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By Ronny Hart

AN ADVENTURE FOR CHARACTERS OF ANY LEVEL

This adventure takes place after a TPK (total party kill). Through some unlucky tum of events all of the player characters
have died. Rather than having the players roll up new characters, this adventure provides you with an altemative. If they
can successtully retrieve a stolen object from Hell itself, they will have eamed themselves a second chance at life.

This module brings back some of the classic ‘anything can happen” feeling of the earlier versions of the game
The module has been compleatly re-written to use with D&D Next |tdraws heavily from the Advanced Dungeons &
Dragons Planetscape adventure “Fires of Dis”, although access to that book or to the “Planescape Campain Setting” is not
required. The entire adventure plays out on Averuns, the first of the nine Hells of Baator.

Requires the use of the October 14, 2013 D&D Next Playtest Update
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Fires of Hell

Adventure Summery

The entire party of adventures is dead! Whether from bad luck,
poor planning, or just being at the wrong place at the wrong
time, the dice failed them for the last time. Lucky for them, the
gods have intervened to offer them one more chance.

This adventure is for a party of any size and any level. It takes
place after a TPK (total party kill) event. It draws heavily from
the Advanced Dungeons & Dragons Planetscape adventure
“Fires of Dis”, although access to that book is not required. The
entire adventure plays out on Averuns, the first of the nine
Hells of Baator.

A minor artifact has been stolen. The player’s deities have
agreed to resurrect all of the players if they will find and return
it.

The players will track the thieves through this fiery plane of
dead souls. They will make their way through a ruined gate
town and across the barren landscape, across a river of blood
and the river Styx, past the Pillar of Skulls, across the Maggot
Pit, and eventually penetrate the lair of Tiamat, the five-headed
queen of the evil chromatic dragons. There they will eventually
obtain the artifact. After returning it, they will be returned to
where the TPK occurred (perhaps time shifted a little if
necessary to prevent another TPK) and they can continue their
previous adventure where it left off. Perhaps a little wiser than
before.

PREPARING FOR PLAY

First of all, the Dungeon Master (DM) should read Fires of Hell
before running it, to get a sense of how the adventure should

unfold.
Throughout Fires of Hell, the DM will find italicized text in

amber, meant to he read to or paraphrased for the players.
Special DM NOTES also appear throughout the adventure,
providing extra information or advice on handling situations

You can find reference sheets for all of the monsters in this
adventure at the end of the module. Note that because this
adventure is written to be playable for parties of any size and
level, all the monsters will not be used.

This adventure is about giving the PCs a second chance. If they
met their end by foolishly attacking an overwhelming foe, this
adventure provides many opportunities for them to use their
better judgment. Of course, if they try to hack their way
through this adventure they will hit the blinds, or find
themselves in the dead-book. The PCs will run into many
situations where swordplay is not the best solution to the
problem. This adventure is about ideas, not just beast-bashing.
Reward player characters for thinking as well as for using their
weapons.

Terminology

Devils are fiends from lawful evil-aligned planes. This module
uses the terms devil, demon and fiend interchangeably.

Baator, also known as the Nine Hells of Baator or the Nine
Hells, is a lawful evil aligned plane of existence. Avernus is the
name of the first level, Dis is the name of the second level. This
module uses the terms Baator and Hell interchangeably.

Scaling the Adventure

This adventure can be played by a party of any number of PCs
at any level, but may require extensive modifications to be
challenging to characters of 17" level or above.

Total Party Level (TPL):

This adventure makes use of a number called the Total Party
Level (TPL). Throughout the adventure encounters will be
adjusted in various ways using the TPL

To calculate the Total Party Level (TPL), add together the levels
of all characters in the party.

Character Level Tiers:

This adventure uses the concept of character level tiers. The
party’s tier is determined by the average level of the characters
in the party.

Ist through 4th level - Apprentice
5th through 10th level - Expert
11th through 16th level - Paragon
17th through 20th level - Epic

Each encounter has a separate version for Apprentice, Expert
and Paragon tier parties. Here is no version for Epic tier parties.

Playing with Epic level characters:

If you intend to play this module with Epic level characters you
may need to make major modifications to all of the encounters
to make them challenging. Refer to the “If the Encounters are
Too Easy” section below. You may want to require the
characters to not only retrieve the Dragon Globe (see below)
but also to find out how to retrieve the soul that is trapped
within. The random encounters will need to be adjusted, Pit
Fiends are not too tough, and they can also fight dragons.

