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FEW VILLAINS throughout the history of 
the DUNGEONS & DRAGONS® game have a legacy as 
daurJting as that ofAcererak the demilich. From the 
earliest days of the game, tales of his lair have spread 
throughout populations of bold characters and fasci
nated players alike. It was a short adventure that first 
introduced Acererak and his penchant for fiendish 
traps, but that adventure's name has lived on through
out every incarnation of the game. You know it, of 
course, as Gary Gygax's original Tomb ofHorrors. 

It's time to bring Acererak's legacy to today's garners. 
The 4th Edition Tomb ofHorrors is not a simple con

version of the original adventure. Why not? In addition 
to the fact that many players are familiar with the origi
nal adventure in one way or another, the game play 
and design aesthetics ofthe game have evolved over the 
various editions; it would be doing both the 4th Edition 
game and the original adventure a disservice for us to 
simply convert the latter to the former and call it a day. 

Instead, this adventure involves the characters in 
Acererak's ongoing schemes, exploring not one but 
three other "tombs of horror," created by the demilich 
for his own inscrutable purposes. Like the 2nd Edi
tion game's boxed set Return to the Tomb ofHorrors by 
Bruce R. Cordell, this adventure builds on Acererak's 
legacy and finds inspiration in the original. 

We hope we've done a good enough job that you, 
your players, and their characters-those who survive
will agree that we've created something worthy of the 
"Tomb of Horrors" title. 

.--.-.-.-.- .-.-.- .- -.

A HISTORY OF HORROR 


Acererak was born of the union between a balor 
named Tarnhem and a human named Kecethri. 
Kecethri raised Acererak at the fringes ofsociety, 
afraid ofwhat might occur if the people of her town 
learned of her son's half-demon heritage. But they 
did find out, and in his tenth year, Acererak could 
only watch as a mob lynched his mother and burned 
their home to the ground. Only Acererak's inhuman 
nature allowed him to survive long enough to flee. 

The events ofhis life between his childhood 
escape and his reemergence as a potent wielder of 
arcane powers are vague. Some claim that he began 
searching at a young age for a means of becoming 
undead, to escape the life he found so wretched . 
Other tales maintain that Acererak apprenticed with 
none other than Vecna himself, while the latter was 
still a Iich and had not ascended to divinity. 

Whatever the truth, Acererak resurfaced as a 
worshiper of Orcus, using the cult's resources to 
construct a number oflairs and tombs-the most infa
mous ofwhich would become known as the Tomb of 
Horrors. Some sources claim that Acererak was using 
Orcus's worshipers to complete his own schemes, and 
that he felt no true loyalty to the demon prince. 

During this time, Acererak relocated to Bael 
Turath, finding some acceptance from the tieflings, 
who, though connected to devils rather than demons, 

US1NG TH1S ADVENTURE 

This adventure is not a single set of encounters designed 
to be run consecutively. Instead, its structure allows you 
to weave Acererak's schemes throughout an ongoing cam
paign by presenting four separate adventures intended 
for different levels. Thus, it becomes a recurring plotline 
throughout most of the characters' adventuring careers, 
allOWing Acererak's presence to loom over the characters 
for far longer than a single adventure. If you choose to 
run these adventures at a "standard" difficulty, Chapter 1 
is intended for 10th-level, characters, Chapter 2 for 14th
level characters, Chapter 3 for 17th-level characters, and 
Chapter 4 for 22nd-level characters. However, the Tomb of 

Horrors adventures are known for their extreme difficulty; 
if you want to set that tone, consider running each chap
ter with player characters who are about two levels lower 
than the standard requirement. 

To run this adventure, you need the DUNGEONS & DRAGONS 

Player's Handbook®, Monster Manua/fl
" and DunBeon Master's 

Guide!!>. Some of the material in this book is drawn from 
Monster Manual~ 1, Adventurer's Vault'", Open Grave: Secrets 
of the Undeacf", Manual ofthe Planes'", Droaon®magazine, 
and various adventures; these books, although helpful, 
are not essential for play. D&D®DunBeon TIles and D&D® 
Miniatures can also enhance your play experience. 



were more accepting of those who had mixed and 
otherworldly parentage. He. in turn. related to them 
better than he did to any other race. due to their 
ability to appreciate his heritage. He dwelt among 
them. feeling at least partly at home. but he knew that 
this relative peace could not last. It was during that 
time that he first began studying the methods and 
means of becoming a Iich. (If they played through the 
Revenae of the Giants" adventure. your players-albeit 
probably not their current characters-might have 
helped Acererak take a vital step along that path.) 

