githyanki within them. If the fomorians you 
fought traveled here by way of the Well of Worlds, the 
whitefire marks were their passage. The githyanki no doubt 
feel secure that the secret of the sigils is protected from 
those who might seek to subvert it. However, they have not 
reckoned with the craft of Nefelus.”

From the lingering power in the fomorians’ sigils, the 
whitefire mark can be recreated. Those who bear the 
mark can make the journey to the Well of Worlds. 
However, time is of the essence.

“I do not know how long the githyanki will await the return 
of their forces from the fane, but if they discover us here, 
their retribution will be swift. We must send word to the 
Coalition for reinforcements to hold the fane in the event 
of another githyanki assault. For my part, I will convince 
Nefelus to send more aid of its own. If the worst comes to 
pass, we can hopefully hold the fane long enough for you 
to discover what the Well of Worlds is—and what kind of 
threat it represents.”
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Megan Swiftblade and the Freeriders take charge of 
the watch in the PCs’ absence, even as more defend-
ers travel by way of the World Portal to the fane. See 
Part Three of the adventure for more information on 
these heroes of the Coalition.

The ritual by which the whitefire mark is bonded to a living 
creature seems simple enough, but the exertion that shows 
in Nefelus when he is done shows the potency of the magic 
that has been imbued in you. As the ritual is completed, 
the sigil flares to life on your wrist, its outline of white 
flame writhing around the stark lines of a githyanki blade. 
Though the mark can be covered by sleeve or armor easily 
enough, you feel its flame still flaring—pulsing in time with 
the beating of your heart.

While the ritual is completed, a pair of Nefelus mages 
recently arrived at the fane have been studying the 
shadowy destination beyond the World Gate. As the 
PCs prepare to embark, the mages brief them.

“Beyond the World Gate lies a portal the likes of which we 
have not seen before. It has no sigil sequence. Rather, its 
location is fixed by psychic energy and the flow of planar 
power through it. A force of githyanki a half-dozen strong 
arrived there only an hour ago, but we have seen no other 
traffic before or since.”

When the PCs are ready to step through the World 
Gate, go to Encounter W1 on the next page.

Well of Worlds 

Encounters

The githyanki’s belief that the Well of Worlds is unas-
sailable means that it has no permanent defenses, 
though the PCs face numerous challenges as they 
fight their way through the site.

 

The Well of Worlds exists in a planar nonspace that 
gives the site a nonlinear layout. Areas W2, W3, and 
W4 are a continuum, with doorways at one side of an 
area leading to the other side of the area adjacent, as 
noted by the “A” and “B” keys on the tactical map. A 
character who looks out of the area W2 doorway on 
the left side of the map is looking into area W3 from 
the right. Likewise, a character going through the 
southwest door in area W3 enters area W4 from the 
east.

W1. Sovereign Gate

The sole portal within the Well of Worlds is a perma-
nent true portal through which elite githyanki strike 
teams and scouts have access to any point in the 
Astral Sea, the world, and the planes beyond. Even 
though the PCs possess whitefire marks that allow 
them to enter the Well of Worlds, their presence here 
does not go unnoticed.
 Tactical Encounter: W1. Sovereign Gate  
(page 69).
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W2. Githyanki Bivouac

The githyanki troops that move through the Well 
of Worlds rest and recuperate here, making use of 
potent healing magic to quickly get themselves back 
into the fray. The strike team that recently passed 
through the portal is here, and its members do not 
take kindly to the PCs’ intrusion.

Tactical Encounter: W2. Githyanki Bivouac 
(page 71).

W3. Hall of Shards

The planar energy siphoned off through the World 
Gates is collected and amplified in this arcane nexus. 
Two eldritch giants work here, manipulating the f low 
of planar energy as part of the githyanki’s plans to 
extend the power of the Well of Worlds throughout 
their entire portal network.

Tactical Encounter: W3. Hall of Shards  
(page 73).

W4. The Stair Gate

This area grants access to the heart of the Well of 
Worlds, but the PCs’ way is blocked by a magically 
warded gate that requires a skill challenge to open. 
However, the party’s presence here attracts the atten-
tion of summoned planar guardians.

Tactical Encounter: W4. The Stair Gate  
(page 75).

W5. Astral Vortex

A churning astral vortex drives the githyanki’s portal 
network, and is the source of the power that will soon 
allow that network to touch every part of the world. 
An eldritch giant ritualist labors here on behalf of the 
githyanki, but a summoned githyanki guardian shade 
and the raging vortex itself are the deadlier threats.

Tactical Encounter: W5. Astral Vortex (page 77).

DARK TIDINGS
With the Well of Worlds temporarily secured, the 
PCs can return to the Fane of Chanhiir by way of the 
Sovereign Gate in area W1. Whether they determine 
the operation of the Sovereign Gate first or simply 
use it as the starting point of a Linked Portal ritual 
(see the “Sovereign Gate” sidebar), they discover that 
Bejam has been hard at work in their absence. He, the 
Nefelus mages, and the Freeriders and other heroes of 
the coalition have all been bonded with the whitefire 
mark, allowing them to transit to the Well of Worlds. 
At the same time, the other Nefelus mages have been 
working nonstop to keep the Chanhiir gate open as a 
destination portal for transits from across the world.

Additional members of the Coalition have been joined by 
more than forty heroes of a dozen lands at the fane, with 
still more coming by the sound of it. The defenses you set up 
around the temple have been redoubled. The approaches 
through the mountains are secure, watchers atop the highest 
bluffs scan the skies for airships, and the World Portal is 
quickly cleared of new arrivals and carefully watched for 
any sign of githyanki activity. So far, however, your presence 
in the fane appears to have gone unnoticed.

The Mages’ Council

After debriefing the PCs, Bejam and a security force 
cross over to the Well of Worlds. The deva mage is 
anxious to speak to Haryssus and undertake a full 
assessment of the site’s power. Let the PCs take an 
extended rest, before or after which they can fine-tune 
the defenses of the fane as they wish. Whether they 
remain in the temple or return to the Well of Worlds, 
Bejam soon calls them to council in Haryssus’s library.

The heroes of the Coalition have the Well of Worlds 
locked down, including an ambush line set up to catch 
any githyanki passing through the Sovereign Gate. In the 
bivouac, you spot the Freerider dwarf Ragnum Dourstone, 
who offers a grim nod by way of greeting. Behind him, more 
than a dozen dead githyanki are piled high.

Ragnum reports to the PCs that the heroes of the 
Coalition have been lucky so far in getting the drop 
on githyanki transiting into the Well of Worlds.

“They’re coming through the white portal steady—scouts 
and strike teams looking to rest up. No sign yet that they 
know we’re here, but we questioned one moving alone, said 
he was from Utargarth, Utargarath, something like that. 
Someone named Kada’ne sent him to the fane to see what’s 
up with the team supposed to be holding it. It’s a safe bet 
there’ll be more like him coming through soon enough.”

ADMIRAL KADA’NE

The name of Admiral Kada’ne is heard at various 

points in the adventure, allowing a PC to recall the 

following information with a DC 27 History check. 

If none of the characters has any prior knowledge 

of Kada’ne, they can consult with others in the 

Coalition (particularly Amyria) to gain the following 

knowledge.

Admiral Kada’ne was a mid-rank captain of the githyanki 
astral fleet who threw his lot in with Zetch’r’r when 
the new emperor claimed power in the aftermath 
of Vlaakith’s fall. The githyanki fleet is strong under 
Kada’ne’s captains, but the admiral is a weak leader. 
Though a brilliant tactician, he prefers to direct his troops 
from the deck of a fast ship as far as possible from the 
real fighting.
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A PC that makes a DC 27 History or Arcana check 
recognizes the name Ragnum heard as “Utargaraith,” 
and knows what it means. (If no PCs make a success-
ful check, they can ask Haryssus or Bejam.)

‘Utargaraith’ is the name of the interplanar shipyards 
where the githyanki build and repair their fleets of astral 
craft and airships—Garaitha’s Anvil, as it is most commonly 
translated. Garaitha was a corsair and military captain 
whose legendary exploits have inspired generations of 
githyanki.

The PCs learn more about Garaitha’s Anvil in the 
next section. However, if they question Bejam or 
Haryssus about the site in this meeting, see “First 
Strike” on page 53 and the beginning of Part Three 
(page 54).

The Githyanki’s Secret

Beyond the astral vortex, the exhausted Bejam stands 
with Haryssus, the works of the eldritch giant’s 
library spread across the tables.

“We have gained a valuable ally in our fight against the 
githyanki,” Bejam says, nodding to the giant. “I have 
learned much of the operation of this place, but I fear that it 
spells our doom all the same.”

Rather than simply having Bejam and Haryssus 
recite the following information, try to play it out as 
a give-and-take as the PCs and the mages share and 
compare what they know.

What are the keyholes on the plinth over the 
stair gate?
“Four crystal keys once granted control of the Well of 
Worlds to the highest-ranking of the githyanki. Queen 
Vlaakith held one, but her key was said to be lost when 
she was destroyed. Zetch’r’r holds one, taken from one of 

Vlaakith’s captains slain when the new emperor came to 
power. Kada’ne, admiral of the githyanki fleet, holds one. 
Do’kan, general and master of the githyanki ground forces, 
holds the third.”

What are the githyanki’s plans for the Well of 
Worlds?
“The githyanki have made great advances in portal magic 
in recent years—some of it stolen; some gifted by allies we 
can only guess at. Great numbers of eldritch giants have 
become beholden to the githyanki, and many of those 
unwilling to serve have been forced to servitude. For the 
last two years, githyanki and giant mages have worked to 
carefully reshape the power that flows through the Well of 
Worlds, hoping to see that power flow through the whole 
of the githyanki portal network. Should they succeed, 
the power of the Sovereign Gate will be extended, one 
node at a time, across all the githyanki portals of the 
Astral Sea and the planes beyond.”

How can the githyanki’s plans be 
stopped?
“The power of the Well of Worlds is crafted 
and shaped by unique rituals—some older than 
time, and many now lost. To establish even 
minimal mastery of the Well would require 
one of the crystal keys and the rituals of control 
uniquely bound to those who bear them.”

When the PCs have digested the above 
information, Haryssus ends the discus-
sion on a note of finality.
“My knowledge and your mages’ power combined can 
ward the Well of Worlds against assault for a time, but 
we cannot hope to control it. Already in the scant hours 
since you have come here, a score of githyanki have passed 
through the Sovereign Gate, and more will come when those 
your friends have slain are missed. When the githyanki 

realize with certainty that you have taken this place, they 
will attack with numbers beyond reckoning. You few, brave 
as you are, cannot stand against them.”

From the connection between Kada’ne and the 
githyanki that invaded the fane, the players should 
hopefully suggest finding the admiral as a means to 
locating one of the crystal keys. Even if they don’t, 
however, Bejam announces that it is time to take what 
they know to the Coalition as a whole.
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WAR COUNCIL
If the details the PCs have learned of the githyanki 
shipyard and Admiral Kada’ne have not already done 
so, the title of this adventure should hopefully suggest 
that an assault on Garaitha’s Anvil is the intended 
endgame. However, the party’s previous experience 
with the fractious Coalition will likely also sug-
gest that establishing a consensus for action will be 
difficult.
 During the PCs’ assault on the Well of Worlds, 
Bejam sent word to the Coalition leadership, request-
ing that they come to the fane for a war council that 
can decide the Coalition’s course of action. However, 
not all members of the Coalition leadership have 
made the journey. In particular, Eoffram Troyas has 
remained behind in Brindol to help deal with a hob-
goblin uprising (a real threat this time, in contrast to 
the exaggerated attack that played a part in the lead-
ership debate in “Throne of the Stone-Skinned King”).
 Amyria is here, as are other Coalition members 
known to the PCs (choose the roster based on those 
characters the PCs have the strongest relationship 
with, good or bad). However, the cautious Quelenna 
Entromiel is here as well, potentially undercutting 
any hope the PCs have of inspiring the coalition into a 
quick response to the githyanki threat.
 If Quelenna was not successful in her bid for 
leadership of the Coalition in “Throne of the Stone-
Skinned King,” she is taking advantage of this crisis 
to clandestinely push her agenda of cautious defense. 
(See “Throne of the Stone-Skinned King” for more 
information on Eoffram, Quelenna, and their goals.)
 The war council takes place in an abandoned 
library in the fane. Megan Swiftblade and a dozen 
other heroes of the Coalition are on guard, but the 

THE SOVEREIGN GATE

It takes 1 hour and three DC 30 Arcana checks to 

understand the workings of the Sovereign Gate in 

area W1 of the Well of Worlds. Whether the PCs 

undertake this effort themselves or leave it to Bejam 

and the other Coalition mages determines when this 

information is revealed.

As impossible as it might have seemed, Talanee’s descrip-
tion of the Sovereign Gate’s function holds true. Its power 
is built on that of the epic True Portal ritual—magic 
that creates a teleportation circle capable of carrying 
creatures to any destination. However, the power of the 
Sovereign Gate is permanent and even more far-reaching. 
The pulsing haze of white light that fills this chamber is a 
weave of planar energy and arcane power that taps into 
the mind of any creature standing within it. Any place 
you can name or describe, any location you have ever 
visited or seen, any site you can remember and summon 
to mind—the Sovereign Gate will take you there.
 The Sovereign Gate has no sigil sequence to mark its 
planar location. Rather, the flow of planar energy cours-
ing through the Well of Worlds is indelibly marked upon 
the mind and spirit of each creature that passes through 
it. Only those who have first been taken through the 
Sovereign Gate by another creature or who have reached 
the site through one of the World Gates can transit there. 
Moreover, the portal holds a permanent record of every 
location it has ever been used to access—the coordinates 
of uncountable locations across the planes locked within 
the pulsing white of its walls.

The Sovereign Gate is a more powerful version of the 

portal created by the True Portal ritual. It functions 

only for full-blooded githyanki or creatures bearing 

the whitefire mark. Using the Sovereign Gate as the 

source or destination for any portal ritual negates the 

need for reagents and grants the user a +10 bonus to 

the Arcana check for the ritual.

 Using the Sovereign Gate to transit to a location 

not marked by a teleportation circle requires a DC 

25 Arcana check. A character can make this check 

only once per hour. The check result determines the 

portal’s duration.

Arcana Check Result Portal Duration
20–29 1 round

30–39 3 rounds

40 or higher 5 rounds

The Sovereign Gate sets its destination according to 

the will of a single character who steps within it and 

makes the Arcana check. If two or more characters 

attempt to control the portal at the same time, all 

make opposed Arcana checks. The character with 

the highest check controls the portal (assuming the 

check result was 20 or higher), and all creatures 

within the teleportation circle go to that character’s 

chosen destination.

 A nonportal destination can be seen within the 

Sovereign Gate as a hazy image, just as with a normal 

portal ritual. However, creatures at the destination 

cannot see the Sovereign Gate. Creatures stepping 

through the Sovereign Gate simply appear as if from 

nowhere at their destination.
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bulk of those who have come to defend the fane are 
outside, in area C4, or in the Well of Worlds, keeping 
watch against a githyanki attack.

The PCs are present to once again recount their 
story for those who have not heard it. Bejam likewise 
summarizes the danger presented by the Well of 
Worlds and the githyanki’s plots.

“The power of the Well of Worlds transcends any magic 
known to the mortal races. If it can be extended to their 
wider network of permanent teleportation circles, the 
githyanki can open portals at will into any location, from 
any location, and not with vanguard strike teams and 
scouts but with whole armies. Their assaults will instantly 
reach behind the strongest walls and beyond the most 
well-defended roads and passes. The destruction will be 
absolute. If the githyanki succeed at their plans, no force in 
the mortal realm will stand against them.”

The PCs can add to Bejam’s assessment if they wish. 
However, especially if the characters discuss the need 
for military action, the Coalition’s response leaves 
them cold. Quelenna Entromiel takes the lead, build-
ing on the uncertainty and fear felt by a number of 
the other Coalition members present.

“We are far from our homes and families—the places and 
people we are bound to defend. This place, these planar 
sites you speak of are meaningless targets. A majority of our 
many lands’ heroes are here now to defend these places, and 
for what? This is a fight we cannot win, and as such, it is a 
fight we cannot consider. Waiting here for eventual attack 
or, worse, seeking out the githyanki stretches our already 
over-extended resources past the breaking point. Instead, we 
must ask what we might do to hinder the githyanki. Slow 
down their plots to give us time to plan a proper defense of 
our homelands.”

Let the PCs take the lead in pointing out the futility 
of defending against an enemy that can move troops 
from any permanent or temporary teleportation 
circle to any location in the world in the blink of an 
eye. However, even martial-minded leaders such 
as the barbarian elf queen Caliandra are swayed 
by Quelenna’s focus on defending the Coalition’s 
homelands.
 Amyria agrees with the PCs, but even if she cap-
tured the leadership of the Coalition in the previous 
adventure, her voice cannot overcome the dissent 
that Quelenna inspires. Moreover, any attempt on 
Amyria’s part to take the party’s side is met with 
bureaucratic resistance.

“Neither you nor these adventurers have the authority to 
direct the Coalition as a whole according to your whim. I 
move that this war council be dissolved at once, and that we 
return to Sayre for a full debate.”

To the PCs, it should be clear that this war council is 
destined to fail.

Fortune Favors the Bold

This section of the adventure features no combat, no 
traps, and no skill challenges. However, it is none-
theless intended to represent a turning point for the 
campaign. This is strictly a roleplaying scenario, and it 
gives the PCs a chance to step up as de facto leaders of 
the Coalition—a role they have slowly established for 
themselves at every previous stage of the paragon tier.
 It is up to the PCs to lead the heroes of the Coali-
tion in a preemptive assault against Garaitha’s 
Anvil—an attack designed both to cripple the 
githyanki war machine, and to deliver to the Coali-
tion the power to control the Well of Worlds. To do so, 
the players need to undertake a number of steps, as 
indicated below.

 Most of these points follow naturally from the 
information previously revealed. For example, 
because the PCs know that Kada’ne is at Garaitha’s 
Anvil, it makes sense that they would seek to scry the 
admiral’s location. However, these broad points are 
not meant to be absolutes. Let the players’ decisions 
set out the groundwork and the plan for the assault, 
using NPCs to establish direction only if the PCs 
seem stuck or request their aid.
 If the players come up with alternative approaches 
to some of the points below, adjust and improvise as 
necessary—even to the point of forgoing a stealth mis-
sion in favor of a straight-up strike (see the “Direct 
Assault” sidebar in the next section).

A Time for Heroes

The PCs must win the favor of the other heroes of 
the Coalition if the attack on Garaitha’s Anvil has 
any hope of succeeding. However, this initial task 
is perhaps the easiest part of their plan. At the first 
sign that the PCs intend to act against the orders of 
the Coalition, Megan Swiftblade and the other Free-
riders immediately back them up in the war council. 
(Assuming you have played through “Beyond the 
Mottled Tower,” Megan owes the PCs a life-debt that 
has earned her allegiance even if the relationship 
between the two groups has remained strained.)

“The Coalition’s so-called leaders don’t know what they’re 
saying. Bankers and merchant lords, the lot of them. If you 
say we need to strike this Garaitha’s Anvil, the Freeriders 
are with you. But there’s nearly a hundred of us here all 
told, come together to show our strength. With you leading, 
I promise the rest will follow.”
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If the scene suggests it, one of the Freeriders might 
tear a token of office from one of the reluctant Coali-
tion leaders, handing it to the PCs in an overtly 
symbolic gesture. This is the party’s moment, and it 
should feel memorable. Outside the fane, the PCs can 
then take their case to the Hundred—the assembled 
heroes of the Coalition, ready to give their lives to 
defend their world.

 In a worst-case scenario in which the PCs decide 
to acquiesce to the whims of the Coalition, Amyria 
can take a more direct role in suggesting that bold 
action is necessary to turn the tide of war. However, 
she has not the reputation or the experience to lead 
the Hundred. Only the PCs can do this.

First Strike

Announcing the intent to attack Garaitha’s Anvil in 
force is one thing. Figuring out how to get the heroes 
of the Coalition to the shipyard without alerting the 
githyanki to the impending assault is something else.
 Characters trained in Arcana or History can study 
the lore of the Well of Worlds (that found with the 
eldritch giants in Encounter W3 and in Haryssus’s 
library) to find out everything they need to know 
about Garaitha’s Anvil. Paraphrase the information 
given at the beginning of “Part Three: Garaitha’s 
Anvil” on page 54.
 The Garaitha docks are set with two score per-
manent portals whose sigil sequences are one of the 
most closely guarded secrets of the githyanki empire. 
However, the unique nature of the Sovereign Gate 
allows the sigil sequences of the Garaitha portals to 
be extracted carefully. If the PCs want to undertake 
this task themselves, make it a series of DC 27 Arcana 
checks or an impromptu skill challenge. Alternatively, 
the eldritch giant Haryssus can obtain the sequences 
(or, if necessary, suggest this course of action).
 The Nefelus mages can set up teleportation circles 
to take the PCs and the Hundred from the fane to 
Garaitha’s Anvil. Once the attackers have transited to 
the shipyard, the mages then attempt to block access 
to the shipyard’s portals using the power of the Well 
of Worlds. This should prevent a githyanki counterat-
tack, at least for a short time.
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Kada’ne’s Key

The PCs know that Kada’ne is at Garaitha’s Anvil, and 
that control of the Well of Worlds might be possible 
with the crystal key the githyanki admiral is said to 
hold. The githyanki have no fear of these keys falling 
into the wrong hands, knowing that they can be used 
only by full-blooded githyanki who themselves have 
been attuned to the keys with unique rituals. Bejam 
and Haryssus believe that they can overcome these 
protections, but finding and capturing Kada’ne can be 
a challenge even for the most capable heroes.

With their skills and experience, the PCs are the 
most logical choice to undertake the strike-team 
assault to locate Cev’ren and Kada’ne. Although the 
assault on Garaitha’s Anvil is not merely a diversion, it 
allows the PCs to focus on the specific goal of finding 
the admiral while the other heroes of the Coalition 
keep the githyanki on the ropes.

Target Acquired

Garaitha’s Anvil is a vast place, and the PCs have little 
hope of finding Kada’ne by mere chance. However, 
the unique nature of the Well of Worlds means that 
a character can use scrying rituals to search for the 
admiral or his f lagship even in the astral nonspace 
in which the shipyard exists. The entire shipyard is 
under the effect of a Forbiddance ritual for the pur-
pose of scrying effects, but the Well of Worlds can 
overcome that.

 Whether alone or with Bejam’s aid, the PCs can 
obtain the location of the specific repair dock where 
Cev’ren is moored. More importantly, they can work 
out the closest portal to arrive at and can see enough 
of the area around the portal to note the exterior dock 
entrance, its defenses, and the under-construction 
extension that offers the easiest way into the area. 
Paraphrase the information given under “Garaitha’s 
Anvil Encounters” in the next section as the PCs plan 
their assault.

The Moment of Truth

With the Hundred soundly behind them, the PCs 
have set in motion a plan that might conceivably 
turn the tide of war. When they are ready to lead the 
assault, go to the next section.

