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Dal’Sarnquin, ancient red dragon (D)
2 balors (B)
3 great f lameskulls (F)

Setup
When the PCs arrive, Dal’Sarnquin is in the middle 
of the final epic spell that will propel him to demigod 
status. Using powerful magic, he has captured the 
aspects of six good-aligned deities—entities derived 
from their divine essence. (The aspects are in the 
squares marked A on the map.) The dragon plans to 
destroy them and use the energy to boost him over 
the last hurdle into godhood.
 The great f lameskulls begin hidden behind the 
dragon; don’t place them unless the PCs make the 
Perception check to see them.
 If any efreets f led here from area 2 and had time 
to rest, they begin this encounter with a number of 
hit points equal to their bloodied value.

When the characters round the corner into the 
room, read:
A blast of superheated air hits you in the face. Ahead is an 
immense cavern with a high ceiling of black basalt rock, 
from which streams of lava pour down, forming pools and 
rivers on the f loor. In the back sits a massive red dragon, 
eyes burning like hot coals, surrounded by six large angelic-
looking figures with their heads down. Flanking this group 
are two demonic creatures wreathed in f lames.

Perception Check
DC 30: The way the six figures are arranged makes it 
apparent that there were once eight in the circle.
DC 35: Three small objects f loat behind the dragon.

Religion Check
DC 21: The angelic figures are aspects of deities—specifi-
cally, Avandra, Bahamut, Corellon, Erathis, Moradin, and 
Pelor are represented. 
DC 30: The aspects appear to be bound by strands of 
necrotic energy.

Tactics
Dal’Sarnquin tries to complete the ritual while fight-
ing the PCs. He charges straight at them and uses his 
breath weapon on as many as possible, spending an 
action point if necessary. He knows the signs of fall-
ing lava and automatically avoids it when f lying over 
a lava pool or river. On round 2, he uses his frightful 
presence and spends his second action point to use 
double attack against the same target from the first 
round, if possible. If he drops below 1,000 hit points, 

he uses essence absorption to destroy one of the aspects 
and gain the benefit of a healing surge. If he destroys 
all six aspects, all his powers automatically recharge 
and he is restored to full hit points.
 The balors hope to be the highest in the dragon’s 
new order when he ascends and fight to the death for 
him. If they can position themselves correctly, they 
use f lame whip to drag a PC into a pool of lava.
 The great f lameskulls target PCs according to the 
dragon’s instructions, lobbing firestorm to try to catch 
three or more in the burst at once. They do their best 
to stay out of melee.

Dal’Sarnquin (D) Level 30 Solo Soldier
Ancient red dragon 

Gargantuan natural magical beast (dragon) XP 95,000

Initiative +24 Senses Perception +26; darkvision

Inferno (Fire) aura 5; creatures that enter or start their turns 

in the aura take 20 fi re damage. Creatures in the aura have 

concealment against ranged attacks.

HP 1,390; Bloodied 695; see also bloodied breath
AC 48; Fortitude 48, Refl ex 43, Will 42

Resist 40 fi re

Saving Throws +5

Speed 12, fl y 12 (hover), overland fl ight 15

Action Points 2

m Bite (standard; at-will) ✦ Fire
 Reach 4; +37 vs. AC; 2d12 + 12 plus 6d6 fi re damage.

m Claw (standard; at-will)

 Reach 4; +37 vs. AC; 2d12 + 12 damage.

M Double Attack (standard; at-will)

 The dragon makes two claw attacks.

M Tail Strike (immediate reaction, when an enemy moves to a 

position where it flanks the red dragon; at-will)

 The dragon attacks the enemy with its tail: reach 4; +35 vs. 

Refl ex; 4d10 + 12 damage, and the target is pushed 3 squares.

R Immolate Foe (standard; recharge ⚄ ⚅) ✦ Fire
 Ranged 20; +35 vs. Refl ex; 4d10 + 10 fi re damage, and ongoing 

15 fi re damage (save ends).

C Breath Weapon (standard; recharge ⚄ ⚅) ✦ Fire
Close blast 5; +35 vs. Refl ex; 4d12 + 10 fi re damage, and the 

red dragon makes a secondary attack against the same target. 

Secondary Attack: +33 vs. Fortitude; the target’s fi re resistance 

is negated until the end of the encounter. Miss: Half damage, 

and no secondary attack.

C Bloodied Breath (free, when first bloodied; encounter) ✦ Fire
 The dragon’s breath weapon recharges, and the dragon uses it 

immediately.

C Frightful Presence (standard; encounter) ✦ Fear
 Close burst 10; targets enemies; +35 vs. Will; the target is 

stunned until the end of the dragon’s next turn. Aftereff ect: The 

target takes a –2 penalty to attack rolls (save ends).

Essence Absorption (standard; recharge ⚄ ⚅)

 If an aspect of a nonevil god is within 30 squares of 

Dal’Sarnquin, he can destroy it and gain the benefi t of a healing 

surge.

