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Pyreskull Caretaker Level 2 Artillery
Tiny natural animate (construct, homunculus
Initiative +3 Sense Perception +7
HP 28 Bloodied 14

AC 17;Fortitude 12,Reflex15,Will 13

SpeedFlight 5 (hover

® Bite (standard; at-willy Fire

+5 vs. AC; 1d4 and 1d6 fire damage.

2 Flaming Spit (standard; at-will) *Fire

Range 10; + vs. Reflex;2d6 + & fire damage

< Fire Breath (standard; recharde]: §) * Fire

May only be used within the guarded area. Closst Blatargets
enemies; +vs. Reflex;2d6 + fire.

Guard Area

A pyreskull caretaker’s fire attacks deal no damageny allies or
objects within its guarded area.

Alignment Unalignec LanguagesCommor
Skills Insight +7

Str 4 (-2) Dex 17 (+4) Wis 12 (+2)
Con 10 (+1) Int 11 (+1) Cha9 (+0)

Serpentfolk Archer

Level 2 Artillery

Mediumnatura humanoi (reptile)
Initiative +7

HP 38;Bloodied 19

AC 17;Fortitude 14,Reflex15,Will 13
Speed6

@ Bite (standard; at-willy Poison

+8 vs. AC; 1d4 and 5 ongoing poison damage (sag@ie)en

® Longbow (standard; at-will} Weapor

Ranged 20/40; +1vs.AC; 1d10 + ! damag. Seeenvenom arrow.
Envenom Arrow (minor 1/round; at-will) *Poisor

Next longbow attack also deals ongoing 2 poison damage (save
ends).

Alignment Unaligned
Skills Nature +7
Str 11 (+7)

Con 14 (+3)

Sensederception +

Language: Draconic

Dex 18 (+5)
Int 10 (+1)

Wis 13 (+2)
Cha 10 (+1)

Hobgoblin Dragon Shaman
Mediumnatura humanoit
Initiative +4

HP 154;Bloodied 77

AC 23;Fortitude 21,Reflex22,Will 22

Speed6

@ Dragonstaff (standard; at-will} Weapon, Feal

+9 vs. AC; 1d8 + 2 damage and the hobgoblin drafaman
makes a secondary atta&econdary Attack: +9 vs. Will; target is
pushed 3 squares.

2 Lightning (standard; at-will) *Force

The shaman targets up to three creatures; thedngt must be
within 10 squares of the shaman, the second witbisquares of
the first, and the third within 10 squares of theand. +9 vs.
Reflex; 1d1: + 4 lightning damag.

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

The hobgoblin dragon shaman rolls a saving throaireq the
effect

Alignment Evil Language: Common, Goblin, Draconic
Skills Arcana +8, #hletics 46, Religion +¢

Str 14 (+4) Dex 15 (+4) Wis 18 (+6)

Con 14 (+4) Int 12 (+3) Cha 13 (+3)

Level 4 Artillery
XP 175
Sense Perception +6; low-light vision

Gale Sprite
Small fey humanoid
Initiative +10

HP 47;Bloodied 23
AC 18;Fortitude 15,Reflex18,Will 16

Resist5 against ranged attacks

Speed5, flight 7 (hover

® Wind Slash (standard; at-willy Thunder

+10 vs. AC; 1d6 + 4 thunder damage.

¥ Gale (standard; at-willy Thunder

Range 10; +10 vs. Reflex; 2d6 + 4 thundemage and the targel
pushed 1 square.

Alignment Unaligned  Language: Elven

Skills Acrobatics +13, Bluff +
Str 9 (+1) Dex 19 (+€)
Conll (+2) Int 12 (+3)

Level 5Artillery
XP 20(
Sense Perception +2; low-lightision

Wis 10 (+2)
Cha 15 (+4)

Orc Blood Magus
Mediumnatura humanoit
Initiative +3

HP 58; Bloodied 29

AC 17;Fortitude 18,Reflex17,Will 18

Speed6 (8 while charging)

@ Daggel (standard; at-will¥ Weapon

+9 vs. AC; 1d. + 3 damag and ongoing 5 damage (save e.

4 Warrior's Surge (standard, usable only while bloodied;
encounterf Healing, Weapon

The orc blood magus makes a melee basic attackegiaths 14 hit
points.

2 Boil Blood (standard; at-will) *ire

Range 20; +11 vs. Fortitude; 1d6 + 3 fire damagkargoing 5

fire damage (save enc

2 Blood Burst (standard; at-will) *Fire

Target affected bhoil blood. Range 20; +11 vs. Fortitude; 3d6 + 3
fire damage and target is no longer affectetdd/blood. If the orc
blood magus is bloodied, target is also stunnet tivetend of the
blood magus’s next turn.

% Fireblood (immediate reaction, when damaged while bloodied;
at-will)

Close burst 1; +11 vs. Reflex; 1d6 + 3 fire damage.

Bloodletting (minor; a-will)

The orc blood magus takes 5 damage. Until the stats next

turn, it gains a +5 bonus to attack rolls and saltesay make a

free saving throw.