PART THREE: 
GARAITHA’S ANVIL
The shipyard of Garaitha’s Anvil is a planar mote 
suspended at the boundary between the world, the 
Feywild, the Shadowfell, and the Astral Sea. From its 
surface, the shipyard appears to be the interior of a 
vast sphere, its ground curving up to all sides. At its 
center, directly above any viewer standing on its sur-
face, a great astral gate acts as a transit point for the 
ships that are built and repaired here. Forty perma-
nent teleportation circles across the shipyard connect 
Garaitha’s Anvil to the Astral Sea, as well as to the 
world, the Feywild, and the Shadowfell, all of which 
provide the raw materials and labor that fuel the con-
struction of the githyanki war f leet.

Garaitha’s Anvil 

Encounters

The attack against the shipyard catches the githyanki 
entirely by surprise. However, though the heroes of 
the Hundred have followed the party’s lead to take 
the war to the githyanki, a victory here will be for 
naught if the PCs cannot capture Admiral Kada’ne 
and the key to the Well of Worlds.
 The Garaitha’s Anvil encounters represent only a 
small part of this repair dock complex, which itself is 
one of dozens of similar dock facilities spread across 
the surface of the planar mote. Any exits from the 
repair dock lead to similar chambers in adjoining 
docks—the warehouses, forges, mills, and arcane labo-
ratories dedicated to supporting the githyanki war 
machine. The docks where airships and astral ships 
(including Cev’ren) are moored are sealed off under 
moveable domes.
 A vast astral gate sits at the center of the inverse 
sphere of the shipyard. Ships can rise to and descend 
from the gate under their own power (the githyanki’s 
astral craft normally function only in the Astral Sea), 
but the unstable f low of energy within the gate makes 
it difficult to properly navigate astral craft above the 
surface of Garaitha’s Anvil. This is an advantage to 
the heroes assaulting the shipyard (since it prevents 
the numerous ships present from taking part in the 
githyanki’s defense of the site), but raises the stakes 
for the PCs in the ship-to-ship battle in encounter G7.
 Garaitha’s Anvil is populated with workers from 
the githyanki’s servant-races, particularly fomorians 
and other giants. As low-rank laborers, these crea-
tures do not bear the whitefire mark. All creatures 
within the shipyard converse in Deep Speech.
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G1: Construction Site

Breaking from the main battle, the PCs fight their 
way through a force of githyanki defenders to gain 
access to the repair dock complex where Admiral 
Kada’ne’s f lagship Cev’ren is moored.
 An open storage space leads to a locked door and 
the repair dock beyond. The door can be opened with 
a DC 27 Thievery check or smashed in with a DC 20 
Strength check. If the door is broken open, the crea-
tures in areas G2 and G3 do not hear it.
 Tactical Encounter: G1. Dock Siege (page 79).

G2: Loading Zone

Within the repair dock complex, a planar loading 
zone has become an embarkation point for giant rein-
forcements summoned to the battle.
 Tactical Encounter: G2. Loading Zone (page 81).

G3: Fire and Forge

A cadre of fire giants operates a smithy that turns out 
steel- and brass-work for the githyanki’s astral craft 
and airships. With the alarm sounded, the PCs find 
these servants of the githyanki forging deadly weap-
ons to be taken to the battle in the shipyard outside.
 Tactical Encounter: G3. Fire and Forge  
(page 83).

G4: Warehouse

This dark space is a testament to the advanced state 
of the githyanki invasion. Its crates contain weapons, 
armor, field rations, and other supplies for a long 
military campaign. Just as disconcerting are signs 
that many more crates have recently been moved out 
from this area as the githyanki invasion is stepped up 
across the world.

G5: Dock Gate

At the center of the repair dock complex, access to 
the ships is guarded by a force of githyanki and fomo-
rians. The docks are sealed off from the laborers’ 
areas and warehouses by magical wards that the PCs 
must first shut down, then reactivate to prevent new 
defenders from joining the fight against them.
 Tactical Encounter: G5. Dock Gate (page 85).

G6: Boarding Party

Kada’ne’s f lagship can be seen in the distance, but 
another force of githyanki guards stands between the 
PCs and their target. When the cowardly Kada’ne 
takes to the air, the characters must commandeer the 
githyanki astral strike ship Iliyoru, taking to the air 
after the f leeing Cev’ren.
 Tactical Encounter: G6. Boarding Party  
(page 88).
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G7: Iliyoru’s Flight

A ship-to-ship battle ensues as the PCs attempt to 
catch up to the f leeing Kada’ne, using the power of 
the strike ship to attack Cev’ren even as they ward 
off an aerial assault by githyanki warriors on f lying 
mounts.
 Tactical Encounter: G7. Iliyoru’s Flight (page 91).

G8: Kada’ne’s Stand

In the end, both ships lock together and spin out 
of control toward the vast astral gate above. On the 
decks of Cev’ren and Iliyoru, the PCs face off against 
Kada’ne’s troops and the admiral himself—a quarter-
mile above the bloody battle below.
 Tactical Encounter: G8. Kada’ne’s Stand  
(page 95).

Striking the Anvil

As the PCs prepare to lead the Hundred into battle, 
Bejam and his mages set up the teleportation circles 
that will take them to Garaitha’s Anvil.

Across the bluffs and trails surrounding the fane, the mages 
of the Coalition are scribing dozens of planar portals, 
causing the fading twilight to blaze with eldritch light. 
Spread out before them, the greatest heroes of the mortal 
realm stand in expectation of the battle to come. Most are 
on foot, a score or more mounted on steeds still skittish 
from having made the transit through portals from their 
own lands. One force of rangers from the desert lands south 
of Elsir Vale make a last check of the tack on a flight of 
griffons. No one speaks.

 At your signal, Bejam and his mages activate the planar 
portals, and a flare of white light cuts through the darkness. 
Within that light, hazy images of the shipyard flare to 
life—windowless stone buildings, the open spaces between 
them thronging with githyanki and giants.
 Around you, the Hundred are ready, waiting to move at 
your word.

The attack on Garaitha’s Anvil is a broad assault 
through a dozen portals simultaneously, and the 
heroes of the Hundred hit the githyanki hard. Along-
side the assault, the PCs undertake one last strike 
team mission—breaking for the repair facility where 
Kada’ne and his f lagship wait.

 When the PCs step into the portal prepared for 
them, the Hundred follow.

The portals through which you emerge in Garaitha’s Anvil 
go dark almost as soon as you step through them. Bejam 
and Haryssus made good on their pledge to seal planar 
access into the shipyard. However, high above, a blazing 
circle of white light hangs—the massive astral gate around 
which the shipyard has been built. Even as you watch, a 
half-dozen astral strike ships rise toward the gate, caught up 
in its flow of energy then swallowed with an immense flash 
as they are shunted away.

DIRECT ASSAULT

If the PCs are dead-set against taking the easy way 

in to the repair dock complex, simply create a main 

entrance that passes through mostly empty ware-

house space similar to area G4, then connects to area 

G5 by way of the door at the top of the overview map. 

The repair dock complex features no windows or other 

entrances aboveground, so the main entrance or the 

under-construction extension are the only ways in. 

However, a frontal assault is by far the tougher of the 

two approaches.

 The ground-level main doors of each repair dock 

complex are guarded by two fomorian warriors and 

two fomorian painbringers (a level 21 encounter; see 

Encounter C3 and the Monster Manual® for statistics 

blocks). The fomorians quickly fall back from the ongo-

ing battle when they see any PC approach the doors. 

Additionally, starting in the fourth round of the fight, 

six githyanki minions join the fray each round—either 

blademasters (Encounter C1), gish crusaders (G1), or 

psychic archers (G5). See those encounters for statis-

tics blocks.

 The doors into all the repair dock complexes are 

warded by the same magic that protects the doorways 

into area G5. See encounter G5 for details of the skill 

challenge necessary to disable the doors’ magical 

wards. Once those wards are disabled, an exterior 

door into the repair dock complex requires a DC 27 

Strength check to open or close. Any fomorians and 

githyanki that survive the fight pursue the PCs into 

the repair dock.

 PCs who make their way through the main doors 

go straight to Encounter G5. However, the sound of 

combat at the main entrance puts the creatures in that 

area on alert. Additionally, all eight of the fomorian 

guards from Encounter G2 and four fire giant serfs 

from Encounter G3 come to G5 to enter the fray, arriv-

ing at a rate of two giants per round.
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To the right and high above you along the curve of the 
shipyard floor, the banner of the Freeriders waves at the 
front of an assault against an emplacement of githyanki 
guards scrambling to get into defensive positions. To your 
left, a force of dwarf warriors chant a death dirge for the 
fallen Kalad as they cut their way through a squad of 
giants—howling fomorian guards and laborers towering 
above their githyanki masters.
 Behind you, cavalry forces that have come through their 
portals on horseback crash over githyanki ground troops 
like a living wave. Overhead, ranger archers on griffons 
wing their way above the battlefield, a force of githyanki 
flying forth to meet them on reptilian fliers, shrieking as 
they strike.
 Screaming oaths of vengeance, the hundred greatest 
heroes of the mortal world throw themselves against waves 
of defenders that must total ten times that number. The 
battle for Garaitha’s Anvil has begun.

TURNING THE TIDE
If the party had a relatively easy time with the previ-
ous encounters, feel free to add a denouement combat 
challenge taking out the last pockets of githyanki 
resistance. Otherwise, as the PCs descend in Iliyoru, 
they can see that the heroes of the Hundred have won 
the day on the ground below.

The forces of Garaitha’s Anvil have been routed—the heroes 
of the world victorious. The bodies of githyanki and giants 
are spread across the shipyard by the hundreds, as are the 
throngs of prisoners being held under tight watch by the 
Freeriders and others. The damaged Iliyoru lands noisily 
in an open space close to the dock where it was originally 
moored, all eyes on you as you disembark. And as one, the 
heroes of the Hundred salute, five-score weapons raised to the 
white sky as a shout of triumph echoes from the gray stones.

The casualties on the Coalition’s side are thankfully 
few. While the PCs bask in the well-deserved glow of 
victory, the surviving githyanki can be held within 
the docks while arrangements are made for them 
to be moved. Having scried the battle, Bejam and 
Amyria arrive by portal to debrief the PCs and take 

possession of Kada’ne’s crystal key and the admiral 
himself (assuming he or his corpse survived the final 
fight). Bejam then returns to the Well of Worlds, 
where he and Haryssus are successful in bringing the 
site under Coalition control.
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Spoils of War

Any warriors captured in the battle for Garaitha’s 
Anvil are mid-level leaders at best, who know noth-
ing more about the githyanki’s plots than the PCs 
have already learned. In particular, the rank-and-file 
githyanki know nothing of Tiamat’s involvement 
with Zetch’r’r’s plots. However, Kada’ne is one of the 
githyanki’s highest-ranking leaders, and he could 
prove instrumental to the PCs’ goals in the next 
installment of the adventure path.
 In addition to crippling the githyanki’s abil-
ity to wage war through their portal network, the 
capture of the Well of Worlds grants the Coalition 
additional resources. In Haryssus’s lore, one of the 
PCs discovers a ritual that can undo the effect of the 
githyanki possession seen in previous adventures. 

Any captured githyanki spies can be freed of this foul 
possession, restoring their minds and driving the 
possessing  spirits out.

The Future

The Coalition’s rout of Garaitha’s Anvil deals a major 
blow to the githyanki war effort, effectively scuttling 
a significant portion of their astral f leet and put-
ting large numbers of astral craft and airships under 
Coalition control. While the fear of a githyanki repri-
sal might loom large, the PCs’ victory allows Bejam 
and Haryssus to establish full control over the Well of 
Worlds for the Coalition.
 The same wards that once prevented access to the 
planar mote by any but the githyanki can now be 
reworked to prevent the githyanki from making use 

of the Sovereign Gate. More importantly, by shutting 
down the f low of power from the World Gates, the 
Coalition can cripple the githyanki portal network, 
making a counterattack against Garaitha’s Anvil 
impossible and significantly limiting the githyanki’s 
ability to wage war against the world.
 A decisive blow has been dealt against the 
githyanki. The tide of war has turned, though the 
PCs’ fight is far from over.

THE TRUE PLAN

Although Tiamat makes use of the githyanki, her plot 

to kill Bahamut does not rely on Emperor Zethch’r’s 

githyanki. As mentioned earlier, the githyanki inva-

sion of the world is merely a ploy to weaken the forces 

of good and distract Bahamut and his faithful while 

she pursues a plan to summon the Platinum Dragon 

in mortal form. She intends to destroy him at that 

point, thus ending a conflict that has recurred since 

Io was split. If the PCs continue to follow the path 

they are on, they will have an opportunity in the near 

future to learn this information.
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C1: GITHYANKI WATCH

Encounter Level 17 (8,800 XP)

Setup

8 githyanki blademasters (B)
2 githyanki reavers (R)

The path the PCs follow leads to one of two cavern 
entrances to the temple. The invading githyanki 
expect no trouble here, and they are distracted.

The PCs can follow the path directly to the cavern 
easily enough. However, unless they do so invisibly, 
the githyanki have a group passive Perception check 
(+10) to spot them when they are 50 feet from the 
cavern entrance (the edge of the trail on the map). 
Even distracted, the guards automatically see any PCs 
who approach closer than 25 feet from the cavern.
 Characters can leave the path and attempt to 
climb the rough walls above the entrance (DC 20 
Athletics), but making noise on the shadowy slopes 
is a bigger concern than staying hidden. With a DC 
20 Stealth check, a PC stays hidden but dislodges a 
fall of rubble and scree that puts the githyanki below 
on alert. A DC 25 Stealth check allows a character to 
approach unheard and unseen.

 If the githyanki are alerted by the party’s 
approach, they pull back to the inner cavern where 
they can be seen only with a DC 20 Perception check. 
Adjust their positions on the tactical map accordingly.
 Characters approaching by air from above can 
automatically stay hidden until they attack. They gain 
surprise unless the githyanki are otherwise alerted to 
their presence.

When the PCs can see the cavern entrance, read:

The twisting path leads to a cliff, atop which a broad shelf 
of stone is lit by the pulsing white light of magic lamps. The 
cavern beyond falls quickly into shadow, but it appears 
to narrow down to a passageway leading farther into the 
mountain.

Perception Check
 DC 20: Even the shadows can’t hide the patches of the 
cavern floor that have enormous X’s scrawled in charcoal 
upon them.

If the githyanki are not alerted to the PCs’ pres-
ence, read:

Nearly a dozen githyanki stand or crouch along the stone 
shelf and within the shelter of the cavern. Their armor and 
livery mark them as guards watching over this entrance, 
though they appear profoundly disinterested in the task.

In addition to the guards, an astral wave trap wards 
this approach to the fane. This defense was set up by 
the githyanki of the temple, and although the invad-
ers are aware of its existence, they cannot disable 
it. The X’s marked on the f loor indicate the trigger 
points the guards are aware of, but there are others as 
shown on the tactical map.

8 Githyanki (B) Level 17 Minion Skirmisher 
Blademasters

Medium natural humanoid XP 400 each

Initiative +15 Senses Perception +9

HP 1; a missed attack never damages a minion.

AC 28; Fortitude 25, Reflex 23, Will 22

Saving Throws +2 against charm effects

Speed 5; see also telekinetic jump
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +22 vs. AC; 8 psychic damage.

M Twin Longsword Strike (standard; requires combat advantage 

against the target; at-will)  Psychic, Weapon
 +22 vs. AC; 12 psychic damage

Telekinetic Jump (move; encounter)

 The githyanki blademaster flies 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 12 (+9)

Con 15 (+10) Int 13 (+9) Cha 21 (+13)

Equipment plate armor, 2 silver longswords

2 Githyanki Reavers (R) Level 17 Brute
Medium natural humanoid XP 1,600 each

Initiative +13 Senses Perception +10

HP 197; Bloodied 98

AC 29; Fortitude 30, Reflex 28, Will 28

Saving Throws +2 against charm effects

Speed 5; see also telekinetic leap
m Silver Fullblade (standard; at-will)  Psychic, Weapon
 +20 vs. AC; 2d12 + 4 (crit 2d12 + 28) plus 1d6 psychic 

damage, plus an extra 3d6 psychic damage if the target is 

immobilized.

M Reaving Strike (standard; encounter)  Psychic, Reliable, 
Weapon

 +18 vs. Fortitude; 3d12 + 4 damage plus 1d6 psychic 

damage, and the target is immobilized (save ends).

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki reaver or an ally within range can 

fly 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 14 (+10)

Con 17 (+11) Int 15 (+10) Cha 21 (+13)

Equipment plate armor, silver fullblade
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Astral Vents Level 19 Blaster
Trap XP 2,400

The floor of the cavern suddenly ripples as a wave of unearthly 
power lifts you off your feet.

Trap: When a creature steps onto a trigger point, a pulse 

of astral energy disrupts the space around it, blasting it 

skyward.

Perception
PCs who intuit that the X’s on the cavern floor mark 

the trigger points of the trap can choose to avoid those 

locations. However, characters cannot use Perception to 

detect the unmarked trigger points of this trap.

Trigger
When a creature enters or begins its turn in a trigger 

square, the trap attacks that creature.

Attack

Opportunity Action Melee
Target: The creature that triggered the trap.

Attack: +22 vs. Reflex

Hit: 3d8 + 4 damage, and the target is lifted 10 feet into the 

air. Unless the target has the means to stay aloft, it then 

falls to the ground in a random adjacent square, taking 

1d10 damage and being knocked prone as normal for 

falling.

Countermeasures
 A creature can jump the squares to avoid triggering them.

 A creature that triggers the trap can attempt a DC 27 

Acrobatics check. With a successful check, the creature 

takes no damage but is pushed 1 square in a random 

direction.

 A creature blown into the air by a trap can, as normal,  

make an Acrobatics check to reduce falling damage.

 A creature adjacent to a trigger square can disable that 

square for the rest of the encounter with a DC 27  

Arcana check.

Tactics

The githyanki reavers fight close together, each 
targeting a lightly armored foe as it f lanks with a blade-
master. A reaver switches targets freely in an attempt to 
sow maximum disruption in melee, reserving its reav-
ing strike for a defender or striker that deals it damage. 
If either reaver immobilizes a foe, both focus their next 
silver fullblade attacks on that creature.
 Two blademasters f lank with the reavers, while the 
others swarm heavily armored PCs in groups of two 
or three, f lanking for combat advantage and making 
twin longsword strikes.
 The githyanki avoid the marked triggers of 
the astral vents, but they can be affected by the 
unmarked triggers.
 These githyanki are confident in their ability to 
take care of any threat, and they hurl insults at the 
PCs throughout the fight. They raise no alarm and 
fight to the death.

Features of the Area

 Illumination: The narrow canyon walls cut any 
daylight to dim light along the path. At night, the 
path is dark. Magic lamps shed bright light within the 
mouth of the cavern and across the stone shelf day 
and night, fading to dim light in the cavern.
 Ceiling: The ceiling of the cavern is 20 feet high.
 Astral Vent: The githyanki have marked five of 
the trigger points to the astral vent trap in charcoal on 
the rock shelf. The three trigger points shown in red 
on the tactical map are not visible to the PCs or the 
githyanki.

 Cliff: The steep slope below the shelf and to both 
sides of the path drops off 40 feet. Scaling a cliff 
requires a DC 20 Athletics check. A creature that 
drops down from above takes 4d10 falling damage.
 Stairs: The rough stone stairs are difficult terrain.
 Rubble: These areas of loose scree are difficult 
terrain. A creature that runs, charges, or makes a 
double move through rubble must make a DC 20 
Acrobatics check or fall prone.
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C2: THE WATCH OF 
THE DEAD

Encounter Level 18 (11,000 XP)

Setup

Githyanki mindlasher
3 githyanki shades (S)
3 githyanki warmongers

The resting place of the honored dead of Chanhiir 
was the sight of a last stand by the temple’s faith-
ful. When the invaders pulled down this place in 
the aftermath, they drew forth the vengeful spirits 
of the githyanki warriors interred here. The invad-
ing githyanki now shun this area, not even having 
claimed their dead. They avoid attack by running 
through here when they go to and from area C1.

Perception Check (within 30 feet of the doorway)
 DC 13: No sound comes from the darkness ahead, but 
the foul stench of death rises on the air.

When the PCs can see into this area, read:
Huge statues of githyanki warriors once lined the walls of 
this chamber, but these now lie shattered and strewn across 
the floor. The rotting corpses of a half-dozen githyanki lie 
alongside them, all well-armored warriors. At the center of 
the room, the floor opens up to create a balcony set with a 
stone railing. Light and raised voices come up from below.

Perception Check
 DC 13: The voices converse in Deep Speech and in 
the dialect of the githyanki. However, the words cannot be 
made out from this distance.
 DC 20: The shattered statues and their rubble flare 
and pulse with a faint glow.

As long as they do not have a light source in hand, the 
PCs can cross to the balcony railing without attract-
ing the attention of the githyanki below.

\The chamber below appears to be a temporary camp with 
three dozen bedrolls set around a pair of smoldering fire 
pits. Three githyanki are here—warriors by their look, and 
all of them angry. One mutters that the human outpost 
waits to be taken, cursing the orders that keep the githyanki 
in the temple while “the astraan mages chant their useless 
rituals over the shielded circle.” A second growls agreement 
as he curses someone he calls “the coward Kada’ne, safe on 
Cev’ren while we hide like dogs for the sake of his fear.”

A character can make a DC 27 History check to recall 
the name of the githyanki Admiral Kada’ne (see the 
sidebar on page 49). If the PCs are not successful now, 
they have the opportunity to learn who Kada’ne is 
later in the adventure. 
 In the round or two that it takes a PC to listen at 
the railing (or if the party attempts to bypass the bal-
cony on their way to the stairs), the spectral githyanki 
shades guarding this place rise from the rubble.

From the rubble, three shapes rise across the chamber—their 
forms that of armored githyanki warriors, but strangely 
translucent in the gloom. Without word or warning, they 
attack.

Any sound of fighting reaches the githyanki below 
(the mindlasher and warmongers), who assume that 
their allies at area C1 have come under attack while 
returning from duty. They come up the stairs and 
enter combat in the third round.

Tactics

The githyanki shades take on lightly armored foes 
with their ghost swords, making spirit rake attacks 
against heavily armored combatants or those staying 
at the edge of the fray. Once they slow an enemy with 
bladed wrath, they use soul strike to devastate it, and 
follow that with spirit rake.
 The warmongers target strikers and defenders 
with telekinetic crush and silver greatsword attacks. A 
warmonger reserves soulsword burst until two or more 
PCs are adjacent to it, but it catches the githyanki 
shades in the burst if it can.
 The githyanki mindlasher stays at the edge of the 
fray, targeting well-armored PCs with psychic slam 
and mind crush attacks. It maintains cover behind the 
fallen statues, entering melee only if pressed.
 The githyanki shades focus their attacks on the 
PCs as the creatures that drew them into combat. 
However, a shade that finds a githyanki between it 
and a PC target attacks the closer target fifty percent 
of the time.
 If the PCs move down to the lower chamber, the 
githyanki follow but the shades do not.
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3 Githyanki Shades (S) Level 16 Lurker
Medium elemental humanoid (undead) XP 1,400 each

Initiative +19;  Senses Perception +16; darkvision

HP 84; Bloodied 42

AC 30; Fortitude 26, Reflex 29, Will 28

Immune disease, poison; Resist insubstantial

Speed 8, fly 8

m Ghost Sword (standard; at-will)  Weapon
 +21 vs. AC; 2d10 + 5 damage.

r Spirit Rake (standard; at-will)  Fear, Psychic
 Ranged 5; +19 vs. Will; 2d8 + 7 psychic damage, and the 

target takes a –2 penalty to all defenses (save ends).