Alignment Evil Languages Common, Draconic

Skills Bluff +24, Insight +26, Intimidate +29

Str 34 (+27) Dex 25 (+22) Wis 22 (+21)

Con 30 (+25) Int 18 (+19) Cha 19 (+19)
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Features of the Area
 Illumination: The pools of lava cast bright light 
throughout the entire chamber.
 Ceiling: The ceiling in this area is 50 feet high.
 Lava Pools/River: Each creature standing adja-
cent to a square of lava takes 3d8 + 10 fire damage. 
Each creature that moves or is moved into a square of 
lava (see Catching Yourself, PH 284) takes 5d12 + 9 
fire damage and ongoing 20 fire damage (save ends).
 Lava Streams: At random intervals, globs of lava 
fall from the ceiling. Anyone f lying over a pool or 
river risks being hit by a glob. The PCs can avoid 
them with a DC 30 Dungeoneering check; otherwise, 
there is a 25% chance for each square crossed that 
a glob attacks (+32 vs. Reflex, 3d8 + 10 fire damage 
and the target is knocked prone to the ground in that 
square, taking falling damage if applicable, and is 
immobilized [save ends]).
 Aspects: When the encounter begins, six aspects 
remain, rendered helpless by necrotic bindings. 
Dal’Sarnquin destroys them as described in “Tactics” 
unless they are freed. The PCs can free an aspect by 
dealing at least 20 radiant damage to it in 1 round, 
breaking the bindings and sending them home. Area 
spells can release multiple aspects as long as each 
takes at least 20 radiant damage.
 Treasure: The dragon has spent most of his hoard 
on preparing for the ritual. What’s left is piled in 
the back corner of the room: 20,000 pp; 25 ad; 10 
art objects worth 50,000 gp each; and a level 30 
magic item.

2 Balors (B) Level 27 Elite Brute
Huge elemental humanoid (demon) XP 22,000 each

Initiative +17 Senses Perception +23; truesight 6

Flaming Body (Fire) aura 2 (aura 3 while the balor is bloodied); 

enemies that start their turns in the aura takes 10 fi re damage 

(20 fi re damage while the balor is bloodied).

HP 624; Bloodied 312; see also death burst
AC 42; Fortitude 46, Refl ex 39, Will 40

Immune fear; Resist 40 fi re, 20 variable (3/encounter; see 

“Resist,” Monster Manual, page 282)

Saving Throws +2

Speed 8, fl y 12 (clumsy)

Action Points 1

m Lightning Sword (standard; at-will) ✦ Lightning, Weapon
 Reach 3; +32 vs. AC; 2d10 + 10 lightning damage, or 3d10 + 30 

lightning damage on a critical hit.

M Flame Whip (standard; at-will) ✦ Fire, Weapon
 Reach 5; +30 vs. Refl ex; 3d8 + 5 fi re damage, and ongoing 

5 fi re damage (save ends). Also, the target is pulled into an 

unoccupied space adjacent to the balor.

M Fire and Lightning (standard; at-will) ✦ Fire, Lightning, Weapon
 The balor makes a lightning sword attack and a fl ame whip 

attack.

Demonic Accuracy (free, when the balor misses with an attack; 

encounter)

 The balor rerolls the attack and gains a +5 bonus to the roll.

C Death Burst (when reduced to 0 hit points) ✦ Fire
 The balor explodes in a burst of fl ame: close burst 10; +29 vs. 

Refl ex; 7d10 fi re damage. Miss: Half damage. The balor and its 

weapons are completely destroyed.

Alignment Chaotic evil Languages Abyssal, Common

Skills Bluff +20, Insight +23, Intimidate +20

Str 30 (+23) Dex 19 (+17) Wis 21 (+18)

Con 32 (+24) Int 12 (+14) Cha 14 (+15)

3 Great Flameskulls (F) Level 24 Artillery
Small natural animate (undead) XP 6,050 each

Initiative +19 Senses Perception +22; truesight 6

HP 174; Bloodied 87

Regeneration 10

AC 37; Fortitude 34, Refl ex 39, Will 37

Immune disease, poison; Resist 20 fi re, 10 necrotic; Vulnerable 

5 radiant

Speed fl y 10 (hover)

m Fiery Bite (standard; at-will) ✦ Fire
 +26 vs. AC; 1d4 damage plus 2d6 fi re damage.

R Flame Ray (standard; at-will) ✦ Fire
 Ranged 20; +28 vs. Refl ex; 2d8 + 10 fi re damage, and the 

target is dazed until the end of the great fl ameskull’s next turn.

A Firestorm (standard; encounter) ✦ Fire
 Area burst 4 within 20; +27 vs. Refl ex; 3d6 + 10 fi re damage. 

Miss: Half damage. The fi restorm blocks line of sight, deals 10 

fi re damage to any creature that starts its turn in the area, and 

disappears at the end of the great fl ameskull’s next turn. The 

great fl ameskull can exclude allies from the eff ect.

Mage Hand (minor; at-will) ✦ Conjuration
 As the wizard power mage hand (PH 158).

Illumination
 A great fl ameskull sheds bright light out to 5 squares, but it 

can reduce its brightness to dim light out to 2 squares as a free 

action.

Alignment Unaligned Languages Common, one other

Skills Stealth +24

Str 10 (+12) Dex 25 (+19) Wis 21 (+17)

Con 24 (+19) Int 30 (+22) Cha 28 (+21)
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