Alignment ChaoticEvil LanguagesCommon, Giar

Skills Arcana +11, Endurance +11

Str 14 (+5) Dex 11 (+3) Wis 10 (+3)

Con 16 (+6) Int 16 (+6) Cha 15 (+5)

Level 6 Artillery
XP 2E0
Sense Perception +3; low-lightision



'Young Volcano Dragon Level 6 SoloArtillery
Large elemental magical beast (dragc
Initiative +4 Sense Perception +11; darkvision
HP 296;Bloodied 148; sedloodied breath

AC 22;Fortitude 23,Reflex20,Will 22

Resist20 fire

Saving Throws+5

Speed6, burrow 4, flight 8 (clumsy), overland flight 12

Action Points 2

® Bite (standard; at-willy Fire

Reach 2; +10 vs. AC; 1d8 + 4 damage and ongoing slamage
(save ends).

® Claw (standard; at-willy Fire

Reach 2; +8 vs. AC; 1d6 + 4 damage and ongoinge2iimage
(save ends).

4 Double Attack (standard; at-will¥ Fire

The dragon makes two claw atta.

4 Molten Tail (immediate reaction, an enemy starts and ends its
turn adjacent to the dragon; at-witlJire

+8 vs. Reflex; 1d6 + 4 fire damage. If the targedm the ground, it
is slowed until the end of its next turn.

=% Magma Burst (standard; at-will) *ire, Zone

Area burst 1 within 10 squares; +10 vs. Reflex; tdbfire

damage and ongoing 5 fire damage (save ends)pohisr creates
a zone of difficult terrain that remains in plactilthe end of the
dragon’s next turn.

< Breath Weapor (standard; rechardi|: §) * Fire

Close blast 5; +10 vs. Reflex; 1d8 + 4 fire damage ongoing 5
fire damageMiss. Half damage and ongoing 2 fire damage.

< Frightful Presence (standard; encounter)Pear

Close burst 5; targets enemies; +10 vs. Will; #rgedt is stunned
until the end of the dragon’s next tukftereffect: the target takes
-2 penalty to attack rolls (save ends).

Bloodied Breath (free, when first bloodied; encounter)

The dragon’s breath weapon recharges, and the mltesgs it
immediately.

Alignment ChaoticEvil Language: Draconic, Primordiz

Skills Intimidate +12, Nature +8
Str 19 (+7) Dex 13 (+4)
Con 18 (+7) Int 11 (+3)

Wis 16 (+6)
Cha 13 (+4)

Corpse Cavalry Archer

Level 7 Artillery

Large natural animate (undead)

Initiative +9 Sense Perception +; darkvisior
HP 61;Bloodied 30

AC 22;Fortitude 19,Reflex19,Will 15

Immune disease, poisorResist10 necrotic)ulnerable 5 radiant
Speed9

® Hooves (standard; at-will)

+10 vs. AC; 2d4 + 4 damage and the target is pushsepiare.

® Longbow (standard; «will) * Weapor

Ranged 20/40; +13 vs. AC; 1d10 + 5 damage.

¥ Shot on the Rur (standard; at-will) Weapor

The corpse cavalry archer may move up to 6 squamésnake a
longbow attack at any point in e movemen

Alignment Evil Language: -

Skills Athletics +1:

Str 18 (+7) Dex 19 (+7) Wis 10 (+3)
Con 13 (+5) Int 6 (+1) Cha 11 (+3)

Flameborn Pyromancer
Medium elemental humanoic
Initiative +4

HP 65; Bloodied 32

AC 19;Fortitude 18,Reflex19,Will 18

Resist8 fire

Speed6

@ Flame Whip (standard; «will) * Fire

Reach 2; +9 vs. Reflex; 1d8 + 2 fire damage (atit2.+ 10 fire).
® Flame Dart (standard; «will) * Fire

Range 15; +12 vs. Reflex; 1d8 + 4 fire damage heddrget gains
vulnerability 5 fire until the end of the pyromarnsenext turn.

¥/4 Playing with Fire (standard; at-will) *ire

The flameborn pyromancer makes any combinatiorpdb8

flame whip and/orflame dart attacks. Each attack must be made
against a different target and all targets mustitiein 5 squares of
each other. The pyromancer takes 3 damage pek.

=% Fireball (standard; rechardg]) * Fire

Area burst 3 within 20 squares; +10 vs. Reflex; 3dbfire
damage Miss: Half damage

Alignment Chaotic Evil LanguagesCommon, Primordial

Skills Arcana +12, Endurance +13

Level 7 Artillery

Sense Perception +4

Str 12 (+4) Dex 12 (+4) Wis 12 (+4)

Con 17 (+€) Int 19 (+7) Cha 13 (+9)

Dragonbow Level € Artillery
Large natural animate (constt XP 300
Initiative +10 Sense Perception 10; darkvisiol

HP 90; Bloodied 45

AC 20; Fortitude 20,Reflex16,Will 18

Speed4

® Dragonbow (standard; at-willy Weapon

Target must be at least 5 squares away; Range0;3€I8 vs. AC;
2d10 + {damage (dt 1d1z + 23 damag).

¥ Flaming Shot (standard; rechards]; §) * Fire, Weapon
Target must be at least 5 squares away; Range0;3€I8 vs. AC;
1d10 + 3 plus 1d10 fire damage and 5 ongoing faalye (save
ends. Miss: Half damage and no ongoing dami

< Breath Weapor (standard; rechardg|: §) * Fire

Close blast 5; +11 vs. Reflex; 2d10 + 3 fire damagjes: Half
damage

Bloodied Breath (free, when first bloodied; encounter)

The dragonbow’s breath weapon recharges, and gdgodbow
uses it immediate.