Once he attained lichdom. Acererak ceased paying 
homage to Orcus. lending credence to the notion that 
his worship had never been more than a means to 
an end. He confined himself to his tomb, spending 
years in study and honing his powers to prepare for 
his ultimate triumph. Eventually. his undead body 
wasted away. leaVing him as a demilich-an animated 
skull-and still he prepared. 

Slowly. Acererak allowed rumors of his tomb. and 
the great treasure supposedly buried there. to spread. 

.- -. - - .-.--.- .-- _ ._- --.-_.--.

WHEN THE DEAD SCHEME 

The wise understand that substantial power can 
be found among the souls of the dead. For ages. the 
Raven Queen. Orcus, and Vecna have competed for 
this power. hoping to learn what lies beyond the veil 
ofdeath through which even the gods cannot peer
or. at least. to control the Oow of souls. and energy. 
beyond that veil. redirecting them to their own ends. 

Acererak hasn't changed his stripes either; as 
before. he seeks to use powerful rituals to obtain 
power over the entire world. But the demilich knows 
better than to compete with divinity. He lets the gods 
and devils squabble over the souls of mortals while 
he seeks his power among the souls ofdivine beings. 

Acererak knows that history has shown that 
even the gods can die: Tuern the war god, slain by 
his brother Bane; Nerull. whose throne the Raven 
Queen now occupies; Amoth. thrown down by Orcus. 
Demogorgon. and Rimmon; all-seeing Semuet. whose 
body remains inhabited by the Far Realm essence 
Kabu-Athla; and, ofcourse. He Who Was, murdered 
by rebellious Asmodeus. These, and others who are 
lost to time. have proved that the "immortal" gods are 
nothing of the kind. and it is from this fact that Acer
erak seeks to draw power. None can say whether the 
spirits ofgods pass on to an afterlife as mortals do, but 
the power they once held must still be present. and the 
demilich is determined to make that power his own. 

Acererak has spent years preparing himself. per
forming rituals. ensuring that the stars are aligned. 
and constructing his great eldritch engines. These 
engines are more than just machines. They contain 
devices ofalchemical and arcane nature. as well as 

Utilizing his tomb. the dying city ofMoil in the Z 
Shadowfell. and his Fortress of Conclusion in its own 0 
pocket dimension. Acererak planned to use the souls 
of the world's greatest heroes to empower a ritual 

I
U::l 

that would allow him to take possession of all undead Cl 
throughout the planes. granting him true immortal 0 
ity and sufficient power to ensure that all the living ~ 
would suffer as he himselfhad suffered . Z 

As it happened. Acererak underestimated the skill 
of the final group of adventurers to brave his tomb. and 
they were able to thwart his efforts. The demilich's 
ritual was disrupted. the device he used to store the 
soul energy was destroyed. and Acererak was all but 
obliterated-his essence left to Ooat in the void between 
planes. powerless and helpless for all time. 

Or so everyone believed. 
Though it took him decades. Acererak has 

resumed his physical form through sheer force of 
will . plotting a new scheme during that period that 
could potentially gain him even more power than he 
had before . 

.--._._- .-.-.

structures and complexes constructed in specific pat
terns whose inner surfaces are covered in thousands 
ofarcane runes. all with a single purpose-to channel 
e1dritch energy to Acererak for his use. 

Each engine also contains enough traps, puzzles. 
and monsters to keep meddling fools, especially those 
of the adventurer variety that has plagued him in the 
past. from learning the truth of the engines' purpose. 
Acererak. after all. has his own way of doing things. 

Given time. these engines constructed as dun
geons will channel enough planar energy to Acererak 
to allow him to absorb the lingering power ofhistory's 
dead gods-and even the living gods can scarcely 
imagine what the demilich might do with such power 
at his command. 

POEMS AND PUZZLES 
So why, if he's so eager to prevent anyone from interfering 
with his schemes, does Acererak leave poems and clues 
for meddling adventurers to find? Rather than filling the 
dungeons with puzzles, why not seal them away entirely? 

Acererak is, frankly, insane ... and always has been. He's 
a being of almost godlike power and a schemer on par with 
the most devious of devils. But buried away at the core of 
his soul, so deeply that even he is not aware of it, is the 
psyche of a young cambion boy who is furious at the world 
that so terribly mistreated him. It's not enough for Acererak 
to win; he has to prove his superiority by saying, "I gave you 
a chance, and you still weren't smart enough to beat mel" 
All his arrogance, and also the dues and hints he leaves 
behind, stem from this Single unshakable compulsion. 



