
Her Radiance, Dareen Travaskyr, High Priestess at 

the Temple of Lathander in Daggerdale has called 

together a band of adventurers that have been 

resting in town, some of which recently took part 

in a daring rescue below her own temple which 

had been raided from below by a force of drow 

with dwarven mercenaries.  

Dareen tells the adventurers she has been having 

vivid dreams of a drow invasion of the Dalelands, 

with the symbol of a large white skull prominent. 

She believes the incursion is going to happen 

soon. She asks the characters to travel to 

Shadowdale and speak to Ghessla Silvermane, 

proprietor of the Old Skull Inn. Perhaps from 

there, they can learn more about the impending 

invasion, or at least alert the neighbouring dale to 

the possible threat. Dareen also mentions that if 

the characters tell Ghessla that Her Radiance sent 

them, the innkeeper might offer them free meals, 

free lodging for a night, and, most important, free 

access to the Underdark. 

Heading out of Daggerdale at midmorning the 

heroes set off on the march to Shadowdale in 

high spirits.  

Ambush at the Standing Stones 

Encounter Level 1 

Light: Normal daylight 

Monsters: Drow warriors (D) x 4 (add another 

drow until equal party’s number). 

The party come across an abandoned cart beside 

one of the many stone circles that dot the area. 

There are signs of struggle but no bodies or the 

horse that obviously pulled cart. 

Drow warriors lay in ambush having previously 

waylaid a passing caravan and are now using it as 

bait. One makes groaning noises from within the 

cart to lure the party closer. 

 

 

 

 

 



Tactics: The drow will wait the party are within 

movement range then strike using Darkfire to get 

combat advantage on their first turn. They will try 

to subdue the party at first unless someone is 

openly wearing a Medallion of Lathander or the 

majority of them are bloodied. At which point 

they will fight to the death. 

Stone Circle: The dalelands are dotted with these 

stone circles, most are simply convenient way 

markers (as is this one) often used as campsites 

by travellers, but several (especially near the 

River Ashaba) have powerful links to the Feywild. 

The stones can provide cover from ranged 

attacks. 

Boulders: Scattered boulders sit along the side of 

the road. They provide concealment and possible 

cover for creatures hiding behind them. They also 

serve as obstacles to movement; a creature can’t 

move directly into a square that contains 

boulders. The boulders are 5 feet high. Climbing 

onto the boulders requires a DC 15 Athletics 

check and costs 4 squares of movement. A 

character atop the boulders can move onto other 

boulder squares; treat them as difficult terrain. 

 

Foliage: Thick foliage grows near the road in 

several places. These areas are lightly obscured 

and provide normal cover for those attacking 

from or into the area. Areas covered by foliage 

also count as difficult terrain. 

 

Treasure: A thorough search of the cart (DC 15 

Perception/Thievery check) reveals a carefully 

concealed case containing a magic item.  If none 

of the party has yet received a Medallion of 

Lathander, there is one in the box. Otherwise roll 

for a random item from the Encounters booklet 

treasure table (pg 3). The drow warriors are 

carrying 12gp each. Each PC also gains 100xp. 

 

Conclusion: The party now has first hand proof of 

the boldness of the drow in the area and push on 

to Shadowdale. Continue with Session 1 of D&D 

Encounters “Web of the Spider Queen”. 