Assisted Firing

The dragonbow gains a +2 bonus to attack rolls vaugacent to
an ally with an Int of at least.

Alignment Unalignec Language: -
Str 12 (+5) Dex 15 (+6) Wis 13 (+5)
Con 18 (+8) Int 2 (+0) Cha4 (+1)



Ice Grue
Small elemental humanoid
Initiative +13

HP 84;Bloodied 42

AC 22;Fortitude 16,Reflex20,Will 18

Resist15 cold

Speeds, flight (clumsy)

@ Frost Whip (standard; «will) * Cold

Reach 2; +12 vs. AC; 1d8 cold damage and targdbvged and
weakened (save ends bc

® Icebolt (standard; «will) * Cold

Range 12; +12 vs. Reflex; 2d6 + 5 cold damage aedarget is
slowed and weakened (save ends both).

2 Shattering Bolt (standard; at-will) *Cold

Target must be slowed; Range 12; +12 vs Reflex;*18®Ilus 2d6
cold and the ice grue makes a secondary attachstgay enemy
adjacent to targeSecondary: +12 vs. Reflex; 2d6 + 5 cold

Level 8 Artillery
XP 35(
Sense Perception +5; darkvision

damage.

Alignment Chaotic Evil Language: Abyssal

Str 7 (+2) Dex 20 (+9; Wis 13 (+5)

Con12 (+5 Int 13 (+5) Chall (+9)

Myrdoc Watcher Level 9 Elite Artillery
Medium aberrant humanc XP 80(
Initiative +14 Sensederception +16; darkvisiotruesight 1:

HP 154;Bloodied 77

AC 23;Fortitude 21,Reflex22,Will 22

Saving Throws+2

Speed8

Action Points 1

® Slam (standard; at-will)

+11 vs. AC; 1d8 + 3 damag

2 Eyebean (standard; at-will) *#orce

Range 10; +13 vs. Reflex; 3d6 + 4 force damagetlaathrget is
pushed 1 squal

% Blastbean (standard; rechardg](-J; §)) * Force

Close blast 5; +13 vs. Reflex; 3d6 + 4 force danwmgtthe target
is pushed 1 squa

< Forceblas' (standard; encounter)Porce

Close blast 5; +13 vs. Reflex; 3d6 + 4 force danwmgtthe target
is pushed 4 squares and knocked pi

Sudden Leaf (immediate reaction, when an enemy moves
adjacent; encounter)

The myrdoc watchethifts 2 squares

Alignment Evil LanguagesDeep Speec
Skills Athletics +12

Str 16 (+7 Dex 19 (+8; Wis 19 (+€)
Con17 (+7. Int 10 (+4 Chal2 (+5

Runestone Hurler
Large natural humanoid
Initiative +7

HP 83;Bloodied 41
AC 22;Fortitude 22,Reflex20,Will 18

Speed6

® Hammer (standard; «will) * Weapon

Reach 2; +17 vs. AC; 1d12 + 5 dege.

¥ Runestone (standard; at-will)

Ranged 10/20; +17 vs. AC; 2d6 + 5 damage and tigett&s
pushed 3 squares and the runestone hurler may ansd@ondary
attack against another target within 5 squeBesondary: +17 vs.
AC; 1d6 + 5 damage and the target is pushed 1 sqveay from
the primary targ(s original squar.

Alignment Unaligned  Language: Common

Skills Arcana +12, Athletics +15, Endurance +13

Str 20 (+10 Dex 14 (+7, Wis 12 (+€)

Con17 (+8 Int 15 (+7 Cha 10 (+5)

Level 10Artillery
XP 50(
Sense Perception +6; darkvision

Flare Caster Level 11 SoloArtillery
Huge elemental humanc XP 3,000
Initiative +7 Sense$erception +; darkvisior
Aura of Fire Aura 1 (3 when bloodied); creatures that startrthei
turn in the aura take 5 (10 when flare casterasdied) fire
damage.

HP 570;Bloodied 285; sedloodied explosions

AC 25;Fortitude 23,Reflex 25,Will 27

Immune fire

Saving Throws+5

Speed8

Action Paints 2

® Slam (standard; at-willy Fire

Reach 3; +16 vs. AC; 2d8 + 5 plus 2d6 fire damagkangoing 5
fire damage (save en..

2 Incinerate (minor; at-will)* Fire

Range 20; +16 vs. Reflex; 2d6 + 5 fire damage.

< Blinding Flame (standard; at-will¥ Fire

Close burst 1; +14 vs. Reflex; 1d6 + 5 fire damage target is
blinded until the start of its turn.

=% Flare Burst (standard; at-will) *ire

Origin square must contain a flare minion; Areasb@rwithin 20
squares; +14 vs. Reflex; 3d6 + 5 fire damadiss. Half damage.
The flare minion in the origin is removed from play

Create Flare (minor 1/rouns; atwill) * Conjuration, Fire

May not be used while bloodied; Summon a levebgefiminion
within 20 squares. The flare’s initiative is setltdlower than the
flare caster’s. It remains until killed, dismisgedthe flare caster
a free action, or it gets more than 40 squares drgaythe flare
caster. The flare caster may not have more th#ard minions
summoned at once.