If the Encounters are Too Hard:

The encounters assume a party consisting of 4 characters of a
medium level for the tier.

If your party consists of fewer than 4 characters, is of the lowest
level for the tier, or consists of inexperienced players the
encounters may prove too difficult for them. To make the
encounters more appropriate for your group you can adjust the
difficulty by using one or more of these techniques:

1) Instead of using the encounter for their tier, use the
encounter for the next lower tier. This may be the best solution
if the players are having an especially hard time with the



By Ronny Hart—March 2014

encounters. Of course you can’t use this technique if the PCs are
Apprentice level to start with.

2) For encounters with multiple creatures, reduce the number of
creatures by one or more. Typically cutting the number in half
would be appropriate.

3) Reduce or eliminate the devil’s use of the gate ability to bring in
additional devils.

4) Assume the fiends simply prefer to teleport to safety rather than
continue to fight.

5) Make use of the guide to provide additional help. He could
have healing spells or potions, especially if the encounter was too
difficult and one or more PCs are brought to O hit points. He (or a
random helpful NPC) could show up to restore them back to
health. Then you could continue with less difficult encounters.

SPECIAL NOTE REGARDING FIRST LEVEL PARTIES:
Even using all of the recommendations above, this adventure may
be too difficult for parties that contain only first level characters.
Let the players know that the only chance for their character’s
survival is to avoid combat if at all possible. Eliminate all random
encounters higher than first level. When they meet their guide,
Herfik the Silent, in addition to the other things he gives them a
parchment that has written upon it a pass of safe conduct signed
by Asmodeus, one of the Nine Lords of Hell. He doesn’t know if

it is a forgery, but if it is, it’s the best one he has ever seen.

If the Encounters are Too Easy:

If there are more than 4 characters in the party, the characters are
of the highest level in the tier, or the players are very experienced,
the encounters may prove to be too easy. To make the encounters
more appropriate for your group you can adjust the difficulty by
using one or more of these techniques:

1) Instead of using the encounter for their tier, use the encounter
for the next higher tier. This may be the best solution if the
players are having an especially easy time with the encounters. Of
course you can’t use this technique if the PCs are Paragon level to
start with. In that case review “playing with Epic level characters”
above and determine if some of those ideas would be appropriate
for your group.

2) Increase the number of creatures encountered by one or more.
Perhaps add a few lower level demons. The higher level devils do
like to push around the little guys.

3) Have the encounter occur while crossing interesting terrain.
Fighting Devils while jumping over streams of lava or dodging
boiling pools of mud would be fun.

4) Read the monster’s stat blocks carefully to be prepared to take
full advantage of all the creature has to offer in terms of dealing

harshly with the PCs.

The Adventure Begins

After an event in which all of the PCs have been killed, read or
paraphrase the following:

All of your pain dissolves, and you are overwhelmed by an
inexpressible peace and contentedness. You find yourself
walking along a light field tunnel towards a brilliant white light
that emits warmth and love. At the end of the tunnel you are

surprised to find all of your fellow adventurers there as well.
Before you stands a beautiful, humanlike creature with long,
feathery wings. He glows with an inner power that makes it hard
to look directly at him.

Once your group has assembled, he says “You may be slightly
disoriented right now. That will pass. As you no doubt have
guessed, you are all dead. I have received permission from the
deities involved, to stop you on your path to your final resting
place to make you an offer. An item of some importance has
been stolen. Its disappearance could result in an embarrassment
to some deities that will remain unnamed. What I offer you is
the opportunity to be resurrected with all wounds healed and
full of strength and vitality. All I ask in return is for you to
locate this stolen item and return it here. You are, of course, free
to decline this offer. In which case you will be released to
continue on to the outer plane that is your final destination,
where your soul can spend the rest of eternity in piece.”

The creature is an angle (astral deva) named Maloshi. He is about
7-1/2 feet tall and weighs about 250 pounds. His specifications are
typical, although they should be unnecessary. Any hostile actions
on the PCs part will result in them all being instantly sent to their
original destination (death). They are now in a “pocket” plane that
he created just for this encounter. It consists of nothing but a
white marble floor and a light filled mist extending infinitely in all
directions. The PCs can ask questions and he will answer them all
truthfully, but “It would not be wise for me to answer that
question at the present time” is a valid response to any question.
He will not tell them what was stolen, or where he thinks it is, or
who stole it until after they agree to the proposal. If the PCs
decline his offer, the game is over, and your players can all roll up
new characters. If they accept the offer, read or paraphrase the
following:

“What was stolen is a deep blue globe roughly one foot in
diameter called the Dragon Globe. It was stolen by a gang of
devils. The thieves are known to have gone to the first level of
Hell. You will start your quest close to the location where the
thieves arrived. You will be met by Herfik the Silent. He knows
the plane and can help guide you. He will give you a magical
brass chain that can return you here when you have finished
your quest.