This adventure occurs not only in different regions, 
but in different planes. To most effectively capture 
and control the vast power he seeks, Acererak must 
draw on multiple types of energy. From the Feywild, 
he taps the essence of nature and life itself, which 
will enable him to more easily contain the divine 
power he plans to absorb. From the Shadow fell, he 
draws the energy ofdeath and spirit, which he will 
use to bond the divine power to his undead form. 
From the broken astral dominion of Pluton, former 
domain ofNerull, he draws the power of the dead 
gods from the ambient Astral Sea. 

Severing Acererak's access to the Feywild and the 
Shadowfell at this point won't prevent him from com
pleting the ritual-he has already absorbed too much 
energy, and he has secondary complexes in both 
planes that , though weaker than his primary tombs, 
can at least prevent his rituals from collapsing-but it 
will slow him down, because he'll be forced to devote 
more effort to keeping the divine energy in check. 

Discovering and stopping Acererak's plans is an 
adventure that has four parts. 

Chapter 1: The Garden of Graves has the player 
characters begin investigating some oddness in the 
behavior of the local wildlife and the local fey. After 
traveling to the Feywild, the characters must navigate 
through a tomb complex constructed from stones 
taken from fey burial cairns. Winning through, the 
characters come to learn that they have impeded and 
interfered with the plans of some greater power, but 
not who or what that power might be. 

Chapter 2: The Tomb ofShadows takes the 
characters to the city ofMoil in the Shadowfell as part 
ofan investigation into a plague ofundead. Moil, the 
City that Waits, is slowly sinking into a bog ofnecrotic 
energy, and the characters soon find themselves within 
another tomb complex that has been built under the 
surface of this necrotic sludge. During their adventures 

within this tomb, the characters learn that their recur
ring foe is none other than the infamous lich Acererak. 

Chapter 3: Skull City brings the characters to 
the original site of the Tomb of Horrors to further 
investigate Acererak's plots and gain inSight into the 
demilich's plans. The characters must navigate the 
labyrinthine streets, and the even more complicated 
factional politics, of the City. By asking the right ques
tions and following the right leads, the characters 
learn the truth of what Acererak is trying to accom
plish. They also discover that the original tomb is an 
abandoned ruin that has had its magic and powers 
drained by the demilich for his nefarious purposes. 

Chapter 4: Dead Gods' Tomb occurs within 
the shattered dominion of Pluton as the characters 
follow clues from their previous adventures (and any 
other linking adventures you include) that lead to 
Acererak's lair. Fighting through the denizens of this 
horrific domain, the characters confront Acererak 
to put a stop to his ritual. If they succeed, it is not the 
end, however, because Acererak's true body is not 
present. The characters must track him down one last 
time, while he remains vulnerable, and engage him 
in a final battle to rid the world of his evil forever. 

PLANAR CROSSOVER 
The tombs in the Feywild, the Shadowfell, and 
Pluton, as well as the original Abandoned Tomb, 
are linked by the energy that Acererak is channel
ing through them (or, in the case of the Abandoned 
Tomb, the energy that has already been drained from 
it). Characters who succeed on an Arcana check to 
detect magic in one tomb might receive flashes or 
visions of one of the other tombs, and each tomb 
has one or more sections that exist in one of the 
other planes. (For instance, entering one particular 
building in the Feywild complex briefly depOSits the 
characters in a similar structure in the Shadowfell, in 
Pluton, or in the Abandoned Tomb.) Information on 
these visions (and the other tombs) can be found in 
each individual chapter. 

HOW TO USE TH1S ADVENTURE 

This adventure can be used as an ongoing plotline during 
a long-term campaign and is written with that purpose in 
mind. However, you can also use each chapter as its own 
individual adventure without links to any larger plodine; 
you only need to come up with some other villains and 
motivations, or modify Acererak's current motivations. 

Each chapter begins with a synopsis and plot hooks. 
The events and overview of the adventure are shown next, 
followed by encounter areas and "pOint of view" artwork 
that you can show your players. This book also contains 
a pull-out poster map that is depicted in several of the 
adventure's encounters and rendered in a scale intended 
for use with D&D Miniatures. 