Bloodied Explosions (free whenfirst bloodiec; encountel * Fire
The flare caster usésreburst as a free action on up to 4 flares
within 20 squares.

Alignment ChaoticEvil Language: Primordia

Skills Arcana +12, Insight +1
Str 20 (+10) Dex 15 (+7)
Con 18 (+9) Int 14 (+7)

Wis 16 (+8)
Cha 21 (+10)



Axemate Flinger
Large natural humanoid
Initiative +8

HP 96; Bloodied 48

AC 24;Fortitude 24,Reflex23,Will 22

Speed7

@ Battleaxe (standard; «will) * Weapon

Reach ; +17vs. AC;1d12 + < damag.

¥ Axe Heave (standard; at-will} Weapon

Ranged 10/20; +19 vs. AC; 1d12 + 4 damage andhtigettis
pushed 2 squares and the flinger makes a secoatiack.
Secondary: +17 vs. Fortitude; target is knocked prone.

=% Spinning Axes (standard; recharde]; i) * Weapor

Area burst 1 within 10 squares; Make two attacksrag all
targets; +17 vs. AC; 1d12 + 4 damage.

< Axe Whirlwind (standard; encounter)Weapor

Close burst 2; +11 vs. Reflex; 1d12 + 4 damagethadarget is
pushed 2 squar.

Level 12Artillery

Sense Perception +7; low-lightision

Alignment Unaligned  Languages-

Skills Athletics +1¢

Str 19 (+10) Dex 15 (+8) Wis 12 (+7)
Con 18 (+10) Int 8 (+5) Cha 11 (+6)

Zehirswarm Shooter

Level 13Elite Atrtillery
Mediumnatura humanoit (reptile, swarm

Initiative +14 Sense Perception +8; low-lightision
Swarm Attack aura 1; the zehirswarm makes a basic attack as a
free action against each enemy that begins itsituttme aura.

HP 202;Bloodied 101

AC 25;Fortitude 24,Reflex23,Will 22

Resisthalf damage from melee and ranged attavkdnerable 10
against close and area attacks.

Saving Throws+2

Speed6

Action Points 1

® Swarm of Snake: (standard; at-willj Poisor

+16 vs. AC; 2d6 + 2 damage and ongoing 5 poisoragenisave
ends.

2 Shoot Snaki (standard; at-will} Poisor

The zehirswarm shoots a snake that burrows inttetiget;Ranget
20/40; +18 vs. AC; 1d10 + 6 damage and ongoingrbadg and
ongoing 5 poison damage (Heal or Endurance DC 20sséandard
action, or making a melee attack against the sralefensesas the
zehirswarm wit 1 hit point, ends bot!.

Collapse(free, whenreduced to hit points; encountel

The zehirswarm collapses into a swarm of snakésséss its
ranged attack and is healed to 5C

Alignment Evil Language: Common, Draconic

Skills Intimidate +12, Stealth +15

Str 14 (+8) Dex 19 (+10) Wis 15 (+8)

Con 17 (+9) Int 9 (+£) Cha 12 (+7)

Adult Volcano Dragon Level 14 SoloArtillery
Large elemental magical beast (dragc XP 5,00
Initiative +9 Sense Perception +16; darkvision
HP 705;Bloodied 352; sedloodied breath

AC 30; Fortitude 31,Reflex28,Will 30

Resist30 fire

Saving Throws+5

Speed6, burrow 4, flight 8 (clumsy), overland flight 12

Action Points 2

® Bite (standard; at-willy Fire

Reach 2; +18 vs. AC; 2d6 + 6 damage and ongoirfgd damage
(save ends).

® Claw (standard; at-willy Fire

Reach 2; +16 vs. AC; 1d8 + 6 damage and ongoing slamage
(save ends).

4 Double Attack (standard; at-will¥ Fire

The dragon makes two claw atta.

4 Molten Tail (immediate reaction, an enemy starts and ends its
turn adjacent to the dragon; at-witlJire

+16 vs. Reflex; 1d8 + 5 fire damage. If the taigein the ground,
it is slowed until the end of its next turn.

2 Stream ofIncineration (standard; at-will} Fire

Range 10; +18 vs. Reflex; 2d6 + 5 fire damage heditagon
makes a secondary attaGecondary: +18 vs. Fortitude; ongoing
10 fire damage and the target's fire resistancegated (save ends
both).

=% Magma Burst (standard; at-will) *¥ire, Zone

Area burst 2 within 10 squares; +18 vs. Reflex; dBfire
damage and ongoing 5 fire damage (save ends)pohisr creates
a zone of difficult terrain that remains in plactilthe end of the
dragon’s next turn.

< Breath Weapor (standard; rechardg|: §) * Fire

Close blast 5; +18 vs. Reflex; 2d8 + 5 fire damaige ongoing 10
fire damageMiss. Half damage and ongoing 5 fire damage.

< Frightful Presence (standard; encounter)Pear

Close burst 5; targets enemies; +18 vs. Will; trgdt is stunned
until the end of the dragon’s next tuiftereffect: the target takes
-2 penalty o attack rolls (save end:

Bloodied Breath (free, when first bloodied; encounter)

The dragon’s breath weapon recharges, and the mltesgs it
immediatel.