If you return here with the Dragon Globe you will be returned
to your previous life on the Material Plane as promised.
Regardless of the time spent on the quest, you will find that no
time has passed when you are returned.

Because you are now dead, you cannot be killed while on this
quest. This however is not a blessing. So, even if you fail in your
quest, you should return here. You will then be sent on to your
original destination.

To succeed in this quest, you must avoid attracting any
unnecessary attention. All of your holly symbols and designs will
be concealed. Rest assured, your divine spells will still be

granted, as always.”

Normally, after death the soul travels to an outer plane affiliated
with the alignment or deity of the deceased, if that deity is
displeased with the deceased he may be cast out. Anyone that has
so displeased or angered his deity that his soul is barred from his
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plane will find his soul transported to Avernus, the first layer of
‘The Nine Hells’ of Baator. The PC souls were on their way to
their appointed outer plane when they were intercepted by
Maloshi to make them this offer. Maloshi answers any more
questions the PCs may have. If they have questions about
Avernus, he has only general knowledge, having never been there
himself. He suggests they ask their guide for more specific
information after they arrive.

After answering all of their questions, he says:

“If I could wish you good luck or that your gods go with you on
this quest, I would. I am afraid that you will truly be alone in
this unholy place. I can only hope that you are successtul.”

With that he makes a magical gesture and the PCs once again lose
consciousness.

Background: The Dragon Globe currently contains the soul of
one of Lawful Good’s most prominent paladins, Belvor IV, the
king of Furyondy. While the highest level clerics and angels were
using all resources to learn the incantation needed to restore his
soul, the globe containing it was stolen. The archdevil Dispater
learned of Belvor’s entrapment and sent Selakon to steal the
globe. He never expected that inept ice devil to succeed. If Selakon
had been slain in the attempt, the clerics would know their secret
had been discovered. Dispater would have been happy with that
outcome and it is all he expected. However, through a series of
amazingly luck events, Selakon did manage to steel the Dragon
Globe. He doesn’t know that it contains a soul. He and his three
A bishai accomplices are now in the process of crossing Avernus.
They are making their way to a gateway to Dis located in Tiamat’s
lair. Dispater is on Des, in his Iron Tower awaiting their arrival.

Adventuring in Avernus

This entire adventure occurs on Avernus, the first layer of the

Nine Hells of Baator.

Magic Use on Avernus

For the most part, magic works the same on Avernus as it does on
the Material Plane with the following exceptions.

MAGICAL FLIGHT: Creatures with wings can fly on Avernus as
they would on the Material Plane. All magical flight, whether by
the use of spells or magical items (such as flying carpets), is
prohibited on Avernus. It is warded against by powerful magic.
Any use of magical flight requires a successful DC 15 Intelligence
check. If magical flight is successful, all devils within a mile will
sense its use and the general direction and distance to where it was
used. This triggers a 50% chance 5 minutes after the flying begins,
and again every 5 minutes the party member continues to fly, that
a devil will come to investigate. The type of devil that shows up
depends on the party’s tier: Apprentice tiers A Spined Devil,
Expert tier: A Bearded Devil, Paragon tier: A Horned Devil. If
the party defeats the devil, another arrives 5 minutes later and this
continues for as long as the party continues to fly. If the party
lands and promises not to fly again, they may persuade the devil to
leave without attacking. However, he will not go far and will
return if he detects that they are flying again.

TURN UNDEAD: The positive energy expended to perform this
is completely absorbed and neutralized by the overwhelming
negative energy present on this plane.

The Passage of Time

The Dragon Globe

This deep blue globe is roughly one foot in diameter and appears to be
made of some sort of quartz. Something smoky and undefined swirls in its
depths, obscured by the reflections on the planes of the crystal and the
bright gold of the metal claw which grasps the globe. You get an
uncomfortable feeling you are being observed by whatever is trapped under
the crystal's surface...

'The Dragon Globe is essentially a temporary storage place for a soul. It can
be used to collect the soul of a dying mortal, but cannot call their soul back
[from the afterlife once it has flown from their body. This soul can later be
used to resurrect the creature whose soul is stored, or even to place their
soul into a new body, as long as no other soul inhabits it.