You should read through the entire adventure at least 
once, because secrets and dues are revealed throughout. 
At the least, you should familiarize yourself with the 
introduction and overview sections of the first chap
ter to form a solid idea of how events play out. Look 
through the first few encounters as well. You can then 
read through the further encounters as the characters 
progress. Repeat this process for each chapter as your 
campaign nears the appropriate level. Once you're ready 
to begin, provide your players with one or more of the 
adventure hooks from the chapter you're running, and 
you're ready to go. 



LEARNING EXPERIENCES 
Some encounters in this adventure can be solved 
through either a skill challenge or combat; those 
encounters specify that the characters gain XP for suc
ceeding on the challenge or for winning the combat, 
but not for both. This prevents characters from gaining 
experience for overcoming the same encounter twice. 

Similarly, the opportunity exists in some chap
ters for the characters to engage in skill challenges 
to question foes, obtaining information either from 
prisoners or their bodies (using the Speak with 
Dead ritual). Characters gain experience for these 
challenges only if they undertake them for a legiti
mate reason. For instance, if the characters capture 
multiple foes in an encounter and gain all relevant 
information by questioning one of them, they don't 
gain another reward for questioning a second one. 

PUZZLING IT OUT 
"This dungeon has more tricks and traps than it has 
monsters to fight," Gary Gygax writes in the original 
Tomb ofHorrors. "This is a thinking person's module, 
and ifyour group is a hack and slay gathering, they 
will be unhappy." 

The Tomb ofHorrors adventures are well known 
for presenting puzzles to challenge the players, not 

just their characters. Rather than solving problems 
through die rolls, the players had to figure out the 
meanings of subtle clues and think their way out of 
trouble. 

No homage would be worthy of the "Tomb of 
Horrors" name ifit didn't present the same sorts of 
challenges. Throughout this adventure, you'll find a 
smattering of puzzles that require great thought not 
only from the characters, but also from the players. 

Not everyone is accustomed to that sort ofgame 
play. Ifyour players seem truly stuck on a challenge, 
and they've given it their best try but the game has 
ground to a halt, consider allowing a skill check-not 
to solve the puzzle, but to gain a hint. For instance, 
if the cha racters are at location 13 of the Garden of 
Graves and don't think to refer back to the sundial 
at location 9, you might allow an Intelligence check, 
and on a success, then say, "The numbers along the 
wall are sculpted almost exactly like the numbers you 
saw on the sundial." 

These types of checks should have a moderate DC 
for the encounter's level (Dungeon Master's Guide, page 
42). Give these sorts ofhints only if the players are 
truly stymied and only ifyour group would appreci
ate them; some players might prefer to succeed or fail 
without any aid from you. 

STEP AND OlE 

The original Tomb ofHorrors was known for its lethality. Many 
of its traps and tricks were unforgiving and could easily kill 
a character who made a Single wrong choice or poor die 
roll. Although this style of play is not popular with most 
garners, who prefer their characters to have more of a fight
ing chance, there are those who do enjoy such challenges. 

If this adventure as written doesn't strike you as tough 
enough, consider making the following alterations. These 
changes are not mechanically balanced by the game rules, 
so be prepared for a lot of character death-and make 
absolutely certain that your entire group wants such an 
experience. 

Player Skill Only: Don't allow Intelligence checks or 
skill checks to help the characters solve riddles or puzzles. 
If the players cannot figure them out, they're stuck. If you 
go this route, you run the risk of bogging the game down 
in spots where the characters aren't dead but cannot con
tinue, but it does invoke the feel of the original adventure. 

Bolster Trap Damage: Whenever a trap or a hazard 
causes damage, increase the damage by half. Do not make 
this adjustment for monsters, unless those monsters are 
summoned or created by the trap, puzzle, or skill challenge 
(such as the mad wraiths in the encounter on page 26). In 
those cases, since the creatures are essentially part of the 
trap, modify their damage accordingly. 

Recovery: Although some of the dungeons throughout 
this adventure already have some restrictions on resting, 

you might decide that the necrotic energy and other magic 
of Acererak's tombs make healing and recovery difficult. 
If the characters rest within the Garden of Graves, the 
Shadow Tomb, or anywhere in Pluton, they recover one 
less healing surge for each consecutive extended rest they 
take in those locations. So, for example, they regain their 
total healing surges minus one after the first extended rest, 
they recover their total healing surges minus two after the 
second extended rest, and so on. 

As an alterative (or in addition to the previous limita
tion), any character who takes an extended rest in these 
locations does not gain an action point after that rest. 