C Bladed Wrath (standard; at-will)  Psychic, Weapon
 Burst 1; +21 vs. AC; 1d10 + 5 damage, and the target takes 

a –2 penalty to all defenses and is slowed (save ends both).

M Soul Strike (standard; recharge   )  Radiant, Weapon
 Slowed targets only; +19 vs. Will; 4d10 + 5 radiant 

damage, and the target gains vulnerable 10 psychic until 

the end of its next turn.

Alignment Unaligned Languages — (understands 

   Common, Deep Speech)

Str 21 (+13) Dex 24 (+15) Wis 16 (+11)

Con 18 (+12) Int 19 (+12) Cha 21 (+13)

Features of the Area

Illumination: Bright light in the lower camp; dim 
light in the upper statue chamber.
 Ceiling: 30 feet high.
 Balcony: The statue chamber opens up at its 
center 30 feet above the f loor below. A stone railing 
around the balcony is 4 feet high. Characters who fall 
from the balcony take 3d10 damage.
 Statues and Rubble: The shattered remains of 
the oversized githyanki statues provide cover. The 
statues and their rubble are difficult terrain. It takes 
a DC 13 Athletics or Acrobatics check to move over a 
statue.
 Psychic energy f lares unchecked within the 
fallen statues and their rubble. A creature that ends 
its turn on or adjacent to a statue or in a square 
of rubble takes 2d10 psychic damage and grants 

combat advantage to all adjacent creatures until the 
beginning of its next turn. The githyanki shades are 
immune to this effect.
 Stairs: The steep stairs descending to the level 
below are difficult terrain.
 Bodies: The bodies of dead githyanki strewn 
throughout the statue chamber are difficult terrain.
 Bedrolls: Bedrolls spread throughout the camp in 
the lower chamber are difficult terrain.
 Fire Pits: These are difficult terrain. Any creature 
that enters a fire pit takes 1d8 + 5 fire damage.
 Secret Door: This hidden door requires a DC 20 
Perception check to spot and a DC 25 Thievery or 
Strength check to open.

3 Githyanki Warmongers Level 17 Soldier
Medium natural humanoid XP 1,600 each

Initiative +15 Senses Perception +11

HP 162; Bloodied 81

AC 33; Fortitude 29, Reflex 31, Will 29

Saving Throws +2 against charm effects

Speed 6; see also telekinetic leap
m Silver Greatsword (standard; at-will)  Psychic, Weapon
 +24 vs. AC; 2d10 damage plus 1d10 psychic damage, plus 

3d8 extra psychic damage if the target is immobilized or 

stunned.

R Telekinetic Crush (standard; recharge  )

 Ranged 5; Medium or smaller target; +22 vs. Fortitude; 

1d10 damage, and the target is immobilized (save ends).

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki warrior or an ally within range 

can fly 5 squares.

C Soulsword Burst (standard; requires silver greatsword; 

encounter)  Psychic, Weapon
 Close burst 1; +22 vs. Will; 3d10 damage, and the target 

takes ongoing 5 psychic damage and is stunned (save ends 

both).

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 17 (+11)

Con 18 (+12) Int 16 (+11) Cha 21 (+13)

Equipment plate armor, silver greatsword

Githyanki Mindlasher Level 18 Artillery
Medium natural humanoid XP 2,000

Initiative +16 Senses Perception +20

HP 132; Bloodied 66

AC 30; Fortitude 29, Reflex 33, Will 29

Saving Throws +2 against charm effects

Speed 8; see also telekinetic leap
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +25 vs. AC; 2d8 + 4 psychic damage.

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki mindlasher or an ally within 

range can fly 5 squares.

A Mind Crush (standard; recharge   )  Psychic
 Area burst 2 within 20; +23 vs. Will; 1d10 damage, and 

ongoing 5 psychic damage (save ends). Aftereffect: The 

target gains vulnerable 10 psychic and can make only basic 

attacks (save ends).

A Psychic Slam (standard; at-will)  Psychic
 Area burst 2 within 10; +23 vs. Will; 2d8 psychic damage, 

and the target is knocked prone.

Alignment Evil Languages Common, Deep Speech

Skills History +11, Insight +12

Str 22 (+15) Dex 25 (+16) Wis 22 (+15)

Con 18 (+13) Int 20 (+14) Cha 14 (+11)

Equipment silver longsword
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C3: PRISONERS OF 
CHANHIIR

Encounter Level 17 (9,600 XP)

Setup

2 fomorian painbringers (P)
10 githyanki prisoners (G)

What was once a training ground for the hundred 
githyanki who made Chanhiir their home is now 
a holding area for the survivors of the assault. The 
githyanki’s fomorian servants stand guard.

As the PCs approach this area, read:

The stench of filth becomes stronger as you move along the 
corridor. The dull and intermittent pounding of steel on 
stone rises ahead, along with a harsh voice shouting. “You 
like that, small ones? You keep your silence, you all meet the 
same fate!”

When the PCs can see into this area, read:

A ruined martial training hall is lined with shattered 
weapon racks and filled with what appear to be pillars of 
yellow-white light extending floor to ceiling. These shift 
slowly, drifting across the chamber as they flare and fade. 
In the haze of light, ten githyanki in tattered robes are 
roped together hand and foot and huddled along one wall. 
Two hulking fomorians pace before them, one clubbing the 
sodden remains of a githyanki corpse with its flail.

Perception Check
 DC 20: Both fomorians wear glowing sigils on their 
wrists—a sword wrapped in an outline of white flame.

Insight Check
 DC 20: The fomorians keep an uneasy eye on the 
shifting yellow pillars as they threaten the githyanki, but the 
prisoners show no fear.

The fomorians have been charged with convincing 
the githyanki to reveal the secret of disabling the 
wards on the World Gate (see the next section). The 
giants are distracted, and the PCs have a chance to 
attack with surprise.

2 Fomorian (P) Level 19 Elite Controller 
Painbringers

Huge fey humanoid (giant) XP 4,800 each

Initiative +8 Senses Perception +16; truesight 6

HP 362; Bloodied 181

AC 35; Fortitude 35, Reflex 29, Will 33

Saving Throws +2

Speed 8

Action Points 1

m Flail (standard; at-will)  Weapon
 Reach 3; +24 vs. AC; 2d6 + 7 damage; see also studied foe.

R Evil Eye (minor; at-will)

 Ranged 5; +22 vs. Will; the target takes 3d6 + 5 damage 

whenever it damages the fomorian painbringer. If the 

painbringer uses this power against a new target, the 

previous target is no longer affected.

R Funnel Pain (standard; at-will)

 Ranged 8; +22 vs. Will; 4d6 + 5 damage; see also studied 
foe.

C Painful Visions (minor; encounter)

 Close burst 4; +22 vs. Will; the target is dazed (save ends); 

see also studied foe.

Studied Foe
 The fomorian painbringer gains a +2 bonus to attack rolls 

against a creature affected by its evil eye power.

Alignment Evil Languages Elven, Deep Speech

Skills Intimidate +19

Str 24 (+16) Dex 9 (+8) Wis 14 (+11)

Con 21 (+14) Int 12 (+10) Cha 21 (+14)

Equipment chainmail, flail
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Tactics

The prisoners f latten against the nearest wall, avoid-
ing the PCs, the fomorians, and the pillars of light. 
They attempt to free themselves as they warily watch 
the fray. If the PCs engage the githyanki, see the side-
bar on page 65. 
 The fomorian painbringers avoid being f lanked, 
keeping the pillars of light between them and the 
PCs. A painbringer uses its evil eye against creatures 
that attack it, making funnel pain attacks against heav-
ily armored PCs and using painful visions if hemmed 
in by two or more foes.

Development

The burning sigils on the fomorians are a thing the 
PCs have never seen before. See “The Whitefire 
Mark” (page 45) for more information.

When the fight here is done, speaking with the 
prisoners and securing the doors out of this area are 
likely to be the PCs’ first priorities. See “The Waiting 
Game,” below, and “The Chanhiiri” also below.

The Waiting Game

The stone doors leading out of this area open easily, 
as do the identical doors at the end of the connecting 
passageway. A wide gap where the second doors close 
allows the PCs to see into area C4 without having to 
open them. (The creatures there are not as shown on 
the Encounter C4 tactical map. Likewise, the bodies 
on the map are not present yet. See the next encoun-
ter for more information.)

The chamber beyond the doors has the look of an 
auditorium or shrine, with wide terraces that might be 
some sort of amphitheater seating stepping down from 
the walls. Scattered across the terraces, a number of wide 
altars blaze with a searing white flame. At the center of the 
floor, a raised dais holds a permanent teleportation circle. 
However, this is sealed in behind a sphere of shimmering 
magical force that sends tendrils of white light pulsing into 
the room. The sphere of light is the focus of the githyanki 
that fill this area, who are milling around the dais and 
arguing among themselves.

Perception Check
 DC 13: The githyanki are spaced out warily around the 
pulsing sphere, as if they fear getting too close.
 DC 20: The githyanki are arguing over their inability 
to overcome the ward protecting the teleportation circle. 
One talks of giving the fomorians time to work a harsher 
interrogation, but other githyanki fear Kada’ne’s wrath if 
the high priests aren’t returned to the anvil in good time.

 The PCs learn the meaning of “the anvil” later in 
the adventure.

Features of the Area

 Illumination: The pillars of light shed bright light 
throughout the area.
 Ceiling: 40 feet high.
 Pillars of Light: Astral energy has been sum-
moned and bound to this place by githyanki priests, 
creating a challenging combat ground. After the turn 
of the last creature in the initiative order, each pillar 
of light shifts 1d4 squares in a random direction.
 A creature that begins its turn adjacent to a pillar 
of light takes 1d10 radiant damage and slides 2 
squares in a random direction away from the pillar. A 
creature that moves through or begins its turn in the 

space occupied by a pillar of light takes 2d10 radiant 
damage, slides 4 squares in a random direction away 
from the pillar, and is knocked prone. If a pillar slides 
a creature into the area of another pillar, the original 
slide ends and the creature suffers the effect of the 
new pillar.
 Rubble: These areas of loose scree are difficult 
terrain.
 Shattered Weapon Racks: The githyanki invad-
ers destroyed the temple’s armaments, making these 
areas difficult terrain. Additionally, a character 
knocked prone in the area of a shattered weapon rack 
must make a DC 20 Acrobatics check or take 1d8 
damage from shards, spikes, and shattered blades.
 Doors: These stone double doors are closed, 
preventing the sound of combat in this area from 
reaching area C4.
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THE CHANHIIRI

Assuming the PCs did not engage them, the githyanki 
prisoners have freed themselves from their bonds 
by the time combat ends. However, if they are 
approached and spoken to in Common or Deep 
Speech, only their leader Talanee responds.

The githyanki prisoners show signs of having been 
repeatedly beaten. An elderly female steps forward with 
a pronounced limp. “I am Talanee,” she says. “You have 
our thanks for your aid, but you must leave this place. The 
injury done to our temple must be addressed, but this battle 
is not yours.”

The PCs are likely to be suspicious of Talanee and her 
followers, but the githyanki are equally wary. How-
ever, they answer a few basic questions in gratitude 
for having been freed.

Who are you?
“We are the Chanhiiri, the faithful of the Fane of Chanhiir.”

Who are the other githyanki?
“They are the forces of Zetch’r’r the False. They have 
claimed this fane and bestowed on the Chanhiiri the 
sentence of death.”

How do you plan to defeat the invaders?
“The destiny of our people is struggle, and we will die free 
as we lived if that is our fate.”

The insular Chanhiiri do not give up more infor-
mation easily. Each item below requires a DC 25 
Diplomacy check. Each PC can make only one check, 
and the PCs cannot aid each other. With each suc-
cessful check, read the most appropriate piece of 
information for the PC’s line of questioning. Any 
further questioning must wait until “Secrets of the 
Fane,” page 44. (Even with a successful check, there 

are things Talanee does not speak of—specifically, the 
Chanhiiri’s loyalty to Vlaakith and the connection 
between the fane and the Well of Worlds.)

What happened here? Why are you fighting the 
other githyanki?
“The usurper Zetch’r’r reshapes the will and destiny of the 
githyanki in the name of his own ambition. We reject that 
ambition, for which our people name us traitors.”

What is the Fane of Chanhiir?
“This temple is an ancient site—old as the githyanki empire. 
Chanhiir, a legendary githyanki mage, was its first high 
priest and founder. His faithful numbered nearly a hundred 
before Zetch’r’r’s force despoiled this place.”

Why were you left alive?
“We will be returned to Tu’narath, where our execution will 
act as a warning to all those who oppose Zetch’r’r’s rule.”

Why are the invaders still here? Why were the 
fomorians threatening you?
“There is power here that Zetch’r’r’s curs yearn to control, 
but its secrets are ours. Neither threat nor death will take 
our knowledge from us.”

Reluctant Allies

The Chanhiiri’s immediate goal is to avenge their 
dead by taking on the invaders in area C4. Outnum-
bered as they are, they have no hope of winning 
that battle, but these stoics do not fear the death that 
awaits them. However, they are not suicidal, and 
they are willing to accept assistance if the PCs offer 
it. However, if the party tarries here for more than 5 
minutes, Talanee and the others head immediately 
for the portal hall. If the PCs try to stop them, see the 
“Shoot First, Ask Questions Later” sidebar.
 The PCs can take a short rest while they speak to 
Talanee. The githyanki in area C4 are preoccupied 

with their work there, and they do not enter this 
chamber during that time.
 The PCs’ movement into the next encounter trig-
gers the appearance of the Freeriders in the same 
area. When the PCs are ready to move (or if the 
Chanhiiri force their hand), go to the next page.

SHOOT FIRST, 
ASK QUESTIONS LATER

This section of the adventure assumes that the PCs 

establish a detente (however tenuous) with the 

Chanhiiri. However, if the party isn’t diplomatically 

inclined, don’t labor the point.

 If Talanee and the other surviving priests are 

attacked or cornered, they fight back. Talanee is 

a githyanki astraan (use the statistics block from 

Encounter W2), while her followers include five 

githyanki warmongers (Encounter C2) and four 

githyanki blademasters (Encounter C4). Nonminions 

have half their normal hit points to reflect the harsh 

treatment they have received. The Chanhiiri take a 

–2 penalty to all defenses for their lack of armor and 

poor physical condition.

 In the first round of combat, a Chanhiiri githyanki 

deals 1d6 + 2 damage with melee attacks as it fights 

unarmed. In subsequent rounds, the githyanki fall 

back to the destroyed weapon racks and grab dam-

aged versions of their normal weapons that deal half 

damage.

 Once they have weapons in hand, the Chanhiiri 

fight their way through to area C4, then take on the 

githyanki there. The party can make a single DC 27 

Diplomacy check to cease hostilities with the Chan-

hiiri. Up to two PCs can aid the character making the 

check.
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C4: PORTAL HALL

Encounter Level 18 (11,200 XP)

Cross-Fire

As the PCs have worked their way through Chanhiir, 
Megan Swiftblade and the Freeriders have cut their 
own path through the githyanki invaders from the 
opposite cavern entrance. Whether the PCs wait to 
enter this area or come through immediately from 
Encounter C3, the Freeriders are there to meet them.
 If the PCs haven’t already investigated the con-
necting passage and the doors between areas C3 and 
C4, incorporate the read-aloud text from the previous 
encounter as appropriate.
 If the PCs have allied themselves with the Chan-
hiiri, Talanee and the others follow the party’s lead as 
regards entering this area. However, if the previous 
encounter ended in a confrontation with the priests, 
this encounter likely begins with the Chanhiiri burst-
ing through the doors at the same time the Freeriders 
attack from the other direction. Rework the read-
aloud text in this section accordingly.

As the PCs or the Chanhiiri prepare to enter this 
area, read:

From beyond the second set of double doors comes a sudden 
shout of alarm and the sounds of combat. Over the clash 
of swords and the shrieks of dying githyanki, the familiar 
voice of Megan Swiftblade rings out. “You laid claim to 
Elsir Vale, but our lands still stand free! Our people will not 
kneel to you, mudskin, nor will the wider world you covet! 
We will not fall!”

When the PCs can see into the chamber, read:

Before the stairs on the far side of the hall, Megan 
Swiftblade stands with the severed head of a githyanki 
captain clutched by the hair. The Freeriders are bloodied 
but defiant behind her, the githyanki in the chamber 
spreading out in preparation for attack.

Despite Megan’s bravado, the Freeriders are vastly 
outnumbered and have depleted most of their 
resources to make it this far. If the PCs opened the 
doors, the githyanki in this area are aware of their 
presence. If they looked through the gap in the doors, 
they can surprise the distracted githyanki.
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Setup

5 Freeriders (F)
12 githyanki blademasters (B)
2 githyanki reavers (R)
2 githyanki warmongers (W)

With the githyanki invaders hemmed in by the Free-
riders, the PCs, and the Chanhiiri, the portal hall 
around the World Gate becomes a final battleground.

Tactics

The githyanki warmongers make telekinetic crush 
attacks against the closest PCs, then focus silver 
greatsword attacks against immobilized foes. They 
repeat that tactic as often as telekinetic crush recharges, 
saving soulsword burst until they can affect three or 
more foes.
 The githyanki reavers focus on lightly armored 
PCs in the hope of a quick kill. Each holds its reav-
ing strike until it is f lanking with a blademaster for 
combat advantage.
 The githyanki blademasters f lank with each other, 
the warmongers, or the reavers for combat advantage.
 All the githyanki know to stay away from the force 
sphere, but they do their best to immobilize or stun 
PCs within its aura (see “Features of the Area”). They 
reserve their f lying powers until they are forced into 
the sphere, allowing them to f lee it without provoking 
opportunity attacks.

12 Githyanki (B) Level 17 Minion Skirmisher 
Blademasters

Medium natural humanoid XP 400 each

Initiative +15 Senses Perception +9

HP 1; a missed attack never damages a minion.

AC 28; Fortitude 25, Reflex 23, Will 22

Saving Throws +2 against charm effects

Speed 5; see also telekinetic jump
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +22 vs. AC; 8 psychic damage.

M Twin Longsword Strike (standard; requires combat advantage 

against the target; at-will)  Psychic, Weapon
 +22 vs. AC; 12 psychic damage

Telekinetic Jump (move; encounter)

 The githyanki blademaster flies 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 12 (+9)

Con 15 (+10) Int 13 (+9) Cha 21 (+13)

Equipment plate armor, 2 silver longswords

2 Githyanki Reavers (R) Level 17 Brute
Medium natural humanoid XP 1,600 each

Initiative +13 Senses Perception +10

HP 197; Bloodied 98

AC 29; Fortitude 30, Reflex 28, Will 28

Saving Throws +2 against charm effects

Speed 5; see also telekinetic leap
m Silver Fullblade (standard; at-will)  Psychic, Weapon

 +20 vs. AC; 2d12 + 4 (crit 2d12 + 28) plus 1d6 psychic 

damage, plus an extra 3d6 psychic damage if the target is 

immobilized.

M Reaving Strike (standard; encounter)  Psychic, Reliable, 
Weapon

 +18 vs. Fortitude; 3d12 + 4 damage plus 1d6 psychic 

damage, and the target is immobilized (save ends).

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki reaver or an ally within range can 

fly 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 14 (+10)

Con 17 (+11) Int 15 (+10) Cha 21 (+13)

Equipment plate armor, silver fullblade

ALLIED FORCES

Given the time and complexity involved in doing so, 

it is not intended that you play out the attacks of 

the Freeriders and the Chanhiiri in this encounter. 

Instead, assume that the Freeriders and the Chan-

hiiri focus on the githyanki minions in the portal hall 

while the PCs take on the more potent threats of the 

warmongers and the reavers.

 Roll initiative for the Freeriders and the Chan-

hiiri as separate groups. Each round on its initiative, 

a group takes out 1d4 – 1 githyanki blademaster 

minions. On the invaders’ initiative, the githyanki 

fighting Talanee and her followers take out 1d3 – 1 

Chanhiiri minions. For the purpose of this combat, 

assume that Talanee, her nonminion followers, and 

the Freeriders all survive as long as the PCs do. (See 

the sidebar on page 65 for information on Talanee 

and her followers.) 

 If the combat goes on long enough that the Fre-

eriders and the Chanhiiri run out of minions to kill, 

have reinforcements arrive through the door the Fre-

eriders entered through—a mix of blademasters and 

githyanki psychic archers (see Encounter G6). These 

are additional githyanki that the Freeriders bypassed 

in one of the closed chambers in the other part of the 

temple.

 When the fight is done, award the PCs full expe-

rience for all creatures noted in the setup for the 

encounter, even those defeated by the Freeriders and 

the Chanhiiri.
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2 Githyanki Warmongers (W) Level 17 Soldier
Medium natural humanoid XP 1,600 each

Initiative +15 Senses Perception +11

HP 162; Bloodied 81

AC 33; Fortitude 29, Reflex 31, Will 29

Saving Throws +2 against charm effects

Speed 6; see also telekinetic leap
m Silver Greatsword (standard; at-will)  Psychic, Weapon

 +24 vs. AC; 2d10 damage plus 1d10 psychic damage, plus 

3d8 extra psychic damage if the target is immobilized or 

stunned.

R Telekinetic Crush (standard; recharge  )

 Ranged 5; Medium or smaller target; +22 vs. Fortitude; 

1d10 damage, and the target is immobilized (save ends).

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki warrior or an ally within range 

can fly 5 squares.

C Soulsword Burst (standard; requires silver greatsword; 

encounter)  Psychic, Weapon
 Close burst 1; +22 vs. Will; 3d10 damage, and the target 

takes ongoing 5 psychic damage and is stunned (save ends 

both).

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 17 (+11)

Con 18 (+12) Int 16 (+11) Cha 21 (+13)

Equipment plate armor, silver greatsword

Features of the Area

Illumination: The burning altars fill the chamber 
with bright light.
 Ceiling: 40 feet high from the f loor of the cham-
ber; 30 feet from the highest terrace along the wall.
 Terraces: The chamber is cut into wide tiers of 
amphitheater seating. These 3-foot-high oversized 
steps can be descended at full speed, but moving up a 
tier requires either 1 additional square of movement 
or a DC 10 Athletics check.
 Stairs: The stairs leading down through the tiers 
are normal terrain.
 Dais: The dais at the center of the chamber is 3 
feet high. It costs 1 extra square of movement to hop 
up on the dais.