Alignment Chaotic Evil Language: Draconic, Primordial

Skills Intimidate +17, Nature +13
Str 22 (+19) Dex 15 (+9;
Con21 (+12) Int 13 (+8)

Wis 18 (+17)
Cha 15 (+9)



Ice Giant Frostmage
Large elemental humanoid (giani
Initiative +10 Sense Perception +9
Icy Grasp Aura 1; enemies treat any squares in thra as difficull
terrain.

HP 123;Bloodied 61

AC 28;Fortitude 28,Reflex 26, Will 24

Resist15 cold

Speed6

@ Frozen Spea (standard; at-willf Weapon

Reach2; +2Zvs. AC; 1d10 + 6 plus 1d10 cold dam.

% Icy Javelin (standard; at-willy Cold

Ranged 15/30; +22 vs. AC; 1d8 + 6 damage and 2ldibdeonage.
=% Blizzard (standard; sustain minor; rechafg® * Cold, Zone
Area burst 2 within 15 squares; +20 vs. Reflex;2d4 cold
damageMiss: Half damage. This power creates a zone of difficult
terrain. Any creature that starts its turn in theaatakes 5 cold
damage.

Alignment Evil Language: Giant

Skills Arcana +1, Insight +1¢
Str 22 (+19) Dex 15 (+10)
Con 21 (+13) Int 18 (+12)

Level 16Artillery

Wis 13 (+9)
Cha 14 (+10)

\Volcanic Trickster
Small elemente humanoit

Level 17 Artillery

Initiative +14

Sense Perception +10; darkvision
HP 127;Bloodied 63

AC 32;Fortitude 26,Reflex 30, Will 26

Resist25 fire

Speed6; see also volcanatep

@ Hurl Lava (standard; at-willy Fire

Range 10; +22 vs. Reflex; 2d8 + 6 fire damage heddrget is
slowed until the end of its next turn.

=% Eruption (standard; rechards]; i) * Fire, Zone

Area burst 1 within 10 squares; +22 vs. Reflex; 2dBfire

damage. The area is a zone of searing heat fanb@unter. Any
creature that starts its turn in the area takéeSldmage.

Volcanic Step (move; at-will)

Teleport to any square in an actareption zone.

Alignment Evil Language: Giant, Primordial

Skills Bluff +17, Nature +15
Str 12 (+9) Dex 23 (+14)
Con19 (+12) Int 12 (+9)

Wis 14 (+10)
Cha19 (+12)

Suncrystal Drake Level 18Elite Artillery
Huge natural magical beast (reptile) XP 4,00(
Initiative +14 Sense Perception +15; low-lightision
Sunshield (Radiant)aura 5; an enemy who enters or starts its turn
in the aura takes 10 radiant damage and is blindétithe start of
its next turn. Seehatter suncrystal

HP 278;Bloodied 139

AC 34;Fortitude 33,Reflex32,Will 28

Resist10 radiant

Saving Throws+2

Speeds, flight 10 (clumsy)

Action Points 1

@ Bite (standard; at-will} Radiant

Reach 2; +2 vs. AC; 2dt+ 6 damag and1d10 radiant damag

4 Coiling Tail (standard; at-will)

Reach 5; +24 vs. AC; 1d10 + 6 and the target ib@di® squares
and the drake makes a secondary att&standary: +22 vs.
Fortitude; slide the target to any square withiof he drak.

¥ Breath Weapor (standard; at-willf Radiant

Range 20; +22 vs. Fortitude; 2d10 + 7 radiant danzagl the

target is blinded until the end of the drake’s rtext

=% llluminate (minor; at-will)* Radiant

Area burst 1 within 20 squares; +22 vs. Reflexgeéatoses
concealment and invisibility and takes a -2 pen@tihC until the
end of the drake’s next turn.

< Shatter Suncrysta (free, when bloodied; encountérRadiant
Close blast 5; +21 vs. Reflex; 4d10 + 7 radiant aigenand the
target is blinded (save endb)iss: Half damage and the target is
not blinded. The drake may not usediscrystal power anymore
and loses itsunshield aura

Suncrystal (minor; at-will)

The drake’sreath weapon is recharged and it gains 5 temporary
hit points.

Alignment Unalignec Language: Draconic

Str 22 (+15) Dex 21 (+14) Wis 13 (+10)

Con 25 (+16) Int 9 (+8) Cha 16 (+12)




Blaze Igniter

Level 19 Elite Artillery (Leader
Medium elemental humanoid

Initiative +16 Sense Perception +16; davision
Aura of Fire (Fire) aura 5; an enemy who enters or starts its turn
in the aura takes 10 fire damage.

HP 274;Bloodied 137

AC 34;Fortitude 28,Reflex33,Will 28

Resist30 fire

Saving Throws+2

Speed6

Action Paints 1

® Flaming Slan (standard; at-willy Fire

+24 vs. AC; 1d8 + 3 damage and 3d8 fire damage.