A creature whose soul is stored inside the Dragon Globe cannot be raised
or resurrected by other means - his soul is considered "trapped" within the
globe.

Resurrections using the globe

To resurrect a creature using the Dragon Globe, one needs three things:
A "whole" body without a soul (it can be wounded as long as no parts are
missing);

sThe place of the original creature's death;

The incantation which activates the globe.

Unfortunately, the incantation is not conveniently inscribed on the artifact,
and is a piece of knowledge lost to history.

Baator’s a lawful plane, and the hours and days pass in succession.
Unfortunately, the sky never gets any darker or lighter, and it’s got
no sun or stars. The only way the PCs can mark the time is a
rough one by how often they get hungry, when they need to sleep,
etc. The easiest way to keep track of the days is by counting the
number of long rests the party takes.

Fireballs

Unlike the fireball spell, these atmospheric fireballs are the result
of balls of flammable gas that are streaking across the sky and
sometimes exploding. They normally explode in the sky, and
sometimes hit the ground and explode. As the party crosses the
layer, fireballs of various sizes might explode nearby.

The DM can use fireballs for dramatic effect, to direct the party’s
path of travel, to throw wild cards into a fight, etc.
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Death in Avernus

What happens to someone who dies in the Nine Hells is not a
simple matter. It all depends on what type of creature it is and if it
is already dead.

Let’s start with the PCs:

In this adventure, anyone attempting to kill a PC will consider
that they are successful if they reduce the PC’s hit points to 0.
Because the PC is already dead he will neither fall unconscious,
nor will he die as a result of massive damage. You will also not be
required to make death rolls. Rather, the PC will collapse and
become catatonic (see below).

If severely wounded, rather than being unconscious and dying,
you will be conscious and in pain. The more severely you are
wounded, the greater the pain. Unable to move, but aware of
your surroundings you will be able to see and talk but no matter
how sever the wounds, you will never pass over into a peaceful

death.

The PCs arrived here after having died on the Material Plane.
Their physical remains are still on the Material Plane. When they
died, (after visiting the angle Maloshi) their souls were sent to
Avernus, the first level of Hell, where they inhabit exact duplicates
of their earthly bodies. They also have all of their armor, weapons
and equipment. They have been restored to full hit points and all
of their abilities are at their full normal levels. If they succeed in
their quest, their souls will leave this plane of Avernus and be
returned to their original bodies on the Material Plane. At that
time, their bodies and everything that they are holding or carrying
will disappear from Avernus. Everything that the PCs have in their
possession when they return will go with them to the Material
Plane.

All of the PC’s abilities function as they always have as long as
their hit point total remains above zero. When your hit points
drop to 0 you become catatonic (see below). You will retain the
ability to see and speak even if your body is chopped to pieces or
otherwise destroyed as long as your skull remains essentially intact.
Additional damage that you receive after reaching O hit points will
result in greater pain, but otherwise has little effect. For catatonic
creatures, seeing and speaking are magical abilities. Seeing does
not require physical eyes. Speaking does not require a tong, lips,
or the ability to breathe.

Natural and magical healing works normally as long as your
current hit point total is above zero. When your hit points drop to
0, natural healing is no longer available. As long as your soul
remains on this plane, only magical healing can restore your hit
points.

There are however several ways that the dead PC and be utterly
destroyed. One such way (that the PCs will encounter on this
adventure) is emersion in the Maggot Pit. This total destruction
results in your essence merging with that of Baator, eventually
becoming a mindless larva in one of the numerous larva pits.
Perhaps to eventually be converted into a lemure, a mindless,
tormented creature - the lowest type of devil.

Catatonic

A character that becomes catatonic drops everything held and collapses,
iconscious but unable to move. A catatonic character has effective Dexterity
and Strength scores of 0 and is helpless, but can see, speak and take purely
mental actions. A winged creature flying in the air at the time that it becomes
catatonic cannot flap its wings and falls. A catatonic swimmer can't swim and
may drown.

Other Dead Souls:

The PC’s are not the only dead souls here. In Baator, these souls
are known as soul shells. They too were brought here after their
death on the Material Plane and provided with new bodies. Also,
like the PCs, they cannot be killed. When their hit points drop to
0, they become catatonic as described above.

A very few of these chose to come here after death, but the great
majority were sent here as punishment. They have been banished
to the Nine Hells for their sins, they are dead and will indeed "rot
in hell for all eternity". They can't die there, because they're already
dead. But they can endure torture and flames and all that good
stuff associated with an eternity of punishment.