 Bodies: The bodies of dead githyanki killed by the 
Freeriders are difficult terrain.
 Altars: These wide stone altars burn with magi-
cal fire fueled by the essence of the Astral Sea. The 
3-foot-high altars require a DC 13 Athletics check to 
jump or climb across. However, a creature that begins 
its turn adjacent to or passes over an altar takes 1d10 
fire and radiant damage. A creature that begins its 
turn on an altar takes 2d10 fire and radiant damage 
and is dazed until the end of its turn.
 Force Sphere: Like the astral vents in Encounter 
C1, the force sphere protecting the teleportation 
circle is a defensive ward of the temple that the 
invading githyanki cannot shut down. The tendrils 
of energy that lash out into the room act as an aura 4 
centered on the sphere (marked by a dotted line on 
the tactical map). A creature that starts and ends its 
turn within the aura is struck by a tendril of energy 
that deals 1d8 psychic damage and gives it vulnerable 
5 psychic (save ends).
 A creature that attempts to move into the sphere 
takes 2d8 psychic damage and is pushed 3 squares 
and knocked prone.
 Treasure: If you place treasure parcels in this 
area, double the amount of treasure found and award 
half to the Freeriders, allowing the PCs to retain the 
correct amount. The Freeriders have claimed their 
own treasure as they fought their way into the temple 
and need no share of anything the PCs found in ear-
lier encounters.
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W1: SOVEREIGN GATE

Encounter Level 17 (8,000 XP)

Setup

Astral shade

The domed chamber into which the PCs step by way 
of the World Gate is infused with a haze of white 
light—astral essence coalescing around the Sovereign 
Gate.

When the PCs step through the World Gate in 
the fane of Chanhiir, read:

The domed chamber into which you are transported is a 
haze of white light beyond which the walls are a faint blur. 
The brightness here drives into your eyes like knives, a 
current of arcane power twisting through you. The portal 
platform extends to a closed doorway directly ahead, an 
astral haze shimmering to either side like a wide pool of 
gently rippling water.

See “Features of the Area” for information on the 
effect of the white light and the astral haze that sur-
rounds the platform.

Perception Check
 DC 25: The haze of white light ripples on the platform 
ahead as a shapeless creature slowly materializing there.

The astral shade is a wraithlike apparition of astral 
essence, featureless and silent. Although the PCs’ 
whitefire marks grant them access to the Well of 
Worlds, this guardian creature attacks any non-
githyanki not in the company of a githyanki escort. If 
the PCs do not detect it, the astral shade attacks with 
surprise when the first character moves more than 
halfway toward the doors.
 In addition to this threat, the PCs are hindered 
by a f lare-up of astral energy that infects their 
whitefire marks. See the “Tested by Fire” sidebar for 
information.

Tactics

The astral shade targets the closest PCs with astral 
chains and uses radiant ray to engage other PCs and 
slide them into the astral haze. It invokes astral shock-
wave early, in case the power is recharged by a PC 
who discovers its vulnerability.

 If it does not have to move, the astral shade takes 
two minor actions per round to make four radiant 
ray attacks in addition to its melee or close attack. It 
spends its action points only on rounds in which it 
does not move, making four radiant ray attacks and 
two radiant chains or astral shockwave attacks.

Astral Shade Level 17 Solo Lurker
Large immortal humanoid XP 8,000

Initiative +19 Senses Perception +11; blindsight 10, 

    darkvision

HP 448; Bloodied 224

AC 29; Fortitude 28, Reflex 30, Will 28

Immune disease, poison; Resist insubstantial;  

Vulnerable force (the next attack against the astral shade 

ignores its insubstantial)

Saving Throws +5

Speed fly 10 (hover), teleport 6; phasing

Action Points 2

m Astral Slam (standard; at-will)  Radiant
 +20 vs. Fortitude; 3d8 + 4 radiant damage and the target 

gains vulnerable 10 to radiant damage until the end of the 

astral shade’s next turn. If the astral shade is bloodied, the 

target is also restrained (save ends).

r Radiant Ray (minor; at-will)  Radiant
 One or two targets; +22 vs. Reflex; 3d8 radiant damage, 

and the target slides 1 square. If the astral shade is 

bloodied, the attack instead deals 3d8 + 5 radiant damage 

and slides the target 2 squares.

M Wrathful Strike (immediate reaction; when damaged by an 

attack; at-will)

 The astral shade teleports 4 squares and makes an astral 

slam attack or a radiant ray attack.

C Astral Shockwave (standard; recharges when the astral 

shade takes force damage)  Force
 Close burst 3; +20 vs. Reflex; 3d8 + 5 force damage and 

the target is pushed 5 squares.

C Radiant Chains (standard; recharge  )  Radiant
 Close burst 3; +20 vs. Fortitude; 3d8 + 5 radiant damage 

and the target is immobilized (save ends).

Alignment Unaligned Languages Common

Skills Stealth +20

Str 21 (+13) Dex 24 (+15) Wis 16 (+11)

Con 16 (+11) Int 18 (+12) Cha 21 (+13)
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Development

The astral shade pursues the PCs into any part of the 
Well of Worlds. The githyanki in area W2 cannot 
hear the sounds of combat in this area, but they 
immediately notice any fight that spills past the doors. 
They grab up weapons and join the fray alongside the 
astral shade 3 rounds later, making for a memorable 
(and possibly lethal) combined encounter.

Features of the Area

 Illumination: Astral energy infusing this area fills 
the chamber with bright light. However, the intensity 
of that light has a debilitating effect on creatures that 
linger here.
 A creature can ignore the effect of the light for 
a number of rounds equal to its Constitution modi-
fier (minimum 1 round). Thereafter, creatures with 
normal vision or low-light vision treat all other crea-
tures in the area as if they had concealment. Creatures 
with darkvision treat all creatures in the area as if they 
had total concealment. Creatures closing or covering 
their eyes gain no respite from the light. Blindsight, 
tremorsense, and powers or other effects that allow a 
creature to ignore concealment or total concealment 
work normally to counteract this effect.

 Ceiling: The dome of the ceiling rises to a height 
of 30 feet in the center of the chamber.
 Platform: A platform of white stone suspended in 
the center of the dome runs from the teleport circle 
to the door. The platform has no edge or railing. 
Creatures knocked off the platform do not fall, but 
are suspended in the haze of astral energy that fills 
the chamber.
 Teleportation Circle: The Sovereign Gate is a 
permanent teleportation circle and true portal that 
functions only for full-blooded githyanki or creatures 
that possess a whitefire mark. See “The Sovereign 
Gate” on page 51 for more information. 
 Astral Haze: The haze of astral energy filling 
the chamber is hazardous to any creatures within it, 
including those knocked off the platform and those 
that f ly more than 10 feet above or away from the 
platform. A creature that begins its turn in the astral 
haze must make a DC 20 Endurance check. With 
a successful check, a creature takes 1d10 radiant 
damage. On a failed check, the creature takes 2d10 
radiant damage and is dazed until the beginning of its 
next turn. The astral shade is immune to these effects. 
 Though creatures do not fall within it, the astral 
haze is empty space that offers no resistance neces-
sary for movement. Creatures with a f ly speed can 
move through the astral haze normally. Other charac-
ters knocked into the astral haze must be pulled back 
to the platform.

TESTED BY FIRE

The whitefire marks that allow servants of the 

githyanki to access the Well of Worlds exact a cost 

that the PCs are heretofore unaware of. Starting in 

the third round after the party arrives here, the planar 

energy coursing through the Well of Worlds causes 

each PC’s sigil to flare up in a blaze of astral fire.

 At the beginning of each of his or her turns, a PC 

has a chance to overcome this effect with a DC 25 

Arcana or Endurance check. On a failed check, the PC 

takes 2d8 damage and is dazed until the end of his or 

her turn.

 Once the PC makes a successful check, he or she 

is no longer affected, although the sigils continue to 

burn brighter while the party remains in the Well of 

Worlds. This effect occurs throughout the Well of 

Worlds, so that a PC must continue to make checks 

even after this encounter is over until he or she over-

comes the affect.
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W2: GITHYANKI BIVOUAC

Encounter Level 18 (11,000 XP)

Setup

Githyanki astraan (A)
2 githyanki mindlashers (M)
3 githyanki warmongers (W)

Elite githyanki warriors (including those leading 
the assault on the world) use this bivouac to draw on 
the energy of the Well of Worlds, replenishing their 
resources before heading back into the fray.

When the PCs first see into this area, read:

The curved wall of this huge chamber slowly reveals what 
appears to be some sort of camp. Well-used leather couches 
are spread across the stone floor between glowing crystal 
pillars. From ahead comes the sound of gently falling water.

Perception Check
DC 20: Over the sound of water, faint voices rise.

A PC who understands Deep Speech recognizes the 
voices of githyanki, but they are too far away to be 
understood.

When the PCs can see the pool at the far side of 
this area, read:

At the head of the chamber, the camp opens up around 
a wide pool. Water pours into it from an ornate 
fountainhead. A half-dozen githyanki sit around its edge, 
talking quietly.

Perception Check
 DC 13: At the couches beyond where the githyanki sit, 
weapons, armor, and combat gear are piled high. While 
these are clearly combat troops, they look ill-prepared for a 
fight at present.

This githyanki strike team is currently engaged in 
an operation in one of the more remote Coalition 
regions. They have no reason to fear an attack, and 
they are distracted as the party approaches.

Tactics

Only the astraan has a weapon at hand when combat 
begins. In the first round, the warmongers forego 
attacks to rush to their gear and seize their silver 
greatswords. The mindlashers rely on their non-
weapon attacks.
 The astraan stays out of melee, relying on telekinetic 
blast and astral fire attacks to take care of foes attempt-
ing to close. If possible, the astraan uses telekinetic 
blast to target a PC adjacent to the pool, dropping the 
target into the water.
 The mindlashers double-team the same targets in 
the hope of a quick kill, making mind crush attacks, 
then switching to psychic slam to maximize psychic 
damage dealt.
 After retrieving weapons, the warmongers take 
on the strongest-looking melee combatants, spacing 
out their soulsword burst attacks and ganging up on 
stunned foes. (The warmongers’ statistics block has 
been updated to reflect their lack of armor.)
 If the PCs f lee this area, half the surviving 
githyanki pursue while the other half take the oppo-
site route into Encounter W3. The githyanki surround 
the PCs as they join their eldritch giant allies in that 
fight.

Githyanki Astraan (A) Level 16 Controller
Medium natural humanoid XP 1,400

Initiative +13 Senses Perception +17

HP 155; Bloodied 77; see also astral ward
AC 30; Fortitude 27, Reflex 30, Will 28; see also astral ward
Speed 8

m Silver Dagger (standard; at-will)  Psychic, Weapon
 +21 vs. AC; 2d4 + 4 psychic damage, and the target is 

stunned (save ends).

r Telekinetic Strike (standard; at-will)  Force
 Ranged 20; +20 vs. Reflex; 2d10 + 6 force damage and 

slide the target 1 square.

R Telekinetic Blast (standard; recharge    )

 Ranged sight; one or two targets; +20 vs. Fortitude; the 

target is wrenched from the ground and hurled up to 20 

feet into the air. A target that strikes a ceiling or other solid 

object takes 1d10 damage. The target then falls back to 

the ground into an unoccupied space within 1 square of its 

original space (the astraan’s choice), taking falling damage 

as normal.

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki astraan or an ally within range 

can fly 5 squares.

A Astral Fire (standard; at-will)  Cold, Fire
 Area burst 2 within 10; +20 vs. Reflex; 2d6 + 5 cold and 

fire damage, and the area of the attack becomes difficult 

terrain until the end of the encounter.

Astral Ward (immediate interrupt, when the githyanki astraan 

would be hit by a melee attack while bloodied; encounter)

 The githyanki astraan makes a silver dagger attack against 

the triggering attacker and gains a +2 bonus to all defenses 

until the end of its next turn.

Alignment Evil Languages Common, Deep Speech

Skills Arcana +20, Insight +17

Str 18 (+12) Dex 20 (+13) Wis 19 (+12)

Con 19 (+12) Int 24 (+15) Cha 21 (+13)

Equipment silver dagger
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2 Githyanki Mindlashers (M) Level 18 Artillery
Medium natural humanoid XP 2,400 each

Initiative +16 Senses Perception +20

HP 132; Bloodied 66

AC 30; Fortitude 29, Reflex 33, Will 29

Saving Throws +2 against charm effects

Speed 8; see also telekinetic leap
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +25 vs. AC; 2d8 + 4 psychic damage.

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki mindlasher or an ally within 

range can fly 5 squares.

A Mind Crush (standard; recharge   )  Psychic
 Area burst 2 within 20; +23 vs. Will; 1d10 damage, and 

ongoing 5 psychic damage (save ends). Aftereffect: The 

target gains vulnerable 10 psychic and can make only basic 

attacks (save ends).

A Psychic Slam (standard; at-will)  Psychic
 Area burst 2 within 10; +23 vs. Will; 2d8 psychic damage, 

and the target is knocked prone.

Alignment Evil Languages Common, Deep Speech

Skills History +11, Insight +12

Str 22 (+15) Dex 25 (+16) Wis 22 (+15)

Con 18 (+13) Int 20 (+14) Cha 14 (+11)

Equipment silver longsword

Features of the Area

Illumination: The glowing crystal pillars fill the 
area with bright light.
 Ceiling: 20 feet high.
 Pool: This crystal-clear pool is imbued with pow-
erful healing magic made use of by githyanki passing 
through the Well of Worlds. Creatures who drink 
from the pool while taking a short rest gain the ben-
efit of an extended rest instead.
 The pool is attuned to the githyanki, who can 
make repeated use of it. Other creatures (even those 
possessing a whitefire mark) disrupt the pool’s magic. 
Up to five such creatures can make use of the pool, 
after which it takes 24 hours to recharge. (Adjust this 
number based on the number of characters in the 
party if necessary.)

 

Despite its healing properties, the energy of the pool 
is too potent for prolonged exposure. A creature that 
begins its turn in the pool takes 2d10 damage and 
loses 1 healing surge.
 Crystal Pillars: These pillars run from floor to 
ceiling and provide cover.
 Couches: Leather couches spread throughout the 
chamber are used by githyanki troops passing through 
the Well of Worlds. A couch provides cover. It costs 1 
additional square of movement to hop up on a couch. 
A character can make a DC 10 Strength check to tip 
over a couch, which then grants superior cover.

ONE FOR THE ROAD

With a DC 30 Arcana check, a character can bottle 

one dose of the pool’s water in a way that retains 

its magical essence for 24 hours. These unique 

potions can be used by the PCs during Part Three of 

the adventure, when they will be unable to take an 

extended rest.

 Further use of the pool in this way remains entirely 

at your discretion. If access to this magic seems likely 

to be unbalancing, simply say that shutting down the 

work the githyanki have done to expand the effect 

of the Well of Worlds has diminished the pool’s 

power.

3 Githyanki Warmongers (W) Level 17 Soldier
Medium natural humanoid XP 1,600 each

Initiative +15 Senses Perception +11

HP 162; Bloodied 81

AC 28; Fortitude 29, Reflex 33, Will 29

Saving Throws +2 against charm effects

Speed 8; see also telekinetic leap
m Silver Greatsword (standard; at-will)  Psychic, Weapon
 +24 vs. AC; 2d10 damage plus 1d10 psychic damage, plus 

3d8 extra psychic damage if the target is immobilized or 

stunned.

R Telekinetic Crush (standard; recharge  )

 Ranged 5; Medium or smaller target; +22 vs. Fortitude; 

1d10 damage, and the target is immobilized (save ends).

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki warrior or an ally within range 

can fly 5 squares.

C Soulsword Burst (standard; requires silver greatsword; 

encounter)  Psychic, Weapon
 Close burst 1; +22 vs. Will; 3d10 damage, and the target 

takes ongoing 5 psychic damage and is stunned (save ends 

both).

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 17 (+11)

Con 18 (+12) Int 16 (+11) Cha 21 (+13)

Equipment plate armor, silver greatsword
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W3: HALL OF SHARDS

Encounter Level 16 (7,200 XP)

Setup

2 eldritch giants (G)

This wide chamber is the nexus point through which 
planar energy is funneled to fuel the astral vortex at 
the heart of the Well of Worlds. The eldritch giants 
here are servants of the githyanki, and they bear the 
same whitefire mark as the fomorians in the temple. 
Both are ritualists engaged in channeling the power 
of the Well of Words into the wider githyanki portal 
network.

When the PCs can see into this area, read:

White light ahead marks the boundary of a circular 
chamber whose floor and ceiling are composed of huge 
crystal shards. Pure planar energy surges within the shards, 
which focus and hone it like lenses into twin pulsing spheres 
of white light at the bottom and top of the chamber.
 Twin platforms run along the outer walls of this hall of 
shards, carved of the same white stone as the wider bridge 
running between sealed doors at the chamber’s center. On 
the bridge, two giants sit cross-legged as if in meditation. 
Both have their backs turned to you as they pore over what 
appear to be open ritual books. Violet-skinned and hairless, 
these creatures are unarmed and unarmored, their bare flesh 
covered with runic tattoos glowing red and black.

Perception Check
 DC 20: Hidden within the pulsing gleam of their dark 
tattoos, the whitefire mark burns at both giants’ wrists.

2 Eldritch Giants (G) Level 18 Skirmisher
Large fey humanoid (giant) XP 2,000 each
Initiative +12 Senses Perception +20; low-light vision

HP 171; Bloodied 85

AC 32; Fortitude 29, Reflex 31, Will 33

Resist 10 force

Saving Throws +5 against charm effects

Speed 8, teleport 6

m Eldritch Blade (standard; at-will)  Force, Weapon
 Reach 2; +21 vs. Reflex; 3d6 + 7 force damage.

r Force Missile (standard; at-will)  Force
 Ranged 20; +21 vs. Reflex; 2d6 + 7 force damage.

C Sweeping Sword (standard; encounter)  Force, Weapon
 Close blast 2; +21 vs. AC; 3d6 + 7 force damage, and 

the target is knocked prone. Special: When charging, the 

eldritch giant can use this power in place of a melee basic 

attack.

Consume Magic (minor 1/round; at-will)

 Targets an adjacent conjuration or zone created by an 

enemy; +21 vs. the Will of the creator of the conjuration or 

zone; the conjuration or zone is destroyed, and its effects 

end. The eldritch giant’s attacks deal 3d6 extra force 

damage until the end of its next turn.

Eldritch Field (minor; recharge  )  Zone
 Close blast 5; the blast creates a zone of rippling magic 

that lasts until the end of the encounter or until the 

eldritch giant uses this power again. The zone is difficult 

terrain, and the giant’s attacks deal 1d6 extra force 

damage against creatures within the zone.

Alignment Evil Languages Elven, Giant

Skills Arcana +21, Insight +20

Str 21 (+14) Dex 12 (+10) Wis 22 (+15)

Con 19 (+13) Int 24 (+16) Cha 13 (+10)

Astral Nexus Level 17 Elite Blaster
Hazard XP 3,200
Tendrils of white light begin to peel off where the crystal shards 
focus planar energy into spheres of pure astral essence.

Hazard: The flood of planar energy flares in unexpected and 

dangerous ways as it is focused and distilled here to pure 

astral essence.

Perception
 No Perception check is necessary to notice the energy of 

the astral nexus.

Additional Skill: Arcana

 DC 20: The character recognizes the nature of the astral 

nexus and its uncontrolled energy, gaining a +2 bonus 

to Arcana checks made to avoid the hazard’s effects (see 

“Countermeasures,” below).

Trigger
 The first time a creature uses an arcane power in the area, 

the astral nexus becomes dangerously unstable and the 

hazard rolls initiative.

Attack
Standard Action Melee
Target: One creature within the area

Attack: +20 vs. Fortitude

Hit: 2d6 + 6 damage, ongoing 5 radiant damage (save ends), 

and the trap makes a secondary attack.

Secondary Attack: Close burst 2 centered on the primary 

target; +24 vs. Reflex

 Target: Each creature in the burst other than the primary 

target

 Hit: 1d10 + 3 damage, and the target is dazed (save ends).

Countermeasures
 A character can make a DC 27 Arcana check as a standard 

action to calm the local arcane energies. If successful, the 

character’s space and each square adjacent to the character 

are considered outside the trap’s area until the end of the 

character’s next turn.

Special
 The confluence of energy here plays havoc with arcane 

powers. Each time a creature uses an arcane power, roll 

1d4 and add the result as a bonus to all attack rolls made 

with that use of the power. However, at the end of the 

attacking creature’s turn, it must make a saving throw or 

take 2d10 damage.

  Treat all an eldritch giant’s powers except its eldritch 

blade as arcane powers for the purpose of this effect.
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Tactics

The eldritch giants face off against the strongest-look-
ing melee combatants with eldritch blade or sweeping 
sword attacks, using force missile only if all PCs attempt 
to stay at range. Both giants use eldritch field to pin 
PCs down in areas of difficult terrain, focusing their 
attacks on any characters stuck in the zone.
 Once the eldritch giants are aware of the PCs’ 
presence in the Well of Worlds, they pursue the party 
into any part of the site.

Development

In the aftermath of combat, the PCs can investigate 
this place. With a DC 20 Arcana check and 5 minutes 
study of the ritual books here, a PC recognizes that 
planar energy is being focused and distilled to pure 
astral essence by the crystal shards here. With a DC 
25 Arcana check, a PC understands that the Well of 
Worlds powers the Sovereign Gate as some sort of 
master gate, with connections to githyanki portals 
across the Astral Sea and the planes. However, a full 
detailing of this site’s power is beyond the PCs’ pres-
ent resources. See “The Githyanki’s Secret,” page 50, 
for details.

Features of the Area

 Illumination: The power of the astral nexus 
f loods this area with white light.
 Ceiling: The ceiling stands 20 feet above the 
platforms and bridge; 40 feet above the shard f loor. 
The ceiling is composed of the same immense crystal 
shards as the f loor, and it has its own astral nexus at 
its center.
 Platforms and Bridge: Twin platforms run along 
the outer walls of the chamber while a wider bridge 
crosses it, all 20 feet above the shard f loor. Characters 
who fall from a platform or a bridge take 2d10 fall-
ing damage and 1d10 damage from the razor-sharp 
shards.
 Walls: The smooth walls of the chamber extend 
above and below the platforms and the bridge. The 
walls can be climbed with a DC 20 Athletics check.
 Shard Floor: The immense crystal shards that 
make up the chamber f loor are not meant to be 
walked upon. A creature must make a DC 13 Athlet-
ics check to balance while moving up to half speed 
on the shard f loor; a DC 20 Athletics check while 
moving up to full speed. If the check fails by 5 or 
more, the creature falls prone at the end of its move 
and takes 1d10 damage.

 Astral Nexus: The twin spheres of astral energy 
at the center of the shard f loor and ceiling create a 
hazard and play havoc with arcane powers. See the 
statistics block.
 A creature that is forced into or attempts to enter 
the astral nexus takes 2d10 radiant damage and is 
pushed 2 squares. The creature is knocked prone, 
takes 1d10 damage from the razor-sharp shards of 
the f loor, and is dazed until the beginning of its next 
turn.
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W4: THE STAIR GATE

Encounter Level 17 (8,800 XP)

Setup

4 marauder planestalkers

The twisting f light of stairs leading down to the heart 
of the Well of Worlds is blocked by a magically barred 
f loor. In addition, four planar guardians attack any 
creatures except githyanki that venture here.