2 Ignite (standard; «will) * Fire

Range 20; +24 vs. Reflex; 3d8 + 6 fire and ongdi@dire damage
(save ends, at a -5 penalty). If the target isceduo O hit points
before making a successful sangke a secondary attack using
target as an origin squagecondary: Close burst 5; +24 vs.
Reflex; 3d8 + 6 fireMiss: Half damage.

¥ Blazing Ally (minor; at-will)* Fire

Range 20; ally with resist 10 fire or higher gadusa of fire until
the end of its next turn

« Final Blaze (free, when reduced to 0 hit points; encounter)
Close burst 5; +24 vs. Reflex; 3d8 + 6 fire damageé ongoing 10
fire damage (save ends, at a -5 penalliys: Half damage and
ongoing 5 fire damage (save ends, at a -5 penalty).

Clearsing Flame (minor; encounte)

The igniter heals 68 hit points and successfulixesagainst all
effects for which it can make a save.

Alignment Unalignec Language: Primordia

Str 16 (+12) Dex24(+1€)  Wis 15 (+1J)

Con 17 (+12) Int 13 (+10) Cha 16 (+12)

Elder Volcano Dragon Level 20 SolcArtillery
Huge elemental magical beast (drago XP 14,00
Initiative +13 Sense Perception +20; darkvision
HP 960;Bloodied 480; sedloodied breath

AC 36;Fortitude 37,Reflex 34,Will 36

Resist40 fire

Saving Throws+5

Speed8, burrow 4, flight 10 (clumsy), overland flighb 1

Action Points 2

® Bite (standard; at-willy Fire

Reach 3; +24 vs. AC; 2d8 + 8 damage and ongoirfgd 8amage
(save ends).

® Claw (standard; at-willy Fire

Reach 3; +22 vs. AC; 1d12 + 8 damage and ongofirg 8amage
(save ends).

4 Double Attack (standard; at-will¥ Fire

The dragon makewo claw attack.

4 Molten Tail (immediate reaction, an enemy starts and ends its
turn adjacent to the dragon; at-witlJire

+22 vs. Reflex; 2d6 + 7 fire damage. If the taigein the ground,
it is slowed until the end of its next turn.

2 Stream ofIncineration (standard; at-will} Fire

Range 15; +24 vs. Reflex; 2d8 + 7 fire damage heditagon
makes a secondary attaGecondary: +24 vs. Fortitude; ongoing
15 fire damage and the target's fire resistancegated (save ends
both).

=% Magma Burst (standard; at-will) *¥Fire, Zone

Area burst 3 within 15 squares; +24 vs. Reflex;2Ld T fire
damage and ongoing 5 fire damage (save ends)pohisr creates
a zone of difficult terrain that remains in plactilthe end of the
dragon’s next turn.

< Breath Weapor (standard; rechardg|: §) * Fire

Close blast 5; +24 vs. Reflex; 3d6 + 7 fire damaige ongoing 15
fire damageMiss. Half damage and ongoing 5 fire damage.

< Frightful Presence (standard; encounter)Pear

Close burst 10; targets enemies; +24 vs. Willténget is stunned
until the end of the dragon’s next tuiftereffect: the target takes
-2 penalty to attack rolls (save enc

Bloodied Breath (free, when first bloodied; encounter)

The dragon’s breath weapon recharges, and the mltesgs it
immediatel.

Alignment Chaotic Evil Language: Draconic, Primordial

Skills Intimidate +21, Nature +17
Str 26 (+1¥) Dex 16 (+13
Con 24 (+17) Int 15 (+12)

Wis 20 (+1F)
Cha 16 (+13)



Frostvale Warder
Medium immortal humanoid
Initiative +21

HP 147;Bloodied 73

AC 35;Fortitude 29,Reflex 34,Will 32

Speed7

® Frostbow (standard; «~will) * Cold, Weapon

Ranged 20/40; +26 vs. AC; 1d10 + 7 (2d10 + 7 agains
immobilized) plus 1d10 cold damage.

2 Chill Shot (standard; «will) * Cold, Weapon

Ranged 20/40; +26 vs. AC; 1d10 + 7 plus 1d10 calehage and
the target is slowed until the end of its next turn

2 Freezing Sho (standard; at-will¥ Cold, Weapor

Target must be slowed; Ranged 20/40; +26 vs. kEdeijt2d10 + 7
cold damage and the target is immobilized (save)end

Level 21 Artillery
XP 3,2®
Sense Perception +20; darkvision

2 Coldfend (immediate interrupt, when an enemy moves adjacent

at-will)

Ranged 2; +26 vs. Reflex; 1d10 + 7 cold damagetlamdarget is
slowed until the end of its turn.

Alignment Unalignec Language: Common, Supern

Skills Nature +20, Religion +17, Stealth +22

Str 12 (+11) Dex 25 (+17)  Wis 21 (+15)

Con 15 (+12) Int 14 (+12) Cha 14 (+12)

Burning Destroyer

Level 22Elite Artillery

Large elemental humanoid
Initiative +17

HP 330;Bloodied 165

AC 36;Fortitude 35,Reflex 34,Will 35

Resist40 fire

Saving Throws+2

Speed8

Action Points 1

@ Spear (standard; at-willy Fire, Weapon

Reach 3; +27 vs. AC; 1d12 + 7 damage and the tagetshed 1
square.