Those that have managed to avoid losing all of their hit points will
be found here behaving much as they did on the Material Plane.
But eternity is a long time and even the most cautious will
eventually have a very unlucky day and become catatonic.

The catatonic dead are far more numerous than those that are
not. They can be found everywhere and in many unpleasant
circumstances.

Living Beings From Other Planes:

These guys are “just visiting” in Hell for some reason.

Anyone from the Material Plane that plane-travels to Baator, or
that has traveled here by way of a portal from another plane, can
die here just as they would on the Material Plane.

One exception is anyone that has traveled here using an Astral
Projection spell. When this person is killed here he simply
disappears along with all of his equipment and returns to his
original body, wherever it resides.

“Outsider” creature types from some other plane (such as Angles,
for example) that are slain while on Baator disappear and, 99 years
later, return to their original plane, in their original form, at full
hit points.

Beings That Call This Place Home:

There may be some confusion here because devils are sometimes
found on the Material Plane, usually as the result of being
magically summoned there. When they are killed on the Material
Plane a slain devil returns to Baator 99 years later, in its original
form, at full hit points.

Most of the native creatures on Baator are Devils of one type or
another. This plane also contains some native flora and fauna.
Regardless of their creature type, native creatures that are killed
here are fully and forever destroyed. Devils that are killed here
typically devolve into a puddle of foamy, stinking ooze.
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Welcome to Avernus

The PCs awake to find themselves lying on a hard rocky ground,
read or paraphrase the following:

You open your eyes to a rocky wasteland, stretching out
endlessly to mountains along the horizon in all directions. Their
Jageed peaks stab up into the blood-red sky. The air is hot and
still. It smells of rot and decay. The ground is a jagged
amalgamation of dirt, bones, metal, and volcanic soil - all caked
in blood. It appears to be littered with the detritus of countless
battles. Here and there you see blood trickling out of the ground
in vein-ike streams. The sky is starless, full of choking smoke,
and it glows a dark red due to balls of flammable gas that are
floating about or streaking across the sky, randomly exploding as
fireballs. The exploding of these fireballs are the only sounds you
can hear, apart from the occasional distant screams that seem be
coming from all directions.

The PCs are at full hit points and abilities. They have all of the
positions with them that they had when they died. Users of magic,
whether divine or mundane, realize that they have access to all the
spells that they started with on the day of their death (was that just
this morning?), regaining any that they cast that day. Holy symbols
have been replaced by non-descript two inch long twigs of
boxwood. Any holy signs or symbols of faith on their clothing
have all been removed, as if they never existed. All of their armor
and weapons are still as they last were. Magical items still function.
They also find all arrows and other range weapon ammunition
restored to the number they had at the start of their last day on
the Material Plane.

Give them a few minutes to look around. There is no indication
of north or south, every direction looks pretty much the same.
There is no way to tell what time it is.

Lemure Attack

Before much time passes, they are attacked by a group of lemures.
Read or paraphrase the following:

You notice several creatures moving in your direction. When
they see you they surge forward, They are about 5 feet tall and
are not unlike a molten mass of flesh oozing across the ground.
They have a human-shaped head and torso, but their bodies are
a shapeless mass below the waist. A permanent expression of
anguish twists across their faces as they move straight up to you
and attack with their claws.

Lemures are mindless and cannot communicate. They have only
recently emerged from a larva pit and have been wandering
around aimlessly. Being mindless, they fight to the death. When
killed they devolve into a puddle of foamy, stinking ooze.

The number of lemurs in this group depends on the party’s tier
(refer to “scaling the adventure” above).

Apprentice tier: To determine the number of lemurs that attack
the party, divide the number of player characters in the party by 2,
rounded down (minimum 1).

Expert tier: The number of lemurs equals 4 times the number of
PCs in the party.

Paragon tier: The number of lemurs equals 4 times the number of
PCs in the party. Also, for Paragon tier parties, after the first
round read of paraphrase the following:

As you are dispensing with these seemingly mindless blobs, from
out of the sky comes a large leather winged beast. As it draws
nearer, you can see that it has three heads - goat, lion and
dragon. It attacks with its fire breath before it lands and attacks
with all three heads.

This creature is a Chimera. It ignores the lemurs while attacking
the PCs in an attempt to destroy them and collect any treasure
they may be carrying. Meanwhile the lemurs continue to attack the
PCs. The lemurs have no interest in the chimera.