When the PCs can see into this area, read:

The doorway from the hall of shards opens upon a round 
chamber of pale gray stone. The air here flares with 
swirling currents of white light—four circular mirrors are 
set along the walls, their surfaces rippling like quicksilver. 
In the center of the chamber, the stone floor disappears to 
be replaced by an uneven grid of black steel bars. A stone 
plinth stands at the center of the barred floor, its sides set 
with glowing keyholes. Beneath the bars, steep ivory stairs 
twist down into a haze of white light.

Arcana Check
 DC 25: The ambient astral energy here is harmless, 
but a stronger pulse of arcane power surges in the four 
mirrors. Something lurks within their silvered surfaces, 
waiting to be called forth.

The marauder planestalkers appear one per round 
starting the third round after a PC enters this area. If 
the PCs do not note the threat with an Arcana check, 
the first planestalker attacks with surprise.

4 Marauder Planestalkers Level 17 Lurker
Large aberrant magical beast XP 1,600 each

Initiative +19 Senses Perception +13; low-light vision

HP 129; Bloodied 64

AC 31; Fortitude 28, Reflex 29, Will 28

Resist see planephase form; Vulnerable psychic; a marauder 

planestalker that takes psychic damage immediately ends 

planephase form.

Speed 7; teleport 5; see also planar evasion, planephase form
m Bite (standard; at-will)

 Reach 2; +22 vs. AC; 3d6 + 6 damage.

M Body Snatch (standard; usable only in planephase form; 

encounter)  Teleportation
 +21 vs. Fortitude; 4d6 + 6 damage, and both the target 

and the marauder planestalker are teleported to an 

extradimensional space that completely encloses both 

creatures. The space is 2 squares high and 4 squares wide 

on each side. Other creatures do not have line of effect or 

line of sight to the target or the planestalker, and the target 

and planestalker do not have line of sight or line of effect 

to other creatures. 

 If the planestalker takes 25 damage, if it is killed, or if the 

target is killed, the target and the planestalker return to 

the spaces they occupied before being teleported, or to the 

nearest available spaces.

C Dimensional Disjunction (standard; encounter)

 Close blast 3; +19 vs. Will; 2d6 + 3 damage, and the target 

takes 10 extra damage from melee attacks (save ends).

Planar Evasion (immediate reaction, when the marauder 

planestalker is hit by a melee attack; recharge    )  

Teleportation
 The marauder planestalker teleports 3 squares.

Planephase Form (standard; sustain minor; at-will)

 The marauder planestalker partially phases into another 

plane, gaining the insubstantial and phasing qualities until 

the end of its next turn or until it attacks. Sustain Minor: 

The effect persists.

Alignment Unaligned Languages Deep Speech

Skills Bluff +14, Insight +18, Stealth +20

Str 16 (+11) Dex 24 (+15) Wis 21 (+13)

Con 21 (+13) Int 7 (+6) Cha 13 (+9)

Tactics

The marauder planestalkers split up to take on single 
PCs, going into planephase form, then attempting to 
use their body snatch power to prevent the characters 
from aiding each other in combat. If caught out of 
planephase form, they target as many PCs as possible 
with dimensional disjunction, then make bite attacks 
for increased damage.
 The marauder planestalkers do not pursue PCs 
who f lee back to area W3. However, see the skill chal-
lenge for information on pursuit into area W5.
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Features of the Area

Illumination: This area is suffused with bright 
light.
 Ceiling: 20 feet high.
 Stair Gate: Access to the ivory stairs is blocked 
by a f loor of uneven black steel bars, set across the 
chamber on a 1-foot grid. A Small character can 
squeeze through the narrow bars with a DC 27 Acro-
batics check, granting access to the stairs and area 
W5. This creates no advantage in the skill challenge. 
If the check fails by 5 or more, the character takes 
2d10 radiant damage from a feedback surge of astral 
energy through the bars.
 A creature must make a DC 13 Athletics check to 
balance while moving across the uneven bars of the 
stair gate. On a failed check, the creature falls prone 
at the end of its move. The Acrobatics check to move 
across the grid is in addition to the Acrobatics check a 
character can make in the skill challenge.
 Plinth: The black onyx plinth at the center of 
the stair gate features four keyholes attuned to the 
crystal keys that control the Well of Worlds (see “The 
Githyanki’s Secret” on page 50). Picking the magical 
locks is not enough to open the stair gate; its wards 
can be overcome only by the skill challenge. When 
the stair gate vanishes, the plinth remains behind, 
f loating in midair.
 Ivory Stairs: These steep curved stairs are dif-
ficult terrain. The ivory stairs begin below the stair 
gate, descending more than 300 feet to area W5.

Stair Gate Level 19
Skill Challenge XP 2,400

A flight of worn stone steps descends into the astral vortex at 
the heart of the Well of Worlds. However, unlocking the stair 
gate requires a powerful effort of will and perseverance.

To pass through to the astral vortex, the PCs must break 

through the powerful magic wards of the gate that blocks 

the stairs leading down.

Complexity
5 (requires 12 successes before 3 failures).

Primary Skills
Arcana, Athletics, Thievery.

Other Skills
Acrobatics, Perception.

Victory
 The wards of the stair gate are shut down, causing the 

grid of black bars to flare brilliant white, then vanish. Each 

creature in the area not capable of flight must make a DC 

13 Acrobatics or Athletics check to jump to the safety, 

either catching the edge of the floor or hanging onto the 

stone plinth that stays suspended in midair. On a failed 

check, a creature falls to the stairs and takes 2d10 falling 

damage before coming to a halt.

 With the stairs open, the PCs can descend to the astral 

vortex below. Any surviving marauder planestalkers do not 

follow PCs who choose to flee down the stairs.

Defeat
 The PCs overload the wards of the ivory stairs, destroying 

the bars of the stair gate in a blast of arcane energy that 

deals 2d10 force damage to all creatures in the chamber. 

In addition, a creature in the area of the bars not capable 

of flight falls to the stairs and takes 2d10 falling damage 

before coming to a halt.

 The PCs can descend to the astral vortex. However, if any 

marauder planestalkers survive, they pursue the PCs down 

the stairs to join the githyanki guardian shade in Encounter 

W5.

Special
 In addition to weakening the gate stairs with brute force 

by using an Athletics check, a PC can target the gate with 

a weapon attack or a nonweapon power that deals force 

damage. The gate has AC 33, Fortitude/Reflex 31, 120 

hit points, and resist 5 to all damage. Every 10 points of 

damage dealt to the gate earns the party 1 success in the 

skill challenge. Any attack that deals no damage after the 

gate’s resistance is taken into account earns the party 1 

failure in the skill challenge.

 If the gate is destroyed, the party earns an automatic 

victory in the skill challenge.

Acrobatics
 DC 14 (no successes or failures) With a successful check 

(a minor action), a character gains a +2 bonus to his or her 

next primary skill check in the challenge.

 Affecting the wards of the gate is easiest from directly atop 

it, but the uneven grid requires careful balance.

Arcana
 DC 22 (1 success or failure, maximum 3 successes) With 

a successful check, the PC exploits that interference to 

destabilize the wards.

 The astral energy surging around the stairs interferes with 

the arcane wards of the gate.

Athletics
 DC 27 (1 success or failure) By damaging the gate with 

brute force, the PC weakens the wards. See also “Special,” 

below.

 The arcane wards of the gate are inextricably bound to its 

physical strength.

Perception
 DC 22 (0 successes or failures) With a successful check (a 

minor action), a character gains a +2 bonus to his or her 

next primary skill check in the challenge.

 The ever-shifting astral energy within the chamber ebbs 

and flows in a pattern that can be discerned.

Thievery
 DC 22 (1 success or failure, maximum 3 successes) With 

a successful Thievery check, the PC weakens the gate and 

the wards.

 The strength of the gate wards is tied to its ancient 

construction.
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W5: ASTRAL VORTEX

Encounter Level 20 (14,000 XP)

Setup

Eldritch giant (G)
Githyanki guardian shade

At the heart of the Well of Worlds, a vast astral vortex 
powers the githyanki’s system of permanent telepor-
tation circles in the world and beyond.

As the PCs descend the stairs into this area, read:

White light seethes in a corrosive whirlpool filling a vast 
chamber below. The air is hazy above a stone platform 
extending from the bottom of the stairs across the seething 
vortex. Pillars of glowing stone rise above the maelstrom, 
their surfaces crawling with an ever-shifting flow of 
arcane runes.

The far side of the chamber is taken up with what 
appears to be an oversized arcanist’s study. Tall shelves and 
wide tables are covered with well-worn tomes and tattered 
scrolls. A violet-skinned eldritch giant glances up in surprise 
at your approach, the whitefire mark burning at his wrist as 
he holds up a hand in warning.
 “I am Haryssus. It has been long years since any but the 
masters of this place breached the stair gate, but those who 
did so lived no longer than will you. I have no quarrel with 
you. Flee while you can.”

Perception Check
 DC 22: At the giant’s hands and feet, a faint blur of 
eldritch energy takes the form of all-but-invisible restraints 
binding this creature to its workplace.

Insight Check
 DC 22: Despite the giant’s dismissive demeanor, his 
voice carries an undertone of weariness, not of anger. His 
words are no threat, but a warning of imminent danger.

The presence of intruders in the well chamber 
sends ripples into the astral vortex, from which the 
githyanki guardian shade is summoned in 1 round. 
Unless the PCs discern the giant’s warning with a 
successful Insight check, the guardian shade mate-
rializes next to as many PCs as possible and attacks 
with surprise.

When the githyanki guardian shade appears, 
read:

A sudden flare of yellow-white light heralds the appearance 
of a ghostly githyanki. Larger than the shades you fought in 
the fane, this creature wields twin bastard swords, a white 
light burning in its eyes as it attacks.

Tactics

Each round, the githyanki guardian shade attacks as 
many PCs as possible with bladed wrath, then targets 
another with spirit rake after teleporting away. It uses 
soul strike as frequently as possible, but especially on 
foes that demonstrate resistance to psychic damage, 
and it targets creatures hit with soul strike with mul-
tiple spirit rakes.
 Haryssus avoids entering the fight at first, know-
ing that he will be tortured by the githyanki if the 
PCs are defeated. However, once the guardian shade 
is bloodied, the eldritch giant cautiously aids the PCs 
with force missile attacks each round. (At your option, 
Haryssus can enter the fight earlier if the PCs are in 
danger of being soundly defeated.)
 Haryssus cannot leave the platform to which he 
is bound, but if the PCs attack him at any point, he 
defends himself vigorously (use the statistics block and 
tactics from Encounter W3). Once the giant enters 
combat against the PCs, it takes two DC 27 Diplomacy 
checks (each a minor action) to get him to stand down 
during combat. See also “Development,” below.

Githyanki Guardian Shade (G) Level 20 Solo Lurker
Medium elemental humanoid (undead) XP 14,000
Initiative +20 Senses Perception +21; darkvision

Guardian Presence (Psychic) aura 1; while the githyanki 

guardian shade is bloodied, each creature that starts its 

turn adjacent to it takes 5 psychic damage.

HP 756; Bloodied 378

AC 34; Fortitude 30, Reflex 32, Will 28

Immune disease, poison

Saving Throws +5

Speed 8, fly 8

Action Points 2

m Ghost Sword (standard; at-will)  Weapon
 +25 vs. AC; 2d10 + 7 damage and the target takes a –2 

penalty to all defenses and is slowed (save ends both).

r Spirit Rake (minor; at-will)  Fear, Psychic
 Ranged 5; +23 vs. Will; 1d8 + 5 psychic damage, and the 

target takes a –2 penalty to all defenses (save ends).

C Bladed Wrath (standard; at-will)  Psychic, Weapon
 Burst 3; targets enemies; the githyanki guardian shade 

pulls the target 2 squares, then makes a ghost sword 

attack against each adjacent enemy. Effect: The githyanki 

guardian shade teleports up to 8 squares.

C Guardian Fury (immediate reaction; at-will)  Force
 Burst 2; +23 vs. Fortitude; 2d8 + 4 force damage and the 

target is pushed 3 squares.

M Soul Strike (standard; recharge   , recharge    

while bloodied)  Radiant, Weapon
 Slowed targets only; +23 vs. Will; 4d10 + 10 radiant 

damage, and the target gains vulnerable 15 psychic until 

the end of its next turn.

R Soul Bolt (standard; encounter, recharges when first 

bloodied)  Psychic
 Ranged 10; +23 vs. Will; 2d8 + 5 psychic damage, and the 

target is stunned until the end of the githyanki guardian 

shade’s next turn. Miss: Half damage, and the target is 

dazed until the end of the githyanki guardian shade’s next 

turn.

Astral Soul (immediate reaction, when the githyanki guardian 

shade takes damage; encounter)

 The githyanki guardian shade becomes insubstantial and 

gains phasing until the end of its next turn.

Alignment Unaligned Languages — (understands  

   Common, Deep Speech)

Str 25 (+17) Dex 23 (+23) Wis 21 (+15)

Con 21 (+21) Int 19 (+19) Cha 26 (+18)
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Development

Even if the PCs attacked Haryssus, he stands down 
automatically once the githyanki guardian shade is 
destroyed. The eldritch giant’s bonds can be undone 
with a simple Break Enchantment ritual, but the 
arcane wards that hold him here prevent Haryssus 
from performing the ritual himself.
 Once freed, the eldritch giant becomes a staunch 
ally of the PCs and an invaluable source of infor-
mation regarding the Well of Worlds. The PCs can 
attempt to talk to him, but the advanced planar magic 
of the Well of Worlds is beyond the understanding 
of any but the most knowledgeable mages. The PCs 
should be inspired to have Haryssus talk to Bejam, 
but respond to any questions here by paraphrasing 
the information given in “The Githyanki’s Secret” 
(page 50).

Features of the Area

Illumination: This area is suffused with bright 
light.
 Ceiling: The ceiling rises 40 feet above the astral 
vortex; 30 feet above the platform bridge and the 
library f loor.
 Ivory Stairs: These steep curved stairs are dif-
ficult terrain. The ivory stairs run up to the stair gate, 
ascending more than 300 feet to area W4.
 Shelves: These bookshelves are stacked high with 
scholarly tomes focusing on planar and portal magic. 
These works provide essential information regard-
ing the Well of Worlds (see “The Githyanki’s Secret,” 
page 50).
 Tables: These giant-sized tables are tall enough 
that a Medium or smaller creature can move under 
one and gain cover. It costs 2 squares of movement for 
a Large or larger creature to hop up onto a table.  

A Medium or smaller creature can climb or swing up 
to the top of a table with a DC 14 Athletics or Acro-
batics check (a move action). A character can make a 
DC 20 Strength check to tip over a table, which then 
grants superior cover.
 Chair: The giant-sized chair provides cover.
 Pillars: Pillars of glowing white stone rise above 
the astral vortex to the height indicated on the tacti-
cal map. Each pillar glows with a shifting sequence of 
arcane runes. A creature can jump from the platform 
to a pillar, or from pillar to pillar, with an Athletics 
check as normal.
 Platform: A slick stone platform runs from the 
stairs to the giant’s study, passing 10 feet above the 
astral vortex. The platform can be moved along nor-
mally, but a Medium or smaller creature that makes 
a melee attack while in a square on the edge of the 
platform must make a DC 14 Acrobatics check or 
stumble and fall over the edge. A creature that falls 
from the platform takes 
1d10 falling damage 
and is caught up in the 
astral vortex.
 Astral Vortex: This 
vast whirlpool of astral 
essence seethes and 
boils at the heart of the 
Well of Worlds. A crea-
ture that begins its turn 
adjacent to the vortex 
(either along the plat-
form or in the library) 
or atop one of the pil-
lars takes 2d8 radiant 
damage.

 A creature that falls into the astral vortex is swept 
up in its f low, circling the pool at one revolution per 
round. A creature in the vortex takes 3d10 radiant 
damage per round and is dazed until the end of its 
next turn.
 A creature in the vortex can make a DC 27 Athlet-
ics or Acrobatics check as a free action to grab a pillar. 
It then takes a DC 15 Athletics check (a move action) 
to climb to the top of the pillar. (Because the creature 
circles the pool, it can choose which pillar it grabs 
onto.) A creature that escapes the vortex is still dazed 
until the end of its next turn.
 The speed of the vortex makes it difficult to coor-
dinate attempts to reach creatures trapped within it. 
It takes a DC 22 Acrobatics check to throw a rope in 
front of a creature in the vortex. The creature must 
then make a DC 14 Acrobatics or Athletics check to 
grab it. A creature that grabs a rope can be pulled out 
of the vortex as a standard action.
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G1: DOCK SIEGE

Encounter Level 18 (11,000 XP)

Setup

Githyanki astraan (A)
12 githyanki gish crusaders (C)
3 githyanki reavers (R)

As the battle for Garaitha’s anvil gets underway, the 
PCs use the shock of the assault to move for the repair 
dock where Cev’ren is moored.

When the PCs break for the construction zone, 
read:

The battle rages ahead of you, an offensive wedge pushing 
the frenzied githyanki back. Lost in the chaos of the clash 
of forces, your movement away from the brunt of the fight 
and toward the gantries of the construction zone goes all 
but unnoticed. A single force of a dozen githyanki catches 
sight of you, spreading out into an attack formation at 
your approach.

Tactics

The gish crusaders fight in groups of two or three, 
f lanking for combat advantage. They make silver 
longsword attacks against lightly armored foes, but use 
astral bolt against heavily armored foes.

The githyanki astraan stays at range if possible, 
hitting PC strikers and controllers with telekinetic blast 
and astral fire.

The githyanki reavers focus silver fullblade and reav-
ing strike attacks against lightly armored PCs.

The githyanki fight the party on the ground until 
two or more PCs make a move for the catwalks. On 
the astraan’s orders, the crusaders use astral stride to 
fall back to the catwalk platforms. The astraan uses 
telekinetic leap to f ly to the closest catwalk, while the 

reavers continue to throw themselves at PCs on the 
ground.
 This encounter remains part of the larger battle 
raging around the PCs. In the fourth round and every 
second round thereafter, another 1d6 minions enter 
the fray—either githyanki gish crusaders, githyanki 
psychic archers, or githyanki corsair cutters (see 
Encounter G6 for additional statistics blocks).

Githyanki Astraan (A) Level 16 Controller
Medium natural humanoid XP 1,400
Initiative +13 Senses Perception +17

HP 155; Bloodied 77; see also astral ward
AC 30; Fortitude 27, Reflex 30, Will 28; see also astral ward
Speed 8

m Silver Dagger (standard; at-will)  Psychic, Weapon
 +21 vs. AC; 2d4 + 4 psychic damage, and the target is 

stunned (save ends).

r Telekinetic Strike (standard; at-will)  Force
 Ranged 20; +20 vs. Reflex; 2d10 + 6 force damage and 

slide the target 1 square.

R Telekinetic Blast (standard; recharge    )

 Ranged sight; one or two targets; +20 vs. Fortitude; the 

target is wrenched from the ground and hurled up to 20 

feet into the air. A target that strikes a ceiling or other solid 

object takes 1d10 damage. The target then falls back to 

the ground into an unoccupied space within 1 square of its 

original space (the astraan’s choice), taking falling damage 

as normal.

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki astraan or an ally within range 

can fly 5 squares.

A Astral Fire (standard; at-will)  Cold, Fire
 Area burst 2 within 10; +20 vs. Reflex; 2d6 + 5 cold and 

fire damage, and the area of the attack becomes difficult 

terrain until the end of the encounter.

Astral Ward (immediate interrupt, when the githyanki astraan 

would be hit by a melee attack while bloodied; encounter)

 The githyanki astraan makes a silver dagger attack against 

the triggering attacker and gains a +2 bonus to all defenses 

until the end of its next turn.

Alignment Evil Languages Common, Deep Speech

Skills Arcana +20, Insight +17

Str 18 (+12) Dex 20 (+13) Wis 19 (+12)

Con 19 (+12) Int 24 (+15) Cha 21 (+13)

Equipment silver dagger

12 Githyanki (C) Level 17 Minion Skirmisher 
Gish Crusaders

Medium natural humanoid XP 400 each
Initiative +14 Senses Perception +15

HP 1; a missed attack never damages a minion.

AC 30; Fortitude 29, Reflex 28, Will 28

Saving Throws +2 against charm effects

Speed 5; see also astral stride
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +21 vs. AC; 10 psychic damage.

r Astral Bolt (standard; at-will)  Psychic
 Ranged 10; +20 vs. Reflex; 10 psychic damage.

Astral Stride (move; encounter)  Teleportation
 The githyanki gish crusader teleports 6 squares and gains 

the insubstantial and phasing qualities until the start of its 

next turn.

Alignment Evil Languages Common, Deep Speech

Str 20 (+13) Dex 18 (+12) Wis 14 (+10)

Con 17 (+11) Int 14 (+10) Cha 18 (+12)

Equipment chainmail, silver longsword

3 Githyanki Reavers (R) Level 17 Brute
Medium natural humanoid XP 1,600 each

Initiative +13 Senses Perception +10

HP 197; Bloodied 98

AC 29; Fortitude 30, Reflex 28, Will 28

Saving Throws +2 against charm effects

Speed 5; see also telekinetic leap
m Silver Fullblade (standard; at-will)  Psychic, Weapon
 +20 vs. AC; 2d12 + 4 (crit 2d12 + 28) plus 1d6 psychic 

damage, plus an extra 3d6 psychic damage if the target is 

immobilized.

M Reaving Strike (standard; encounter)  Psychic, Reliable, 
Weapon

 +18 vs. Fortitude; 3d12 + 4 damage plus 1d6 psychic 

damage, and the target is immobilized (save ends).

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki reaver or an ally within range can 

fly 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 14 (+10)

Con 17 (+11) Int 15 (+10) Cha 21 (+13)

Equipment plate armor, silver fullblade
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Development

Once the defenders here have been overcome, the 
distraction of the surrounding battle allows the PCs 
to enter the repair dock unseen.

When the PCs open the door leading to areas 
G2, G3, and G4, read:

A dark corridor opens up on both sides of the door. To the 
left stands a vast open space whose floor cannot be seen, 
and booming voices within shout out the words of a ritual. 
To the right, firelight flares, ringing out with the heavy echo 
of steel on steel. A third leg of the corridor leads off into 
shadow ahead.

The PCs can approach area G2 unhindered, but any 
movement toward G3 or G4 is interrupted. See the 
G3 tactical encounter.

Features of the Area

Illumination: The exterior shipyard is infused 
with bright light. The warehouse space and the cor-
ridor beyond the door are dark.
 Catwalks: These shaky catwalks rise alongside 
the under-construction walls of the repair dock 
expansion. A catwalk can be moved along normally, 
but a Medium or smaller creature that makes a melee 
attack while in a square on the edge of the catwalk 
must make a DC 14 Acrobatics check or stumble and 
fall over the edge. See the tactical map for the heights 
of different catwalks relative to the ground.
 Ladders: These rough mesh ladders connect the 
catwalks. It takes a move action and a DC 15 Athlet-
ics check to climb 10 feet up a ladder.