2 Scorck (standard; at-will¥ Fire

Range 0; +27 vs. Reflex;2d12 + ¢ fire damage

¥ Hurl Spear (standard; recharde]J; §) * Fire, Weapor
Range 20; +27 vs. AC; 1d12 + 7 damage and ongdirfgel
damage and the target cannot teleportiamestrained (Athletics «
Acrobatics DC 30 as a move action ends both). Hséroyer
cannot make spear attacks while the target isaiastl and may
dismiss the ongoing damage and restrain as a ¢tim.

=% Summon Minion (minor; rechargé-:Ji3)) * Conjuration, Fire
Area 1 square within 20 squares; any creature grittirturn in the
square takes 20 fire damage. At the start of theibg destroyer’s
next turn, make a secondary attack from that osguare.
Secondary: Close burst 4; +25 vs. Reflex; 3d10 + 8 fire damage
and the target is pushed 4 squares. A burning atadimn minion
is summoned to the origin square or the neareat egiare and
acts on the burning destroyer’s initiative. It ens until killed or
the encounter.

< Blazing Escap! (immediate reactiorwhen attacke; encountel
Close burst 5; targets enemies; +25 vs. Reflex02d8 fire
damage. The burning destroyer teleports 10 squares.
Alignment ChaoticEvil Language: Primordia

Skills Athletics +23, Natur+24
Str 24 (+18) Dex 23 (+17)
Con 27 (+19) Int 5 (+8)

Sense Perception +1; darkvisior

Wis 26 (+19)
Cha 19 (+15)

Frostvale Captain
Medium immortal humanoid
Initiative +21

HP 163;Bloodied 81

AC 37;Fortitude 32,Reflex 35,Will 35

Speed7

® Frostbow (standard; «~will) * Cold, Weapon

Ranged 20/40; +29 vs. AC; 1d10 + 7 plus 1d10 calehae and
all allies gain a +2 bonus to attack rolls agaihsttarget for the
encounte

Z Command Sho (standard; «will) * Cold, Weapon

Ranged 20/40; +29 vs. AC; 1d10 liis 1d10 cold damage and
ally within 10 squares may make a basic attackresgéine target
with a +10 bonus to dama.

« Tactical Adjustment (minor 1/round; at-will)

Close burst 10; targets allies; target may shiftjdare.
Alignment Unalignec Language: Common, Supern

Skills Nature +22, Religion +18, Stealth +24

Str 12 (+12) Dex 26 (+19) Wis 22 (+17)

Con19 (+15) Int 15 (+13 Cha 18 (+15)

Level 23 Artillery (Leader
XP 5,1®
Sense Perception +20; darkvision

Human Archmage

Level 24Elite Artillery

Medium natural humanoid

Initiative +17

HP 336;Bloodied 168

AC 37;Fortitude 34,Reflex 38,Will 38
Saving Throws+2

Speed6, teleport 10

Action Points 1

® Magic Missile (minor 1/round; at-willy Force

Range 20+27 vs. Reflex; 4d4 + ¢ force damag:

¥ Energy Seed(standard; at-will} Acid, Cold, Fire, Lightning
Range 20; +27 vs. Fortitude; ongoing 20 acid, dild, and
lightning damage (save ends). Only the lowest tasi® applie:
=% Elemental Blast(standard; recharde][:-:|: ) * Acid, Cold,
Fire, Lightning

Area burst 3 within 10 squares; targets enemies;vs2 Reflex;
3d6 + 8 acid, cold, fire, and lightning damage.yCthke lowest
resistance applieMiss: half damage.

< Forcewave (standard; rechardse; i) * Force

Close burst 2, targets enemies; +27 vs. Fortitlidé;+ 8 force
damage and the target is pushed 7 squares.

Counter (immediate reaction, when an enemy within 10 semar
makes a nc-weapon ranged atts; at-will )

Targets attacker; +: vs. Will; redirect the attack to the attack
Arcane Spirit (free, when bloodied; encounter)

The human archmage gains phasing and insubstantibthe end
of the encountt.

Alignment Unaligned  Language: All

Skills Arcana +28, History +25, Nature +24, Religion +25

Str 11 (+12) Dex 13 (+13)  Wis 24 (+19)

Con 18 (+16) Int 26 (+20) Cha 15 (+14)

Sense Perception 24



Agony Mind
Small immortal magical beas
Initiative +15 Sense Perception +28; blindsight 12
HP 189;Bloodied 94

AC 35;Fortitude 36,Reflex 35,Will 40

Speedflight 7 (hover), teleport 5

(® Stab of Pair (standard; «will) * Psychic

Range 20; +30 vs. Will; 2d10 + 10 psychic damage the target
dazed (save ends).

2 Share Agony (standardsustain standarat-will) * Psychic
Dazed target only; Range 20; +30 vs. Will; 2d100+p$ychic
damage and the target is stunned (while sustagze@: ends, at a -
5 penalty). The target takes psychic damage equaly damage
that the agony mind takes while agony mind is $nethSustain
Sandard: Sustaining this power automatically deals 2d10 + 10
psychic damage to the target.