Quick Death: Due to the magic and necromancy of 
Acererak's minions and tombs, a character who is reduced 
to 0 hit points or fewer while within any of the locations 
detailed in this book dies after failing fewer than three 
death saving throws. For a greater risk of death, consider 
changing the death saving throw limit to two, or one while 
the characters are in Pluton. 

Terrifying Soul Drain: According to the rules for Acer
erak's drain soul power (Open Grave, page 201), a creature 
whose soul is destroyed can still be brought back to life 
by a Raise Dead ritual. Acererak and the creatures serving 
him use this drain soul power throughout the adventure. 
You could decide that a creature whose soul is destroyed 
this way cannot come back by means of that ritual, or 
through any other revivifying method. 



FOR ACERERAK'S schemes. it is not enough 
to draw upon the strength of the dead deities whose 
power he plans to usurp, or to focus upon the necrotic 
energy that empower his own unliving form. To fully 
absorb and control these powers that will allow him 
to manipulate reality, the demilich must also tap 
into the energy of nature and life-the essence of the 
world. 

For this reason. Acererak came to the Feywild . and 
it is there that the characters-albeit aCcidentally and 
unknowingly-will interfere with the machinations of 
this most ancient foe . 

Chapter 1 begins in the mortal world , where the 
characters experience an encounter that is strange 
even for an interaction with the fey. Following up 
on this encounter. whether immediately or in a later 
adventure. the characters find themselves drawn 
through a fey crossing into the Feywild . While in that 
realm. they must confront a number ofchallenges 
and puzzles- placed before them by the fey and by 
Acererak. though the characters do not yet know of 
his involvement- to win through to the heart of the 
tomb located in the Garden ofGraves. Once they 
enter the tomb. the characters receive their first real 
clues that they have become involved in something 
far larger than a single isolated event. 
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The events of the Garden ofGraves are intended for a 
group of 10th-level characters ifyou want the adven
tu re to prove of average to slightly above-average 
difficulty. If, however, you like the idea of making 
this adventure a truly formidable challenge-as befits 
anything worthy of the name "Tomb ofHorrors"
consider running it for a group that is 8th or 9th level. 

A Word of Caution: Although a few hints appear 
here and there for perceptive and well-informed play
ers, the characters do not hear the name Acererak, or 
learn of his involvement, until the events ofChapter 
2 unfold. None of the fey, even those who serve him, 
know Acererak's name. Be careful not to let the name 
slip or otherwise drop hints not included in the text, 
or you'll ruin the surprise. 

BACKGROUND 
The Garden of Graves was the final resting place 
for the dead of Quiet Hall, a faction of the Feywild's 
Gloaming Court (see "Power Play: Arcane's Gloam
ing Path" in DraBon #382). The fey were Ilaid to rest 
in cairns, each ofwhich in turn added to the sanctity 
of the garden. The garden has been the most sacred 
location to the fey of Quiet Hall for centuries. 

It also proved perfect for Acererak's needs. The 
cemetery combined the natural energy of the Feywild 
with the essence ofdeath and decay of the cemetery 
and the magic of the gloaming fey. The demilich 
couldn't have designed a better location himself. 

Acererak's undead invaded, and Quiet Hall stood 
no chance. Several fey, capricious and opportunistic, 
joined with the undead invaders, turning against 
their kinfolk. Others went mad at the corruption of 
their sacred graveyard, becoming raving killers. After 

FORESHADOWING 
A few levels before you run the encounters in this chap" 
~er, consider dropping a few hints that something big is 
approaching-omens that hint at larger challenges. 

The characters hear rumors of fey, or even mundane 
woodland creatures, attacking travelers and small com
munities in areas that have never had such problems 
before. (These attacks are a result of the madness caused 
in some of the Quiet Hall fey by Acererak's corruption of 
their sacred cairns.) 

Fey crossings and even the occasional worldfall 
(Manual ofthe Planes, page 14) become substantially more 
common across the region the characters are in. 

Finally, consider running Encounter W1: Woodland 
Woes an adventure or two before you plan to introduce 
the characters to the Garden of Graves, instead of just 
before the characters enter the Feywild. This encounter 
allows them to experience a taste of events to come .. 

a fierce but futile struggle, Quiet Hall ceded control 
of the garden to the undead in exchange for its occu
pants being allowed to survive. And the garden was 
transformed into a nightmare. 