 Gantry: Each of these gantry towers rises 20 feet 
above the adjoining catwalk, and each features a 
crane sling arm for raising cargo from below. A gantry 
tower provides cover and can be climbed with a DC 
10 Athletics check. A creature engaged in combat 
on the top of a tower must make a DC 22 Acrobatics 
check or fall in a square adjacent to the tower’s base, 
chosen randomly.
 The sling arm cable hanging from the end of a 
gantry arm can be jumped to from a nearby catwalk 
with an Athletics check as normal. (A sling arm that 
has been moved over a catwalk 
can be grabbed.) A character 
who makes the jump snags the 
cable with a DC 14 Acrobatics 
check. On a failed check, the 
character falls.
 A creature that grabs a 
cable pulls the gantry arm 45 
degrees in the direction of the 
creature’s movement, and can 
swing out on the cable in the 
same direction. The creature 
can then jump from the cable 
to any nearby catwalk by 
making an Acrobatics check. 
Use the DC for an Athletics 
check to jump the distance 
from the gantry to the catwalk, 
but treat the creature as if it has 
a running start.

 Exterior Walls: The under-construction walls 
of the dock are rough wood and stone. They can be 
climbed with a DC 15 Athletics check.
 Debris: Loose piles of wood, steel, and detritus are 
difficult terrain.
 Crates: These stacks of construction supplies 
stand 5 feet high and provide cover. It takes a DC 10 
Athletics check to move across a stack of crates.
 Opening: The interior of this repair dock is 
accessed by an open doorway 10 feet above the closest 
catwalk.
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G2: LOADING ZONE

Encounter Level 19 (12,800 XP; see the hazard 
statistics block)

Setup

2 eldritch giants (E)
8 fomorian guards (G)

Inside the repair dock, two eldritch giants attempt to 
reactivate the dead planar magic of the shipyard to 
bring in reinforcements from the Feywild.

When the PCs can see into this area, read:

Sand covers the floor of this massive chamber, its walls piled 
high with huge ingots of iron and brass, densewood logs 
of great length and heft, and bundled heaps of deadfall. 
Two eldritch giants are shouting out the words of a ritual 
as a teleportation circle flares erratically to life in midair 
between them. Within the portal stands a hazy landscape 
of fallen trees and black smoke, and a shower of logs and 
deadfall spills through it to the sandy floor. At the same 
time, eight armed fomorians leap through the gate even as 
it fades away. One of the fomorians howls “Keep those gates 
open, mage! There’s troops waiting to cross and blood to be 
spilled!”

The magic with which Bejam and Haryssus have 
inhibited the portals of the shipyard is holding, but 
these eldritch giants are pushing the limits of those 
wards. Normally used to transport raw materials from 
other planes, these f loating teleportation circles have 
been commandeered to bring reinforcements from 
the Feywild.

 If the PCs have already taken on the fire giants in 
Encounter G3, the creatures here mistook that noise 
for the ever-present din of the foundry. The eldritch 
giants and fomorians are distracted and expect no 
attack. Unless the PCs draw attention to themselves, 
they can easily gain surprise before the fomorians 
begin to scale the catwalk on their way to area G5.

Tactics

The fomorian guards f lank for combat advantage as 
they make evil eye and halberd attacks. Any nearby 
fomorian targets an immobilized PC for the extra 
damage granted by skullcracker. The fomorians are 
tall enough that they can reach the catwalk from the 
f loor. Treat their halberds as reach 1 weapons for 
such attacks.
 The eldritch giants initially fall back to let the 
fomorians take on melee combatants, making force 
missile attacks in conjunction with eldritch field as they 
teleport away from any challengers. When the fomo-
rians have fallen, the giants create their eldritch blades 
and enter melee.
 Each round, one of the eldritch giants uses a minor 
action to trigger the portal fall hazard after teleport-
ing safely out of range.

Development

If the PCs bypass this encounter to go directly to the 
repair dock, the creatures here come to the aid of the 
githyanki in Encounter G4. See the “Reinforcements” 
sidebar in that encounter for more information.

2 Eldritch Giants (E) Level 18 Skirmisher
Large fey humanoid (giant) XP 2,000 each
Initiative +12 Senses Perception +20; low-light vision

HP 171; Bloodied 85

AC 32; Fortitude 29, Reflex 31, Will 33

Resist 10 force

Saving Throws +5 against charm effects

Speed 8, teleport 6

m Eldritch Blade (standard; at-will)  Force, Weapon
 Reach 2; +21 vs. Reflex; 3d6 + 7 force damage.

r Force Missile (standard; at-will)  Force
 Ranged 20; +21 vs. Reflex; 2d6 + 7 force damage.

C Sweeping Sword (standard; encounter)  Force, Weapon

 Close blast 2; +21 vs. AC; 3d6 + 7 force damage, and 

the target is knocked prone. Special: When charging, the 

eldritch giant can use this power in place of a melee basic 

attack.

Consume Magic (minor 1/round; at-will)

 Targets an adjacent conjuration or zone created by an 

enemy; +21 vs. the Will of the creator of the conjuration or 

zone; the conjuration or zone is destroyed, and its effects 

end. The eldritch giant’s attacks deal 3d6 extra force 

damage until the end of its next turn.

Eldritch Field (minor; recharge  )  Zone
 Close blast 5; the blast creates a zone of rippling magic 

that lasts until the end of the encounter or until the 

eldritch giant uses this power again. The zone is difficult 

terrain, and the giant’s attacks deal 1d6 extra force 

damage against creatures within the zone.

Alignment Evil Languages Elven, Giant

Skills Arcana +21, Insight +20

Str 21 (+14) Dex 12 (+10) Wis 22 (+15)

Con 19 (+13) Int 24 (+16) Cha 13 (+10)
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8 Fomorian Guards (G) Level 17 Minion Soldier
Huge fey humanoid (giant) XP 400 each
Initiative +16 Senses Perception +13; truesight 6

HP 1; a missed attack never damages a minion.

AC 33; Fortitude 30, Reflex 29, Will 28

Speed 8

m Halberd (standard; at-will)  Weapon
 Reach 4; +22 vs. AC; 8 damage (13 damage against 

immobilized targets) and the target is marked until the end 

of the fomorian guard’s next turn.

R Evil Eye (minor 1/round; at-will)

 Ranged 5; +20 vs. Will; the target is immobilized until the 

end of the fomorian guard’s turn.

Alignment Evil Languages Deep Speech, Elven

Str 24 (+15) Dex 22 (+14) Wis 20 (+13)

Con 20 (+13) Int 11 (+8) Cha 15 (+10)

Equipment chainmail, halberd

Features of the Area

 Illumination: Smoky torches along the walls fill 
this area with dim light.
 Ceiling: 60 feet high.
 Floor: The soft sand f loor of the loading zone is 
difficult terrain for any Medium or smaller creatures.
 Catwalk: This shaky catwalk connects to the 
adjacent passageway and overlooks the f loor 30 feet 
below. The catwalk has no ladders; the giants who 
work in this area simply climb it. A catwalk can be 
moved along normally, but a Medium or smaller crea-
ture that makes a melee attack while in a square on 
the edge of a catwalk must make a DC 14 Acrobatics 
check or stumble and fall over the edge. The soft sand 
f loor means that a creature that falls takes only 2d10 
damage unless it hits an area of logs dropped by the 
portal fall hazard.

 Ingot Piles: Piles of 2-foot-long iron or brass 
ingots rise 15 feet high. These areas provide cover 
and are difficult terrain. A Large or smaller creature 
must make a DC 14 Athletics check to move across an 
ingot pile.
 Log Piles: Densewood logs and deadfall are piled 
to a height of 20 feet. These areas provide cover and 
are difficult terrain. A Large or smaller creature must 
make a DC 22 Athletics check to move over a log pile. 
A Large or larger creature moving across a log pile 
must make a DC 14 Acrobatics check or unleash an 
avalanche of logs in a burst 2, dealing 2d10 damage 
to itself and any Large or smaller creature in the area. 
The area filled by fallen logs becomes difficult terrain 
for Large or smaller creatures.

Portal Fall Level 20 Elite Lurker
Hazard XP 5,600
An eldritch giant activates a dormant portal hanging in mid-
air, and a deadly avalanche of wood spills from a matching 
portal in the Feywild and drops toward you.

Hazard: Logs and deadfall tumble down to a target square and 

make a burst 3 attack.

Perception
 Characters can’t use Perception to detect this hazard.

Initiative +21

Trigger
 Each eldritch giant can, as a minor action once per turn, 

trigger the trap’s attack. Special: Though the giants cannot 

keep the portals open for long, additional fomorians 

have a chance to cross over from the Feywild the longer 

the fight goes on. Starting in the fourth round and every 

round thereafter, each activation of the hazard brings 1d4 

– 1 more fomorian guards into the fray. Award the PCs 

additional experience for any reinforcements they kill.

Attack
Minor Action 1/turn Close burst 1 centered on one 

    enemy

Targets: Creatures in burst

Attack: +23 vs. Reflex

Hit: 3d8 + 5 damage

Effect: The area becomes difficult terrain.

Countermeasures
 A character who makes an Arcana check at DC 27 as a 

standard action briefly forces the hidden portals away from 

his or her area, and the hazard cannot target any creature 

within a close burst 2 of the character.

 A character who makes an Arcana check at DC 27 as a 

minor action briefly forces the hidden portals away from 

him or her, and the hazard cannot target him or her.

 When an eldritch giant is killed, the hazard becomes less 

dangerous, and when both are dead, it ceases to function.
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G3: FIRE AND FORGE

Encounter Level 19 (12,400 XP)

Setup

2 fire giant forgecallers (F)
3 fire giant ironmongers (I)
12 fire giant serfs (S)

The githyanki docks are built around numerous 
foundries where the steel frames of astral warships 
are forged, welded, and repaired.

Whenever the PCs make their first foray toward 
this area (whether initially from area G1 or after 
Encounter G2), they are interrupted by a pair of 
giants running for the dock gate (area G5).

When the PCs first approach this area, read:

A shout from the chamber beyond precedes pounding 
footsteps as two fire giants suddenly appear in the 
passageway. In their arms, each carries a pile of what look 
like smoldering steel spheres.

Two fire giant serfs are carrying slag missiles (thin 
spheres of iron holding a core of molten slag) to the 
battle outside. Unless the PCs draw attention to them-
selves, they can easily pull back into area C1 or C2 as 
the giants turn up the third leg of the passageway and 
disappear from sight. Go to Encounter C5 (the “Follow-
ing the Giants” sidebar) if the PCs decide to pursue.
 If the PCs took on the giants in Encounter G2 
before entering this area, the fire giants here had a 50 
percent chance to notice the fight over the noise of the 
foundry. If no noise was heard, the giants are all hard 
at work and distracted in the positions indicated on 
the tactical map. If the giants heard combat, the forge-
callers and ironmongers have moved out of sight to the 

right, around the corner from the door. Do not place 
their miniatures (noted by ghosted tags on the tactical 
map) unless they are spotted or until they attack.

When the PCs can see into this area, read:

Iron and brass ingots are piled high across this chamber, 
with piles of deadfall and kiln-fired charcoal standing close 
by the feeder doors of a half-dozen massive forges. The heat 
of this foundry is crippling even from a distance, but the 
workers here seem not to notice—some dozen fire giants 
work furiously at massive anvils. The ship castings they 
work with are being systematically destroyed—cut to chunks 
and hot-hammered into the spheres you saw the others 
carrying. These appear to be some sort of weapon destined 
for the fight outside.

Perception Check, if the forgecallers and iron-
mongers are in hiding.
 DC 22: Although twelve fire giants labor hard 
within the foundry, three central anvils and a forge are 
conspicuously untended.

If the PCs fail the Perception check or otherwise 
blunder into the chamber, any giants in hiding gain 
surprise.

12 Fire Giant Serfs (S) Level 16 Soldier Minion
Large elemental humanoid (giant) XP 350 each
Initiative +11 Senses Perception +9

HP 1; a missed attack never damages a minion.

AC 30; Fortitude 32, Reflex 27, Will 27

Resist 15 fire

Speed 7

m Fiery Forge Hammer (standard; at-will)  Fire
 Reach 2; +21 vs. AC; 3 damage plus 3 fire damage, and the 

target is dazed until the end of the fire giant’s next turn.

Alignment Evil Languages Deep Speech, Giant

Skills Endurance +19

Str 23 (+15) Dex 11 (+9) Wis 10 (+9)

Con 22 (+15) Int 10 (+9) Cha 11 (+9)

Equipment forge hammer
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2 Fire Giant Forgecallers (F) Level 18 Artillery
Large elemental humanoid (giant) XP 2,000 each
Initiative +11 Senses Perception +17

HP 136; Bloodied 68

AC 32; Fortitude 33, Reflex 29, Will 30

Resist 15 fire

Speed 8

m Smoldering Mace (standard; at-will)  Fire, Weapon
 Reach 2; +21 vs. AC; 1d10 + 6 damage plus 1d10  

fire damage.

R Fire Pillar (standard; at-will)  Fire
 Ranged 20; +21 vs. Reflex; 3d8 + 3 fire damage.

A Flame Burst (standard; recharge 6 )  Fire
 Area burst 2 within 10; +21 vs. Reflex; 2d8 + 3 fire 

damage, and ongoing 10 fire damage (save ends).

Alignment Evil Languages Giant

Skills Intimidate +14

Str 23 (+15) Dex 15 (+11) Wis 16 (+12)

Con 22 (+15) Int 10 (+9) Cha 11 (+9)

Equipment dragonhide armor, mace

3 Fire Giant Ironmongers (I) Level 16 Soldier
Large elemental humanoid (giant) XP 1,400 each
Initiative +11 Senses Perception +9

HP 156; Bloodied 78

AC 30; Fortitude 32, Reflex 27, Will 27

Resist 15 fire

Speed 7

m Searing Forge Hammer (standard; at-will)  Fire, Weapon
 Reach 2; +21 vs. AC; 1d12 + 5 damage plus 2d8 fire 

damage, and the target is marked until the end of the fire 

giant’s next turn.

r Slag Missile (standard; at-will)  Weapon
 Ranged 10; +21 vs. AC; 2d10 + 5 fire damage, and ongoing 

5 fire damage (save ends).

C Hammer Blast (standard; requires forge hammer; encounter) 

 Fire, Weapon
 Close blast 2; +21 vs. AC; 1d12 + 5 damage plus 2d8 fire 

damage, and the target is dazed until the end of the fire 

giant’s next turn.

Alignment Evil Languages Deep Speech, Giant

Skills Endurance +19

Str 23 (+15) Dex 11 (+9) Wis 10 (+9)

Con 22 (+15) Int 10 (+9) Cha 11 (+9)

Equipment forge hammer, forge apron

Tactics

The forgecallers focus smoldering mace attacks on 
defenders or strikers, using their reach to stay out of 
harm’s way. If no melee target presents itself, a forge-
caller creates a fire pillar or f lameburst to strike distant 
foes.
 The ironmongers open combat with a hammer 
blast, then focus searing forge hammer attacks on dazed 
foes. If the PCs fall back, the giants fill steel spheres 
with molten metal to launch slag missile attacks.
 The fire giant serfs wade into combat with their 
fiery forge hammers, f lanking for combat advantage 
and focusing on dazed targets.

Development

If the PCs bypass this encounter to go directly to the 
repair dock, the creatures here come to the aid of the 
githyanki in Encounter G4. See the “Reinforcements” 
sidebar in that encounter for more information.

Features of the Area

 Illumination: The fires of the forges fill this area 
with bright light.
 Ceiling: 40 feet high.
 Heat Hazard: The blistering air of the foundry 
is breathable by the PCs. However, a creature that 
begins its turn adjacent to a forge takes 1d10 fire 
damage. A creature that comes into contact with a 
forge takes 2d10 fire damage.
 Anvils: These enormous steel anvils stand 10 feet 
high and provide cover. A creature can climb to the 
top of an anvil with a DC 13 Athletics check.

 Burning Slag: Pools of molten slag overflowing 
from the forges are difficult terrain. Any creature that 
enters or begins its turn in an area of burning slag 
takes 2d10 fire damage.
 Ingot Piles: Piles of 2-foot-long iron or brass 
ingots rise 15 feet high. These areas provide cover 
and are difficult terrain. A Large or smaller creature 
must make a DC 14 Athletics check to move across an 
ingot pile.
 Wood and Charcoal: Deadfall and kiln-fired 
charcoal are piled to a height of 15 feet. These areas 
provide cover and are difficult terrain. It takes a DC 
14 Athletics check to move over a pile of wood and 
charcoal.
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G5: DOCK GATE

Encounter Level 19 (12,600 XP; see the “Rein-
forcements” sidebar)

Setup

4 fomorian guards (G)
8 githyanki gish crusaders (C)
2 githyanki gish warmasters (W)

Beyond the foundry and the loading zone, the central 
repair docks are sealed off behind secure magical 
wards. After breaking into this area and facing off 
against githyanki guards and their giant allies, the 
PCs must seal the dock again to prevent reinforce-
ments from arriving.

As the PCs approach through the empty ware-
house, read:

Ahead, a massive doorway opens up, and a faint 
shimmering marks the field of a magical force ward. From 
beyond, a harsh voice shouts out.

Perception Check, for a PC who understands 
Deep Speech
 DC 22: A githyanki screams in anger: “Keep 
formation! Space yourselves out, you misshapen lumps, or 
you can join your worthless kin in the fight outside!”

A PC can safely peer around the corner to see what 
lies beyond the doorways.

When the PCs look into this area, read:

Close to you, a glowing panel set into the stone wall pulses 
in time with the force field set within the doorway ahead. 
This magical gate is one of three sets of warded doorways 
adjacent at one end of a huge hangar. Four fomorians 

stand watch near the four corners of the hangar, and a pack 
of githyanki circles around them as they watch the doors.
 In a circular open dock at the opposite end, five astral 
craft hang suspended in a nest of steel cables. However, 
these are all smaller strike ships, not the flagship you seek.

The placement of the githyanki guards on the tacti-
cal map represents their position when the PCs first 
look in. Each round that the PCs spend watching, the 
warmasters and the gish crusaders move 6 squares 
counterclockwise. Swayed by the overheard threats 
of one of the warmasters, the fomorians stand alert 
where indicated.

Getting In

As long as the PCs do not step fully into the open or 
approach with a light source, they need not make 
Stealth checks to avoid being seen by the guards 
while outside this area. Moving adjacent to the magic 
control panel for either of the area G4 doors puts a 
PC in view of the guards unless he or she is invisible. 
However, by timing his or her attempts to disable the 
gate with the guards’ movement, the PC has a chance 
to avoid detection. It takes three DC 22 Thievery or 
Arcana checks (each a standard action) to disable the 
wards, simultaneously opening all three gates. How-
ever, the character making the check must also make 
a DC 22 Stealth check as a minor action each time or 
be seen by those within the hanger.
 The guards here immediately spot any PCs openly 
approaching the gate. If alerted by the PCs’ attempts to 
unlock the gate, the fomorians move in to f lank both 
gates before they can be opened, while the githyanki 
pull back behind the cover of scrap piles and crates.

4 Fomorian Guards (G) Level 17 Minion Soldier
Huge fey humanoid (giant) XP 400 each
Initiative +16 Senses Perception +13; truesight 6

HP 1; a missed attack never damages a minion.

AC 33; Fortitude 30, Reflex 29, Will 28

Speed 8

m Halberd (standard; at-will)  Weapon
 Reach 4; +22 vs. AC; 8 damage (13 damage against 

immobilized targets), and the target is marked until the 

end of the fomorian guard’s next turn.

R Evil Eye (minor 1/round; at-will)

 Ranged 5; +20 vs. Will; the target is immobilized until the 

end of the fomorian guard’s turn.

Alignment Evil Languages Deep Speech, Elven

Str 24 (+15) Dex 22 (+14) Wis 20 (+13)

Con 20 (+13) Int 11 (+8) Cha 15 (+10)

Equipment chainmail, halberd

FOLLOWING THE GIANTS

When the PCs see the fire giants move for this 

area (see Encounter G1), they might elect to follow, 

attempting to make their entrance when the gate is 

opened. Alternatively, as long as the giants in area 

G2 or G3 remain unaware of the PCs’ presence in 

the dock, four more giants (either fire giant serfs or 

fomorian guards) exit the complex every 2d6 rounds. 

The distracted giants are not likely to notice the PCs 

if they hide within the warehouse. When the warded 

door is opened, the PCs have 2 rounds to pass through 

before it is closed again. The giants going through the 

door join the combat in this area, in addition to the 

troops noted in the “Reinforcements” sidebar.
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8 Githyanki (C) Level 17 Minion Skirmisher 
Gish Crusaders

Medium natural humanoid XP 400 each
Initiative +14 Senses Perception +15

HP 1; a missed attack never damages a minion.

AC 30; Fortitude 29, Reflex 28, Will 28

Saving Throws +2 against charm effects

Speed 5; see also astral stride
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +21 vs. AC; 10 psychic damage.

r Astral Bolt (standard; at-will)  Psychic
 Ranged 10; +20 vs. Reflex; 10 psychic damage.

Astral Stride (move; encounter)  Teleportation
The githyanki gish crusader teleports 6 squares and gains 

the insubstantial and phasing qualities until the start of its 

next turn.

Alignment Evil Languages Common, Deep Speech

Str 20 (+13) Dex 18 (+12) Wis 14 (+10)

Con 17 (+11) Int 14 (+10) Cha 18 (+12)

Equipment chainmail, silver longsword

Tactics

The fomorian guards wade into melee, using evil eye 
against the most heavily armored PCs and focusing 
halberd attacks on immobilized opponents. They use 
their reach to stay out of danger. These guards do not 
fight in isolation, and they raise the alarm as soon as 
the threat posed by the PCs becomes clear. See the 
“Reinforcements” sidebar.

The gish crusaders fight in pairs, f lanking for 
combat advantage with silver longsword attacks, or 
making astral bolt attacks against PCs staying out of 
melee.

Each gish warmaster stays back in the first round 
to strike with astral storm, then wades in against 
defenders and strikers with double attack. Against two 
or more PCs adjacent to each other, a warmaster uses 
astral lightning, spending its action point to keep up its 
double attack the first time.

2 Githyanki (W) Level 17 Elite Skirmisher 
Gish Warmasters

Medium natural humanoid XP 3,200 each
Initiative +14 Senses Perception +17

HP 330; Bloodied 165

AC 33; Fortitude 28, Reflex 32, Will 30

Saving Throws +2 (+4 against charm effects)

Speed 5; see also astral stride
Action Points 1

m Silver Longsword (standard; at-will)  Psychic, Weapon
 +22 vs. AC; 2d8 + 3 damage plus 1d8 psychic damage.

r Astral Strike (standard; at-will)  Radiant
 Ranged 5; +20 vs. Fortitude; 2d8 + 6 radiant damage.

M Double Attack (standard; at-will)  Psychic, Weapon
 The githyanki gish warmaster makes two silver longsword 

attacks. If it hits two different targets, each target takes an 

additional 1d8 psychic damage.