Alignment Chaotic Evi Language: Superne

Skills Intimidate +28, Religion +2
Str 4 (+10) Dex 14 (+15)
Con 27 (+21) Int 21 (+18)

Level 26Artillery

Wis 7 (+11)
Cha 30 (+23)

Ancient Volcano Dragon

Level 28 SoldArtillery
Gargantuan elemental magical beast (drago XP 65,00
Initiative +18 Sense Perception +25; darkvision
HP 1300;Bloodied 650; seéloodied breath

AC 44;Fortitude 45,Reflex42,Will 44

Resist50 fire

Saving Throws+5

Speedl10, burrow 5, flight 12 (clumsy), overland flighb

Action Points 2

® Bite (standard; at-willy Fire

Reach 3; +32 vs. AC; 2d12 + 11 damage and ongdifge
damage (save ends).

® Claw (standard; at-willy Fire

Reach 3; +30 vs. AC; 2d12 + 11 damage and ongdirfgel
damage (save ends).

4 Double Attack (standard; at-will¥ Fire

The dragon makes two claw atta.

4 Molten Tail (immediate reaction, an enemy starts and ends its
turn adjacent to the dragon; at-witlJire

+30 vs. Reflex; 2d8 + 9 fire damage. If the taigein the ground,

it is slowed until the end of its next turn andtgrad (Athletics or
Acrobatics DC 30 escapes).

2 Stream of Incineration (standard; at-will} Fire

Range 20; +32 vs. Reflex; 2d12 + 9 fire damagethediragon
makes a secondary attaGecondary: +32 vs. Fortitude; ongoing
20 fire damage and the target’s fire resistancegated (save ends
both).Failed Save: The target and all creatures adjacent to it take
10 fire damage.

=% Magma Burst (standard; at-will) *ire, Zone

Area burst 3 within 20 squares; +32 vs. Reflex;2dD fire
damage and ongoing 10 fire damage (save ends)potisr

creates a zone of difficult terrain that remainglexce until the end
of the dragon’s next turn.

< Breath Weapor (standard; rechardg|: §) * Fire

Close blast 5; +32 vs. Reflex; 3d8 + 9 fire damaige ongoing 20
fire damage and the target is slowed until theadrtie dragon’s
next turn.Miss: Half damage and ongoing 10 fire dami

< Frightful Presence (standard; encounter)Pear

Close burst 10; targets enemies; +32 vs. Willténget is stunned
until the end of the dragon’s next tukftereffect: the target takes
-2 penalty to attack rolls (save enc

Bloodied Breath (free, when first bloodied; encounter)

The dragon’s breath weapon recharges, and the mltesgs it
immediatel.

Alignment Chaotic Evil Language: Draconic, Primordial

Skills Intimidate +26, Nature +23
Str 32 (+25) Dex 18 (+18
Con28 (+23  Int 18 (+18

Wis 22 (+20)
Cha 18 (+18)



Artillery Index

Name Lvl| Special
Pyreskull Caretaker 2
Serpentfolk Archer 3

Hobgoblin Dragon Shamami

)

Gale Sprite 5

Orc Blood Magus 6

Young Volcano Dragon 6| Solo
Corpse Cavalry Archer 7
Flameborn Pyromancer 7
Dragonbow 8

Ice Grue 8

Myrdoc Watcher 9 | Elite (L
Runestone Hurler 10

Flare Caster 11 Solo
Axemate Flinger 12
Zehirswarm Shooter 13 Elite
Adult Volcano Dragon 14| Solo
Ice Giant Frostmage 16
Volcanic Trickster 17
Suncrystal Drake 18 Elite
Blaze Igniter 19| Elite (L
Elder Volcano Dragon 20 Solo
Frostvale Warder 21
Burning Destroyer 22| Elite
Frostvale Captain 23 (L)
Human Archmage 24 Elite
Agony Mind 26

Ancient Volcano Dragon 28 Solo

Used with the Level 11 Flare Caster.

Flare Minion

Smal elemente beas

Initiative +7 Sense Perception +3; darkvision
HP 1; a missed attack never damages a minion.

AC 21;Fortitude 19,Reflex21,Will 18

Immune fire

Speed6

® Flame Last (standard; at-willy Fire

+13 vs. Reflex; 5 fire damage.

« Death Burst (free, when reduced to 0 hit points; encounter)
Close burst 3; +13 vs. Reflex; 5 fire damage.

Alignment ChaoticEvil Languages-
Str 11 (+4) Dex 17 (+7) Wis 9 (+3)
Con 12 (+5) Int 2 (+C) Cha 6 (+2)

Used with the Level 22 Burning Destroyer.

Level 21 Minio

Burning Abomination Minion

Smal elemente humanoit
Initiative +17 Sense Perception +16; darkvision
Burning Aura (Fire) Aura 2; An enemy who enters or starts its
turn in the aura takes 5 fire damage.

HP 1; a missed attack never damages a minion.

AC 35;Fortitude 30,Reflex 33,Will 32

Resist30 fire

Speed5

® Burning Slam (standard; at-willy Fire

+26 vs. AC; 5 damage and ongoing 5 fire damage.

¥ Hurl Fire (standard; «will) * Fire

Range 5; +24 vs. Reflex; 5 fire damage and ongbifige damage.
Alignment Evil Language: Primordial

Skills Acrobatics +1

Str 13 (+11) Dex 15 (+12)
Con 1l (+10) Int 11 (+10)

Wis 12 (+11)
Cha 15 (+12)