Herfik the Silent arrives

After the party has rested from the battle, read or paraphrase the
following:

You notice a single humanoid figure approaching. It is hooded
and walking slowly. As it gets closer you can see that he is about
7 feet tall and has a blotchy yellow cast to his skin. As he
approaches, he pulls back his hood to reveal his tall, thin face
with shaved head and yellow, emotionless, eyes.

“You are late,” he says. “You should have been here days ago.
“My name is Herfik. I'm your guide.”

The approaching figure is a Githzerai, Herfik the Silent foretold of
by the angle.

The PCs are free to dismiss him and continue without his
assistance, but this should be discouraged as he should prove to be
quite helpful. If dismissed, he will first give them the brass chain
(see below), then he will wish them well, activate his ring of
invisibility and leave never to be seen again. If the PCs attack him,
he will defend himself but at the first opportunity he will drop the
brass chain before disappearing and leaving.

DM NOTES: When Herfik accepted this job to be their guide, he
had to promise not to reveal to the PCs who their benefactor is.
Use Herfik’s stats as a guide to his actions. His alignment is Lawful
Evil, with an emphasis on Lawful. He takes his job seriously but he
doesn’t feel that he is being paid enough to fight for the PCs. He
is a Githzerai and he is an 8th level Rogue. His stats can be found
in a reference sheet at the end of the module. He has been well
paid to act as their guide on this quest. He doesn’t really care if
the PCs survive or not, but he will keep them from getting lost
and show them the way to their destination. He will answer any
questions that they have to the best of his ability and will generally
give them good advice if asked, but if they choose to ignore his
advice, he really doesn’t care. He arrived here from the plane of
Limbo several years ago and has made a sizeable fortune serving as
a guide through Avernus for travelers of various sorts. Despite his
name, he is quite talkative and knows a lot about this Plane. He
refuses to fly by use of any magic or magical device, and he warns
the PCs against it.

If the party doesn’t run him off, after introductions, read or
paraphrase the following:
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Herfik pulls out a chain about three feet long made of thin 2
inch diameter brass links. The chain is formed into a loop which
can be worn as a necklace or sash. He hands it to the closest PC.
“This is your way home,” he says. “Guard it well. Without this
you are no better than the soul shells. That is what the devils call
the walking dead, the poor wretched creatures that have been
condemned by their gods to spend eternity here. The only
difference between you and them is that you can leave whenever
you want to. Simply touch this chain and wish to leave. It will
take you and all that you carry. Any one not touching the chain
at the time will be left behind.”

Token of Recall

The brass chain is a Token of Recall. This magical item takes you to the plane
that it is attuned to. You arrive at whatever location is embedded into the
token. This token has been enchanted for a single-use. In this case it takes
one or more creatures to the “pocket” plane where you met the astral deva
Maloshi. If the PCs return there with the Dragon Globe they will be returned to
the Material Plane (refer to “Concluding the Adventure”), if not they will be
thanked for their effort and sent to the plane that was their original destination
when they died. You must be in physical contact with the chain to activate it. It
will affect you and touched objects or other touched willing creatures.

Continuing:

Herfik pulls out a leather pouch and hands it to the closest PC.
“Your benefactor has offered to pay your expenses for the trip.
Whatever you don’t use you can keep as part of your reward.”

On examination, the pouch is found to be full of rubies and
emeralds, each worth about 100 gp. The pouch contains a number
of gems whose total value is [200 times the party’s TPL] gp. For
example; if the party’s TPL is 24, the pouch contains 6,000 gp
worth of gems. (Refer to “Scaling the Adventure” above for how to
calculate the parties TPL).

Herfik says, “When they are close enough, devils can smell death
on you and most will simply ignore soul shells. But they won’t
ignore you if you attract their attention, so don’t.

“Some devils do seek out soul shells for the sheer pleasure of
devising more devastating and painful tortures. Most, if they
bother with soul shells at all, will simply destroy them, adding
another soul to a larva pit.

“The devil that stole the Dragon Globe is Selakon. He is a 12-
toot-tall insectlike beast they call an ice devil. He is accompanied
by three shorter devils that look a lot like gargoyles. These are
called Abishai.

“Come, we need to get going.”

Herfik heads off in a seemingly random direction at a brisk walk.
Far ahead you begin to make out a cluster of buildings, though it’s
impossible to judge just how far away it is.

If asked how he knows who stole the Dragon Globe:

“An acutance of mine overheard him bragging about 