R Astral Storm (standard; encounter)  Psychic, Radiant
 The githyanki gish warmaster makes four attacks, no more 

than two of them against a single target: ranged 5; +20 vs. 

Fortitude; 3d8 + 6 psychic and radiant damage.

A Astral Lightning (standard; recharge  )  Lightning
 Area burst 1 within 10; +20 vs. Reflex; 4d8 + 6 lightning 

damage.

Astral Stride (move; at-will)  Teleportation
 The githyanki gish warmaster teleports 6 squares and 

gains the insubstantial and phasing qualities until the start 

of its next turn.

Alignment Evil Languages Common, Deep Speech, 

   Draconic

Skills Arcana +17

Str 19 (+12) Dex 18 (+12) Wis 18 (+12)

Con 21 (+13) Int 24 (+15) Cha 21 (+13)

Equipment chainmail, silver longsword

Dock Gate Level 16
Skill Challenge XP 1,400
Entering the repair dock required you to open all three gates 
into the area. Now you must seal them again, and quickly.

 The three dock gates feature control panels on the inside 

of the hanger similar to those seen on the outside. As long 

as the gates remain open, the PCs find themselves under 

renewed assault. Each skill check in this challenge requires 

a standard action.

Complexity
1 (requires 4 successes before 3 failures).

Primary Skills
Arcana, Athletics, Thievery

Victory
 The PCs successfully override the magical gate controls, 

sealing all three gates and preventing them from being 

opened again.

Defeat
 The PCs damage the gates’ arcane mechanism enough 

to permanently shut them, but a blast of arcane power 

causes all creatures within 5 squares of any doorway to 

lose a healing surge. In addition, a last wave of eight gish 

crusaders comes through before the gates are sealed (see 

the “Reinforcements” sidebar).

Special
 If the PCs choose to ignore this skill challenge and simply 

move for the next encounter, this adventure quickly takes a 

turn for the worse. Githyanki reinforcements responding to 

the alarm inside the complex arrive in the hundreds within 

5 rounds, pursuing the PCs into area G6 and following in 

strike ships if they take to the air. This is a fight the party 

cannot possibly win, but the githyanki are savvy enough to 

want to keep at least some of these powerful PCs alive for 

questioning.

 This turn of events grants the Coalition forces outside an 

easier victory as troops are drawn off to pursue the party. 

The PCs’ allies in the Coalition will eventually come to their 

rescue, but the ultimate resolution of the adventure will be 

up to you.

Arcana
DC 25 (1 success or failure, maximum 2 successes)

 The PC taps into the magic within one of the gates, gaining 

control of its flow.

Athletics
DC 20 (1 success or failure, maximum 1 success)

 With brute force, the PC unlocks the inhibitors that control 

the flow of arcane power to the gates.

Thievery
DC 25 (1 success or failure, maximum 2 successes)

 Working at the control panel, the PC is able to override 

part of the mechanism controlling the gates.
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Development

Even if the PCs dispense with this encounter quickly, 
the fight does not go unnoticed.

When the PCs have time to regroup after the 
fight, or if a character can see in the direction of 
area G6, read:

The echo of footsteps rings out along the landing that rises 
adjacent to the hanger. Thirty feet above, a dozen githyanki 
warriors watch you coldly.

These githyanki are Kada’ne’s personal guard.  
Knowing that the alarm has been raised, they hold 
back to watch over Cev’ren, waiting for the PCs to 
come to them.

Features of the Area

 Illumination: This area is infused with bright 
light.
 Warded Door: The open doorways are filled with 
a shimmering force field when the door wards are 
active. No creature, object, or power can pass through 
a warded door in 
either direction.

 Crates: These squares are difficult terrain. These 
piles of mesh steel crates stand 15 feet high and 
provide cover. They can be climbed with a DC 10 
Athletics check.
 The steel mesh sides of these empty crates provide 
convenient handholds. A creature with two hands 
free can push one of the 3-foot-high crates in front of 
it at normal speed (though it cannot run). This pro-
vides cover while moving, but the creature must then 
draw its weapons or retrieve stowed items when it 
stops moving.
 Scrap: These areas of cast-off steel fragments, 
cables, and other detritus are difficult terrain. A 
creature that runs, charges, or makes a double move 
through an area of scrap must make a DC 20 Acro-
batics check or fall prone.
 Scrap Piles: A 5-foot-high scrap pile provides 
cover and is difficult terrain. It takes a DC 10 Athlet-
ics check to move over a scrap pile.

REINFORCEMENTS

The skill challenge to seal the doors is essential to the 

PCs’ success in this part of the adventure. However, 

the longer they take to do so, the greater the threat 

from the shipyard’s defenders.

 In round 3, the githyanki realize the seriousness of 

the threat posed by the PCs. In response to screaming 

orders from a gish warmaster, a gish crusader forgoes 

its attack for 1 round to move for one of the gate con-

trol panels, using it to sound a shrill alarm.

 Starting in round 5 and every other round there-

after, new defenders appear at the doorway at the 

top of the map—four githyanki corsair cutters (see 

Encounter G6), one githyanki reaver (Encounter G1), 

or four fomorian guards. Choose the reinforcements 

or roll randomly. These new defenders focus their 

attacks on the closest foes—most likely those PCs 

working at the doors as part of the skill challenge.

 If the PCs bypassed either Encounter G2 or G3, this 

encounter gets significantly more deadly. In addition 

to the reinforcements noted above, the nonminion 

fire giants from G3 enter the fray here in round 7 

in response to the alarm. The eldritch giants from 

Encounter G2 enter this encounter in round 9.

 Award the PCs additional experience for any rein-

forcements they kill.

 Once the skill challenge is completed, no further 

reinforcements arrive (aside from those noted under 

“Defeat”). The PCs see more githyanki and giants 

racing up to the gates, but with the wards reactivated 

and under the party’s control, these additional rein-

forcements can find no way in.
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G6: BOARDING PARTY

Encounter Level 18 (11,600 XP)

Setup

8 githyanki corsair cutters (C)
1 githyanki corsair shipmaster (S)
1 githyanki gish warmaster (W)
8 githyanki psychic archers (P)

The PCs will likely take a stealthy approach when 
ascending the high catwalk, but the githyanki have 
already fallen back to more defensible positions.

When the PCs can see the upper landing, read:

The approach to the upper landing is undefended, and 
it yields up the sight of another repair dock and the first 
glimpse of your goal. The sleek flagship Cev’ren sits within 
a taut lattice of mooring lines, pulsing white light bathing 
it where the roof dome above the dock has been drawn 
back to reveal open air and the astral gate above. A dozen 
githyanki are in motion across the decks of the man-of-war, 
but the force between you and them is the more immediate 
concern—the githyanki you saw before have fallen back 
behind makeshift barricades.

Perception Check
 DC 13: The figures on the flagship are led by a hulking 
githyanki in golden plate armor, his voice a dark howl as he 
shouts orders.

Insight or Perception Check
 DC 20: The githyanki swarming over the Cev’ren 
are a mix of guards and flight crew. Though still obviously 
under repair, the astral man-of-war is preparing to launch.

Tactics

The githyanki are set to defend Cev’ren against attack, 
and they take advantage of their defensive cover for as 
long as possible. The psychic archers fire their psychic 
shots as soon as the PCs appear on the landing (or 
attempt to go over it).
 The corsair shipmaster moves to fight any PC 
attempting to push through the barricade. The corsair 
cutters attack between gaps in the barricade, target-
ing PCs dazed by the psychic archers’ attacks for 
extra damage from combat advantage.
 The warmaster makes astral storm and astral light-
ning attacks against heavily armored PCs.
 When the PCs are at or over the barricade, the 
githyanki’s tactics change. The warmaster enters the 
fray, making double attacks against a single target in 
the front ranks. It uses its action point when a foe is 
first bloodied, making two double attacks in the hope 
of dropping it.

 The psychic archers fall back to continue firing, 
targeting PCs moving for the ships.
 The corsair shipmaster and the corsair cutters 
use telekinetic leap and telekinetic jump to f ly over the 
advancing PCs and attack from behind. The shipmas-
ter uses blade dance against a lightly armored PC, then 
shifts to f lank with a corsair cutter for combat advan-
tage. The cutters f lank in groups of two, constantly 
regrouping as they are cut down.

Githyanki Corsair (S) Level 19 Skirmisher 
Shipmaster

Medium natural humanoid XP 2,400
Initiative +18 Senses Perception +15

HP 179; Bloodied 89

AC 33; Fortitude 31, Reflex 32, Will 31

Saving Throws +2 against charm effects

Speed 6; see also telekinetic leap
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +24 vs. AC; 2d8 + 5 damage plus 1d6 psychic damage, and 

if the githyanki corsair shipmaster has combat advantage 

against the target, it can shift 3 squares.

M Blade Dance (standard; encounter)  Psychic, Weapon
 +24 vs. AC; 3d8 + 6 damage plus 1d8 psychic damage, and 

the target is dazed until the end of the githyanki corsair 

shipmaster’s next turn. Effect: The shipmaster can shift up 

to 3 squares before or after making this attack.

R Telekinetic Leap (move; encounter)

 Ranged 10; the githyanki corsair shipmaster or an ally 

within range can fly 5 squares.

Combat Advantage
 A githyanki corsair shipmaster deals 1d6 extra damage on 

melee attacks against any target that is granting combat 

advantage to it.

Alignment Evil Languages Common, Deep Speech

Skills Acrobatics +21, Insight +20

Str 22 (+15) Dex 25 (+16) Wis 22 (+15)

Con 19 (+13) Int 21 (+14) Cha 17 (+12)

Equipment: leather armor, light shield, silver longsword

8 Githyanki (C) Level 17 Minion Skirmisher 
Corsair Cutters

Medium natural humanoid XP 400 each
Initiative +16 Senses Perception +13

HP 1; a missed attack never damages a minion.

AC 31; Fortitude 28, Reflex 29, Will 28

Saving Throws +2 against charm effects

Speed 5; see also telekinetic jump
m Silver Longsword (standard; at-will)  Weapon
 +22 vs. AC; 10 damage.

Telekinetic Jump (move; encounter)

 The githyanki corsair cutter flies 5 squares.

Combat Advantage
 A githyanki corsair cutter deals 3 extra damage on 

melee attacks against any target that is granting combat 

advantage to it.

Alignment Evil Languages Common, Deep Speech

Str 21 (+13) Dex 23 (+14) Wis 21 (+13)

Con 16 (+11) Int 17 (+11) Cha 16 (+11)

Equipment: leather armor, light shield, silver longsword
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Cev’ren’s Escape

The guards here fight to the death to prevent the PCs 
from reaching Cev’ren. When six or fewer githyanki 
remain standing, or if the PCs decide to simply 
bypass these defenders to get to the dock, the f lagship 
breaks its moorings and takes to the air.

With a shriek of rending steel, the astral man-of-war 
lurches up within its nest of mooring lines. As the githyanki 
on the decks hack through the last of these, the ship is swept 
up as if lifted by a mighty wave. The last of the githyanki 
crew pull themselves on as Cev’ren lifts slowly to the 
pulsing white sky.

Astral craft function only in the mystical medium 
of the Astral Sea, but the presence of the astral gate 
automatically lifts Cev’ren and the smaller strike ships 
from their moorings.

 The PCs are welcome to attack Cev’ren if they 
wish. See Encounter G7 for information on attacking 
the astral man-of-war, and keep track of how much 
damage the PCs deal, since it counts toward success 
in the skill challenge in that encounter.
 Whether the fight is finished or not, a PC that gets 
closer to the second repair dock sees the astral strike 
ship left behind.

Bobbing in the astral man-of-war’s magical wake, a smaller 
armored strike ship strains at its mooring lines.

The name “Iliyoru” is emblazoned across the strike 
ship’s hull. A PC who understands Deep Speech 
translates the name as “White Blade.”
 A PC who saw Cev’ren depart knows that cutting 
the strike ship’s lines is enough to start its ascent. 
With a DC 22 Arcana check, a PC knows that the 
smaller strike ship is faster than the man-of-war if it 
can be properly controlled.

When the PCs are ready to board Iliyoru, read:

The strike ship is undefended, and whatever crew might 
have been here was either commandeered by Kada’ne or 
mustered for the battle outside the repair dock. Iliyoru tugs 
at the lines that hold her fast, drawn by the swirling essence 
of the astral gate high above.

Cutting the ship free of its moorings takes only 1 
round. Iliyoru immediately begins to climb, but the 
PCs must master the astral craft’s complex controls to 
mount an effective pursuit of the f leeing Cev’ren. Go 
to Encounter G7 on the next page.

Githyanki (W) Level 17 Elite Skirmisher 
Gish Warmaster

Medium natural humanoid XP 3,200
Initiative +14 Senses Perception +17

HP 330; Bloodied 165

AC 33; Fortitude 28, Reflex 32, Will 30

Saving Throws +2 (+4 against charm effects)

Speed 5; see also astral stride
Action Points 1

m Silver Longsword (standard; at-will)  Psychic, Weapon
 +22 vs. AC; 2d8 + 3 damage plus 1d8 psychic damage.

r Astral Strike (standard; at-will)  Radiant
 Ranged 5; +20 vs. Fortitude; 2d8 + 6 radiant damage.

M Double Attack (standard; at-will)  Psychic, Weapon
 The githyanki gish warmaster makes two silver longsword 

attacks. If it hits two different targets, each target takes an 

additional 1d8 psychic damage.

R Astral Storm (standard; encounter)  Psychic, Radiant
 The githyanki gish warmaster makes four attacks, no more 

than two of them against a single target: ranged 5; +20 vs. 

Fortitude; 3d8 + 6 psychic and radiant damage.

A Astral Lightning (standard; recharge  )  Lightning
 Area burst 1 within 10; +20 vs. Reflex; 4d8 + 6 lightning 

damage.

Astral Stride (move; at-will)  Teleportation
 The githyanki gish warmaster teleports 6 squares and 

gains the insubstantial and phasing qualities until the start 

of its next turn.

Alignment Evil Languages Common, Deep Speech, 

   Draconic

Skills Arcana +17

Str 19 (+12) Dex 18 (+12) Wis 18 (+12)

Con 21 (+13) Int 24 (+15) Cha 21 (+13)

Equipment chainmail, silver longsword

8 Githyanki (P) Level 16 Minion Artillery 
Psychic Archers

Medium natural humanoid XP 350 each
Initiative +12 Senses Perception +11

HP 1; a missed attack never damages a minion.

AC 28; Fortitude 27, Reflex 29, Will 27

Saving Throws +2 against charm effects

Speed 6; see also telekinetic jump
m Silver Dagger (standard; at-will)  Weapon
 +23 vs. AC; 6 damage.

R Psychic Shot (standard; requires longbow; at-will)  Psychic, 
Weapon

 Ranged 15/30; +21 vs. Will; 8 psychic damage and the 

target is dazed until the end of its next turn.

Telekinetic Jump (move; encounter)

 The githyanki psychic archer flies 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 18 (+12) Dex 18 (+12) Wis 17 (+11)

Con 21 (+13) Int 24 (+15) Cha 21 (+13)

Equipment leather armor, silver dagger, longbow, quiver  

with 20 arrows
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Features of the Area

Illumination: This area is infused with bright 
light.
 Catwalk: This shaky catwalk rises alongside the 
landing of the dock. The catwalk can be moved along 
normally, but a Medium or smaller creature that 
makes a melee attack while in a square on the edge of 
the catwalk must make a DC 14 Acrobatics check or 
stumble and fall over the edge.
 Ladders: These rough mesh ladders connect the 
lower level with the landing. It takes a move action 
and a DC 15 Athletics check to climb 10 feet up a 
ladder.

 Gantry: Each of these gantry towers rises 20 feet 
above the catwalk or the landing, and features a crane 
sling arm for raising cargo from below. A gantry tower 
provides cover and can be climbed with a DC 10 Ath-
letics check. A creature engaged in combat on the top 
of a tower must make a DC 22 Acrobatics check or fall.
 The sling arm cable hanging from the end of a 
gantry arm can be jumped to from a nearby catwalk 
with an Athletics check as normal. (A sling arm that 
has been moved over a catwalk can be grabbed.) A 
character who makes the jump snags the cable with 
a DC 14 Acrobatics check. On a failed check, the 
 character falls.
 A creature that grabs a cable pulls the gantry arm 
45 degrees in the direction of the creature’s move-
ment, and can swing out on the cable in the same 
direction. The creature can then jump from the 
cable to any nearby catwalk by making an Acrobatics 
check. Use the DC for an Athletics check to jump the 
distance from the gantry to the catwalk, but treat the 
creature as if it has a running start.
 Makeshift Barricade: The githyanki have 
assembled the mesh steel crates littering this area into 
barricades 6 feet high. The barricades are difficult 
terrain and provide superior cover. An unstable bar-
ricade can be climbed over with a DC 15 Athletics 
check, vaulted over with a DC 15 Acrobatics check, 
or pushed through with a DC 20 Athletics check. 
Pushing a barricade slides its crates and any creature 
behind those crates 2 squares.
 Crates: These squares are difficult terrain. These 
piles of mesh steel crates stand 15 feet high and 
provide cover. They can be climbed with a DC 10 
Athletics check.

 The steel mesh sides of these empty crates provide 
convenient handholds. A creature with two hands 
free can push one of the 3-foot-high crates in front of 
it at normal speed (though it cannot run). This pro-
vides cover while moving, but the creature must then 
draw its weapons or retrieve stowed items when it 
stops moving.
 Scrap: These areas of cast-off steel fragments, 
cables, and other detritus are difficult terrain. A 
creature that runs, charges, or makes a double move 
through an area of scrap must make a DC 20 Acro-
batics check or fall prone.
 Scrap Pile: A 5-foot-high scrap pile provides cover 
and is difficult terrain. It takes a DC 10 Athletics 
check to move over a scrap pile.

SHIPS OF THE LINE

Iliyoru is an astral strike ship, similar in design to an 

astral skiff (Manual of the Planes™ page 159) but larger 

and built for war. Cev’ren is a massive astral man-of-

war and the flagship of the githyanki fleet—a planar 

warship on the scale of a seafaring war galleon. Both 

ships feature hulls reinforced with protective magic 

and open decks that can be sealed behind protective 

plates for long-distance travel across the Astral Sea. 

Both craft possess spell turrets and force ballistas 

for use in ship-to-ship combat. See Encounter G7 for 

more information.
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G7: ILIYORU’S FLIGHT

Encounter Level 18 (11,200 XP)

Admiral Kada’ne is on board the f lagship Cev’ren as it 
lifts off toward the astral gate at the core of Garaitha’s 
Anvil. The PCs have seized the astral strike ship 
Iliyoru and are giving chase. This encounter is not a 
straightforward combat challenge. Rather, the PCs 
must take control of Iliyoru even as they utilize her 
armaments and their own powers to bring Cev’ren to 
a halt. However, as they do so, the PCs come under 
attack from the man-of-war and from githyanki forces 
battling their Coalition allies.
 Explain the controls of Iliyoru to the players (see 
the “Fight in the Skies” sidebar) as the PCs settle in on 
the strike ship. Then give the players an overview of 
the skill challenge and let the chase begin.

Iliyoru’s Flight Level 18
Skill Challenge XP 8,000
Cev’ren is rising quickly above Iliyoru, bound for the astral 
gate and a chance to flee the conflagration below.

Cutting Iliyoru free of its moorings causes it to  

automatically rise up toward the astral gate high above  

the Garaitha docks. However, only by gaining control of  

the ship do the PCs have a chance to catch up to  

Kada’ne’s flagship.

Complexity
4 (requires 10 successes before 3 failures).

Primary Skills
Acrobatics, Arcana, Athletics, Thievery.

Other Skills
Acrobatics, Perception.

Special
PCs not crewing the ship or making checks in the skill 

challenge can make attacks against Cev’ren in an attempt to 

cripple the flagship. Damage dealt to Cev’ren counts toward 

success in the skill challenge. Damage dealt to Iliyoru does 

not count toward failure in the skill challenge, but can 

hinder the ship’s speed. See the “Fight in the Skies” and 

“Roll Out the Guns” sidebars for more information.

 If the PCs close the distance between Iliyoru and Cev’ren to 

0 squares, or if Cev’ren’s speed is reduced to 0 by damage, 

they gain an automatic victory in the skill challenge. If 

Iliyoru’s speed is reduced to 0 by damage, the PCs gain an 

automatic defeat in the challenge.

Victory
 The PCs earn a victory in this skill challenge in two stages. 

When they achieve 5 successes, they gain full control of 

Iliyoru. This allows the strike ship to travel at its maximum 

speed of 12 squares (until brought under control, Iliyoru 

travels at a speed of 10 squares).

 Subsequent checks in the challenge focus on safely bringing 

the smaller ship to within boarding range of Cev’ren. With 

an overall victory in the challenge (whether attained by 

successful skill checks or by attacks against Cev’ren), the 

PCs can successfully fire the grappling lines that lock the 

man-of-war and the strike ship together.

Defeat
 Whether or not they gain initial control of Iliyoru, the PCs 

cannot successfully lock to Cev’ren. Instead, the smaller 

Iliyoru goes into an out-of-control spiral that brings it within 

range of the flagship’s grapples. (If the PCs fail the skill 

challenge while Cev’ren is still well out of range, Kada’ne 

sees them scuttle their ship and descends to seize it.) Each 

PC on the strike ship takes 2d10 damage and loses 1 

healing surge.

Acrobatics
 DC 13 (0 successes or failures) With a successful check (a 

free action), the PC gains a +2 circumstance bonus to his 

or her next primary skill check in the challenge or a +2 

circumstance bonus to damage on his or her next attack 

made against Cev’ren (see the “Fight in the Skies” and “Roll 

Out the Guns” sidebars). On a failed check, the PC takes a 

–2 penalty to his or her next primary check or damage roll.

 Taking control of Iliyoru is made more difficult by the ship’s 

chaotic movement as the PCs try to avoid attack while 

climbing toward the astral gate.

Acrobatics
 DC 20 (1 success or failure, maximum 3 successes) Only 

the PC piloting Iliyoru can make this check. In addition 

to earning a success in the skill challenge, a successful 

check grants Iliyoru a +10 bonus to AC and Reflex until the 

beginning of the pilot’s next turn.

 By constantly changing up the smaller strike ship’s course 

as it climbs, the PC makes Iliyoru a more difficult target for 

the whitewings and the gunners on Cev’ren.

Arcana
DC 25 (1 success or failure, maximum 3 successes)

 Drawing on his or her understanding of magic devices, the 

PC works out the complex operation of the strike ship’s 

controls.

Athletics
DC 20 (1 success or failure, maximum 3 successes)

 Getting control of Iliyoru relies on traditional sailing skill 

as much as magical aptitude. With a successful check, the 

PC properly sets the strike ship’s rigging to help control its 

erratic course upward.

Perception
DC 13 (0 successes or failures)

 With a successful Perception check (a free action), the PC 

gains a +2 circumstance bonus to his or her next check in 

the challenge or a +2 circumstance bonus to damage on 

his or her next attack made against Cev’ren (see the “Fight 

in the Skies” and “Roll Out the Guns” sidebars). On a failed 

check, the PC takes a –2 penalty to his or her next primary 

check or damage roll.

 The shifting maelstrom of the astral gate flares wildly 

overhead as Iliyoru and Cev’ren arc around each other, 

making it hard to accurately judge distance and direction as 

the ships close.

Thievery
DC 25 (1 success or failure, maximum 3 successes)

 The complex controls of Iliyoru can be subtly coerced into 

responding to the PC’s direction.

After the PCs have made their first success or 
failure in the skill challenge, read:

Iliyoru pitches as you try to bring her under control, 
swinging wide over the shipyard below. The githyanki and 
the Coalition forces are still locked in combat, neither side 
giving ground in the ongoing assault. Then suddenly, a 
group of white shapes peel away from a skirmish with the 
Coalition’s griffon riders. Eight white reptilian creatures 
wing their way up and toward Iliyoru with a shriek, their 
githyanki riders spurring them on.
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Setup

8 githyanki corsair cutters on astral whitewings

The whitewings and their riders approach from below 
Iliyoru, but these creatures have speed enough to 
easily catch up to the strike ship with double moves. 
This encounter has no tactical map, but use the plan 
of Iliyoru from Encounter G8 to map the whitewings’ 
movement around the ship.

The whitewings and their riders start out spaced 
around one side of the strike ship. As the fight pro-
gresses, keep track of Iliyoru’s speed as compared to 
the whitewings’. A whitewing uses most of its move 
to keep up with Iliyoru (either 10 or 12 squares), with 
its additional movement used to adjust its position 
relative to the ship. (The proximity of the astral gate 
grants the whitewing the increased f ly speed for its 
astral wings power.)

Tactics

The whitewings swarm Iliyoru, using their astral jaunt 
or f lyby attack to get into position for tail slam attacks 
against the strike ship. The githyanki corsair cutters 
do not attack, since they know they cannot deal any 
damage against Iliyoru’s magically enhanced defenses.
 As the whitewings and their riders move around 
the strike ship, they do so at different altitudes relative 

to each other. However, because diagonals on the 
battle grid are equivalent to horizontal or vertical dis-
tances, two githyanki four squares apart on the battle 
grid remain 4 squares apart at different heights for the 
purpose of targeting them both with an area attack.
 See the “Fight in the Skies” and “Run Out the 
Guns” sidebars for more information on the combat 
with the whitewings and their riders.

NEW CREATURE: 
ASTRAL WHITEWING

These highly intelligent reptilian flyers are native 

to the Astral Sea, and are raised and trained by 

the githyanki as flying mounts. A whitewing seats 

one rider in a specially made saddle, and it can be 

controlled by reins or voice command. These crea-

tures have a wingspan of nearly 30 feet, and they 

are equally at home in the skies of the planes as the 

Astral Sea.

 Native wild whitewings are found only in the 

Astral Sea, and they are known for their predatory 

pack attacks on travelers in that realm. Whitewings 

trained as mounts by the githyanki are sometimes lost 

on scout missions, and they can be found wandering 

wild in the remote mountainous regions of the world 

and the Feywild.

When it leaves the dock, Iliyoru starts out 40 squares 

beneath the climbing Cev’ren. The strike ship initially 

travels at a speed of 10 squares. When brought under 

control (5 successes in the skill challenge), it travels at 

a speed of 12 squares. The flagship Cev’ren has a speed 

of 8 squares. Because of the turbulence created by the 

astral gate, neither craft can make a double move in 

this encounter.

 The lift granted by the astral gate means that it 

takes only three PCs to control Iliyoru—one pilot and 

two crew. (A ship of this size normally requires a crew 

of three or more.) For each missing crew member, the 

ship’s speed is reduced by 2 squares.

 The PC who pilots the strike ship must do so with 

a standard action and a move action each round. The 

PCs crewing Iliyoru must use a standard action each 

round to do so. Because those three PCs are actively 

working the strike ship’s controls, they can make 

primary skill checks in the skill challenge as minor 

actions. All other characters make primary skill checks 

in the challenge as standard actions.

 Initially, three PCs need to fly the ship and make 

checks in the skill challenge, with other PCs either 

undertaking the skill challenge or attacking Cev’ren 

in an attempt to slow it down (see the “Run Out the 

Guns” sidebar). However, a PC can forgo crewing the 

ship to join in the attack as long as Iliyoru’s reduced 

speed matches Cev’ren’s, preventing the flagship from 

getting out of range.

 Keep track of the distance between the two ships 

from round to round, and of the change in speed of 

either craft as it takes damage. For every 50 damage 

either astral craft takes, its speed is reduced by 2 

squares. At fly speed 0, a ship floats out of control 

toward the astral gate, allowing the other ship to catch 

it. (The PCs can continue to attack Cev’ren even after 

its speed has been reduced to 0. However, a ship at 0 

hit points is not destroyed, but simply disabled.)

 Each warship is equipped with grappling lines that 

can be fired by the pilot. Iliyoru engages its grapples 

when the PCs have achieved a victory in the skill chal-

lenge. If the party suffers a defeat in the challenge, 

Cev’ren instead fires its grapples against the strike 

ship.

 The vehicle rules above have been adapted from 

Adventurer’s Vault™. You can use that supplement if 

you want to play out a more complex chase between 

Iliyoru and Cev’ren.

FIGHT IN THE SKIES
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8 Astral Whitewings Level 15 Skirmisher
Large immortal beast (reptile) XP 1,200* each
Initiative +17 Senses Perception +18; low-light vision

HP 146; Bloodied 73

AC 30; Fortitude 27, Reflex 28, Will 26

Speed 4, fly 8 (hover); see also astral wings
m Tail Slam (standard; at-will)

 Reach 2; +21 vs. AC; 2d8 + 7 damage.

M Flyby Attack (standard; at-will)

 The astral whitewing moves its fly speed and makes one 

tail slam attack at any point during that movement. The 

whitewing does not provoke opportunity attacks when 

moving away from the target of the attack.

R Stunning Shriek (standard; at-will)

 Ranged 5; the target is stunned until the end of its  

next turn.

Astral Jaunt (move action; must be mounted by a friendly 

githyanki rider; recharge   )  Mount, Teleportation
 The astral whitewing and its rider teleport a distance equal 

to the whitewing’s fly speed.

Astral Wings
 While in the Astral Sea, the whitewing’s fly speed 

increases to 12 squares.

Alignment Unaligned Languages —

Str 22 (+13) Dex 24 (+14) Wis 20 (+12)

Con 18 (+11) Int 8 (+6) Cha 16 (+10)

* A whitewing in this encounter flees if its corsair cutter rider 

is killed, earning XP only for the minion.

Four of the six turrets on Iliyoru are designed to allow 

spellcasters to channel magical attacks against other 

ships and airborne combatants. A character in a spell 

turret can use the turret to direct any nonweapon 

ranged or area arcane or divine attack power.

 A character directing a power through a spell turret 

uses his or her own attack modifier and deals damage 

as normal. However, a power directed through a spell 

turret cannot be used with an implement.

 The magic of a spell turret doubles the range of 

arcane and divine powers, and allows powers to target 

inanimate objects even if they normally cannot do so. 

Characters attacking airborne creatures through a 

spell turret can make use of any of a power’s effects. 

Powers that create effects in addition to hit point 

damage can be used against a ship, but the ship 

ignores such effects (including ongoing damage).

 Attacks that deal damage throughout an area (typi-

cally attacks that target all creatures in a burst) strike 

more than 1 square when used against a ship, dealing 

additional damage as follows: burst 1 or 2, 2 damage; 

burst 3 or 4, 3 damage; burst 5 or larger, 5 damage. 

Attacks that can target multiple characters function 

only as a single attack when directed through a spell 

turret.

 Characters who do not have arcane or divine 

powers can make use of two force ballista turrets on 

the strike ship.

 Force Ballista: +15 vs. AC; ranged 40; 3d10 force 

damage. Each force ballista has 10 bolts and is oper-

ated by a single character. Firing is a standard action. 

Activating the magical bolt loader is a minor action.

 Each round that the astral ships are in the air, the 

crew of Cev’ren launch four force ballista attacks 

against the pursuing Iliyoru, using the attack and 

damage modifiers above. (Kada’ne is the only githyanki 

on Cev’ren with arcane powers, but he is too busy 

giving orders to make use of the flagship’s spell 

turrets.)

 Attacks made with the spell turrets and force 

ballistas of either ship target only the other craft or 

creatures in the air. These attacks cannot target a 

character on a ship.

 Cev’ren: HP 800; AC 8; Fortitude 20, Reflex 12; 

resist 10 all damage; speed 8.

 Iliyoru: HP 500; AC 6; Fortitude 17, Reflex 15; resist 

10 all damage; speed 10 (at the beginning of the skill 

challenge) or 12 (after 5 victories in the challenge).

 The vehicle rules above have been adapted from 

Adventurer’s Vault. You can use that supplement if 

you want to play out a more complex chase between 

Iliyoru and Cev’ren.

RUN OUT THE GUNS
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Development

At the completion of the skill challenge, Cev’ren is 
locked to Iliyoru and ready to be boarded. If the 
PCs suffered a defeat in the skill challenge and 
were seized by Cev’ren, paraphrase the following 
accordingly.

The grappling controls are set and punched, and with a 
shriek of steel, a dozen silver cables lance out from Iliyoru 
to sink into Cev’ren’s hull. Like raptors caught in a death 
spiral, the two ships are pulled toward each other even as 
their now-connected momentum causes them to spin out of 
control. The lightning-streaked maelstrom of the astral gate 
looms above you.

The PCs have no chance for a short rest. Go to the 
next page for the final encounter and the showdown 
with Kada’ne’s forces.

Experience

The astral whitewings are a much more potent 
threat than their minion masters in terms of their 
hit points and attacks. However, if its rider is slain, 
a whitewing in this encounter immediately f lees 
the battle. Because this encounter treats the white-
wings and their riders as a single creature with 
minion hit points, XP is awarded only for the cor-
sair cutters.
 On the off chance that the PCs kill one of the 
whitewings while targeting its rider, award them 
additional experience as appropriate.

8 Githyanki Corsair Level 17 Minion Skirmisher 
Cutters

Medium natural humanoid XP 400 each
Initiative +16 Senses Perception +12

HP 1; a missed attack never damages a minion.

AC 31; Fortitude 28, Reflex 29, Will 28

Saving Throws +2 against charm effects

Speed 5; see also telekinetic jump
m Silver Longsword (standard; at-will)  Weapon
 +22 vs. AC; 10 damage.

Telekinetic Jump (move; encounter)

 The githyanki corsair cutter flies 5 squares.

Combat Advantage
 A githyanki corsair cutter deals 3 extra damage on 

melee attacks against any target that is granting combat 

advantage to it.

Alignment Evil Languages Common, Deep Speech

Str 21 (+13) Dex 23 (+14) Wis 21 (+13)

Con 16 (+11) Int 17 (+11) Cha 16 (+11)

Equipment: leather armor, light shield, silver longsword
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G8: KADA’NE’S STAND

Encounter Level 21 (19,600 XP)

Setup

Admiral Kada’ne, githyanki gish overlord (O)
6 githyanki blademasters (B)
6 githyanki corsair cutters (C)
8 githyanki psychic archers (P)

On board the githyanki f lagship Cev’ren, the PCs face 
off against Admiral Kada’ne and his forces in a final 
showdown.

As Cev’ren and Iliyoru come together, read:

Even as Iliyoru and the larger Cev’ren come together 
with a shuddering crash, you hear the shouts of githyanki 
troops as the deck doors of the flagship split and unfurl like 
an insect’s shell. Spread out along the rail, around twenty 
githyanki howl in defiance. Behind them stands the hulking 
figure in golden armor, his voice booming over the bloodlust 
of his troops and the shrieking storm of the astral gate 
looming above you. “The hearts of these mortal dogs are 
mine! Kill them all!”

This final battle is a free-for-all on the decks of both 
astral craft as they spiral out of control beneath the 
looming maelstrom of the astral gate. The PCs can 
choose to take up defensive positions in Iliyoru, or 
they can move across to take the fight to the main 
deck of the more wide-open Cev’ren. Describe the 
ever-present threat of the astral gate looming above, 
threatening to swallow both ships as they spin closer 
each round. The scope of this battle is limited only by 
your imagination and the PCs’ willingness to throw 
themselves into the fight.

Development

The retrieval of Kada’ne’s crystal key is the PCs’ pri-
mary mission here, but what they do with the admiral 
himself is up to them. Whether Kada’ne is killed or 
captured, any surviving githyanki on Cev’ren surrender 
at once. The PCs are victorious, but the out-of-control 
ships are still heading for the astral gate above. In the 
aftermath of the battle, the PCs can free Iliyoru from 
Cev’ren and descend back to the shipyard. If the strike 
ship was disabled by Cev’ren in Encounter G6, the PCs 
can seize the man-of-war instead.

The grappling cables are quickly jettisoned as Iliyoru 
responds while you pull her away from the crippled 
flagship. The pressure of the astral gate is severe, and the 
strike ship bucks as you set course for the ground. Behind 
you, caught up in the white storm, Cev’ren is quickly swept 
away, trailing cables and shattered rigging as it disappears 
into the maelstrom.
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Features ofthe Area

Illumination: The astral gate sheds bright light 
across the decks of both ships.
 Boarding Zone: A shifting 10-foot gap of empty 
space splits the two ships where grappling cables have 
lashed them together. Creatures that cannot f ly or tele-
port can jump from one ship to the other with a DC 
10 Athletics check (DC 20 without a running start), by 
climbing along an exposed grappling cable (a DC 15 

Athletics check; see below), or by swinging across on 
one of the many loose rigging lines hanging between 
the ships (a DC 15 Acrobatics check; see below).
 While none of these checks are difficult, the pen-
alty for failure can be extreme. A creature that falls 
while jumping, climbing, or swinging across the gap 
can attempt a saving throw to grab onto the deck 
of the ship it is moving to. On a failed saving throw, 
the creature falls into empty air but can catch itself 
on a rigging line with a DC 27 Acrobatics or Athlet-
ics check. If that check fails, the creature falls to the 
shipyard below. (Unless you want to keep track of dis-
tance, assume that Iliyoru and Cev’ren climb 500 feet 
during the skill challenge and the subsequent battle. 
A fall from that height deals 250 damage.)
 Deck: The decks of both astral craft buck and 
shudder as the ships spiral out of control. Each round 
at the beginning of its turn, a creature standing on 
the deck of either ship must make a DC 14 Acrobat-
ics check or slide 1 square in a random direction. If a 
creature slides off the deck, see above for its chances 
of holding on.
 Raised Deck: Raised areas are marked on the 
decks of both ships. These are 5 feet high and provide 
cover. It costs 1 extra square of movement to swing up 
onto a raised deck.
 Rigging Lines: Damage dealt to both ships in the 
previous encounter has left rigging lines hanging in 
the empty air between them. A rigging line is stout 
rope (AC 10, Reflex 10, Fortitude 5; 15 hit points). A 
creature can grab a rigging line and swing from one 
ship to the other with a running start of at least 2 
squares and a DC 15 Acrobatics check.
 Grappling Cables: These thick cables are a tough 
weave of steel and adamantine (AC 5, Reflex 5, Forti-
tude 10; 100 hit points). Pulling a grappling cable out 

of the ship it is sunk into requires a DC 33 Strength 
check. Cables cannot be forcibly detached from the 
ship they are shot from, but the controls on a ship can 
disconnect its own cables as a minor action.
 Climbing from one ship to another by way of a 
grappling cable requires a double move and a DC 15 
Athletics check.

SIDE TRIP

Intentionally traveling through the astral gate is a 

poor course of action for the PCs, since they have no 

idea where it leads. (This knowledge is beyond even 

Bejam and Haryssus.) However, if the party takes that 

route, the other side of the astral gate is a remote 

portal in the Astral Sea where a number of other 

githyanki astral warships are circling. Their angry 

captains are wondering why they cannot cross over 

to Garaitha’s Anvil (the astral gate is closed from this 

side by Bejam and Haryssus’s magic), and they take 

a great interest in the appearance of a ship from the 

other side. The PCs have no way to return to the ship-

yard, but their Coalition allies will commandeer strike 

ships and come after them eventually. How the PCs 

fare until then is up to you. Alternatively, if you feel 

like an even bigger finish to the adventure, you can 

improvise a skill challenge based on the challenge in 

Encounter G6. Let the PCs race against time as they 

attempt to disengage Iliyoru from Cev’ren before both 

astral craft are swept up into the gate above. When 

they regain control of the ship, they can return safely 

to the shipyard below.
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Tactics

Kada’ne fears for his life, and the cowardly admiral 
is not eager to engage the PCs. He stays at the back of 
the fray for as long as possible, using his minions as 
cover while he targets PCs adjacent to each other with 
astral whirlwind. PCs who get within 5 squares are hit 
with soulstorm strike before Kada’ne uses astral stride to 
teleport to safety.
 The corsair cutters and the githyanki blademasters 
fight in pairs, f lanking for combat advantage.
 The githyanki psychic archers target PCs engaging 
the corsair cutters and the blademasters, dazing tar-
gets to grant the melee attackers additional advantage.
 Only when half of Kada’ne’s minions have been 
killed does the gish overlord take the fight to the PCs. 
He makes a soulstorm strike against any characters 
in range before using astral whirlwind to attempt to 
stun whichever character has been most effective in 
combat. He then uses blade fury against that foe twice 
by spending an action point. Kada’ne repeats this 
tactic immediately with his second action point, then 
stays at the center of the fray making soulstorm strike 
and blade fury attacks each round against every PC he 
can target.

Admiral Kada’ne, (O) Level 19 Solo Skirmisher 
Githyanki Gish Overlord

Medium natural humanoid XP 12,000
Initiative +17 Senses Perception +18

HP 724; Bloodied 362

AC 33; Fortitude 33, Reflex 31, Will 29

Saving Throws +5 (+7 against charm effects)

Speed 5, teleport 6

Action Points 2

m Silver Greatsword (standard; at-will)  Psychic, Weapon
 +24 vs. AC; 1d10 + 6 damage plus 1d8 psychic damage.

M Blade Fury (standard; at-will)  Psychic, Weapon
 Kada’ne makes four silver greatsword attacks and can shift 

up to 2 squares after each. Effect: Kada’ne teleports 3 

squares and gains a bonus to his next attack roll equal to 

the number of creatures he hit with this attack.

C Soulstorm Strike (standard; at-will)  Lightning, Radiant
 Close blast 5; +22 vs. Reflex; 2d8 + 4 lightning and radiant 

damage and ongoing 10 lightning and radiant damage.

A Astral Whirlwind (minor; recharge   )  Psychic, 
Radiant

 Area burst 1 within 10; +22 vs. Fortitude; the target is 

stunned until the end of its next turn.

R Telekinetic Leap (move; encounter)

 Ranged 10; Kada’ne or an ally within range can fly 5 

squares.

R Rescuing Banishment (immediate interrupt, when an ally in 

range is hit by an enemy attack; at-will)  Teleportation
 Ranged 10; targets the hit ally; the target is banished to a 

demiplane and suffers no effect of the triggering attack. 

It returns to a square within 10 squares of Kada’ne at the 

start of Kada’ne’s next turn.

Silver Banishment (free, when Kada’ne hits a target with 

a weapon attack; recharges when first bloodied)  

Teleportation
 The target is banished to a demiplane (save ends). It 

disappears from sight, cannot take actions, and cannot be 

targeted. On a save, the target reappears in the space it 

last occupied. If that space is occupied, the target returns 

to the nearest unoccupied space of its choosing.

Alignment Evil Languages Common, Deep Speech, 

   Draconic

Skills Insight +18, Intimidate +20

Str 26 (+17) Dex 22 (+15) Wis 18 (+13)

Con 21 (+14) Int 19 (+13) Cha 22 (+15)

Equipment plate armor, silver greatsword, crystal key

 Admiral Kada’ne
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About the Author
Scott Fitzgerald Gray (9th-level layabout, vindictive 
neutral) started gaming in high school and has worked 
as a writer and editor much of the time since then. After 
belatedly realizing he could combine both vocations in 2004, 
he’s been making up for lost time as a freelance RPG editor 
and designer, primarily for Wizards of the Coast. He lives in 
the Canadian hinterland with a schoolteacher, two daughters, 
and a large number of animal companions.

6 Githyanki (C) Level 17 Minion Skirmisher 
Corsair Cutters

Medium natural humanoid XP 400 each
Initiative +16 Senses Perception +12

HP 1; a missed attack never damages a minion.

AC 31; Fortitude 28, Reflex 29, Will 28

Saving Throws +2 against charm effects

Speed 5; see also telekinetic jump
m Silver Longsword (standard; at-will)  Weapon
 +22 vs. AC; 10 damage.

Telekinetic Jump (move; encounter)

 The githyanki corsair cutter flies 5 squares.

Combat Advantage
 A githyanki corsair cutter deals 3 extra damage on 

melee attacks against any target that is granting combat 

advantage to it.

Alignment Evil Languages Common, Deep Speech

Str 21 (+13) Dex 23 (+14) Wis 21 (+13)

Con 16 (+11) Int 17 (+11) Cha 16 (+11)

Equipment: leather armor, light shield, silver longsword

8 Githyanki (P) Level 16 Minion Artillery 
Psychic Archers

Medium natural humanoid XP 350 each
Initiative +12 Senses Perception +11

HP 1; a missed attack never damages a minion.

AC 28; Fortitude 27, Reflex 29, Will 27

Saving Throws +2 against charm effects

Speed 6; see also telekinetic jump
m Silver Dagger (standard; at-will)  Weapon
 +23 vs. AC; 6 damage.

R Psychic Shot (standard; requires longbow; at-will)  Psychic, 
Weapon

 Ranged 15/30; +21 vs. Will; 8 psychic damage and the 

target is dazed until the end of its next turn.

Telekinetic Jump (move; encounter)

 The githyanki psychic archer flies 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 18 (+12) Dex 18 (+12) Wis 17 (+11)

Con 21 (+13) Int 24 (+15) Cha 21 (+13)

Equipment leather armor, silver dagger, longbow, quiver with 

20 arrows

6 Githyanki (B) Level 17 Minion Skirmisher 
Blademasters

Medium natural humanoid XP 400 each
Initiative +15 Senses Perception +9

HP 1; a missed attack never damages a minion.

AC 28; Fortitude 25, Reflex 23, Will 22

Saving Throws +2 against charm effects

Speed 5; see also telekinetic jump
m Silver Longsword (standard; at-will)  Psychic, Weapon
 +22 vs. AC; 8 psychic damage.

M Twin Longsword Strike (standard; requires combat advantage 

against the target; at-will)  Psychic, Weapon
 +22 vs. AC; 12 psychic damage

Telekinetic Jump (move; encounter)

 The githyanki blademaster flies 5 squares.

Alignment Evil Languages Common, Deep Speech

Str 24 (+15) Dex 21 (+13) Wis 12 (+9)

Con 15 (+10) Int 13 (+9) Cha 21 (+13)

Equipment plate armor, 2 silver longswords