Acererak's undead and the fey pledged to him set 
out to reshape the Garden of Graves to their master's 
desires. Cairns were unearthed and moved. Some were 
dismantled for their stones, which were combined with 
shattered statues and obelisks as raw material for new 
structures. WaUs were built and adorned with thou
sands ofmystic runes. Acererak performed a dozen 
different rituals, empowering the rebuilt structure to 
draw and channel the energy from its surroundings, 
and also created the various traps and challenges that 
are part and parcel of the demilich's greatest lairs. 

'~'~'--'~'--.--.-.~.--.-

GETT1NG STARTED 

Here are two different hooks you can use to involve 
the characters in Acererak's schemes within the 
Garden of Graves. 

HOOK: CARAVAN CRISIS 
While frequenting a city or town with which they're 
familiar, the characters overhear the tale ofa traveling 
merchant. For months, the merchant has been sending 
occasional caravans ofgoods between local communi
ties. The journey is short and follows major roads, so to 
this point, it hasn't proved all that dangerous, requiring 
only a few guards to ward off the occasional bandit. 

But the last two caravans never reached their 
destinations. Something has changed-something to 
make the route far more dangerous than it has been 
before. Without the trade provided by the caravans, 
the merchant's business will soon go bankrupt, and 
the cities and towns the caravans serve might start to 
suffer shortages. The merchant and other powers of 
the city would appreciate it if someone could find out 
what has happened and make the route safe again. 

Alternatively, rather than having been hired by a 
merchant to find the cause of the missing caravans, 
the characters might be traveling the route them
selves and come across the rem nants of one of the 
caravans-now little more than broken wagons, hap
hazardly strewn goods, and murdered bodies. The 
characters discover one badly injured survivor. If they 
help him, he offers them a reward to find the source 
of the attack and take steps to ensure that the raiders 
cannot harm anyone else. 

QUEST: MAKE THE CARAVANS SAFE 
11th-Level Major Quest (3,000 XP) 
The characters complete the quest if they end the 
threat of the maddened fey by destroying the fey 
engine at location 28 in the Garden of Graves. They 
also receive a monetary reward of 700 gpo 
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HOOK: MESSENGER 
FROM BEYOND 
Not all the members ofQuiet Hall are happy about 
having to give up their most sacred place to an 
undead marauder. At the same time, none are willing 
to confront the invader directly, which would violate 
their agreement and possibly draw his wrath. 

While the characters are camped in the wild one 
night, a breeze suddenly wafts through their camp· 
site. A taJ], pale·skinned eladrin with raven hair, 
wearing leather engraved with shimmering runes, 
steps from behind a nearby tree. He holds his arms 
out , palms up, to show that he holds no weapons, and 
addresses the group in Elven. 

"I brin8 you 8reetin8s, stran8ers whom I hope to call 
friends. 1have heard tales ofyour exploits. You should be 
proud indeed,for my home lies far from here, and only the 
names ofworthy mortals reach my ears. 

"I would speak with you on a matter of8reat importance 
to both our peoples. Will you hear me?" 

If the characters agree to speak with him, the eladrin, 
whose name is PaeJias, tells them of the Garden of 
Graves, formerly a holy site and a cemetery for his 
people. He then explains how the site has been cor· 
rupted by a malignant outside power that has taken 
it over and remade the region. driving many of the 
fey mad and enslaving others. He explains that this 
corruption will soon have an impact in this region of 
the mortal world, ifit has not done so already, but his 
people are afraid to fight back by themselves, so he is 
asking for the characters' help. 

QUEST: RECLAIM THE GARDEN 

11th-level Major Quest (3,000 XP) 

The characters complete the quest if they defeat the 

invader of the Garden of Graves and free the garden 

of undead influence. They al so rece ive a monetary 

reward of 700 gpo 


THE FIRST ENCOUNTER 
Regardless of what eventually entices the characters 
to search this region of the woods, they eventually 
encounter the maddened fey firsthand. 

As the characters begin their exploration of the 
woods near the area of the turmoil, read: 
Nothin8 seems hideously wron8 to you, at least not so far. As 
you move throu8h the forest paths, leaves crunch underfoot, 
the canopy casts mottled shadows across your faces, and you 
can hear thefaint sounds ofbirds and beasts in the distance. 
Ifthere is dan8er here, it's keepin8 itselfwell hidden. 

See Encounter WI: Woodland Woes, page 19. 

. --- 0 - __ 0 __ ' _ • ___ ' ___ 0 __ • __ 

FEY CROSS1NG 

How you get the characters from the first encoun
ter to the fey crossing itselfis up to you. You might 
require a few Nature checks or Perception checks 

>(or a brief skill challenge); add a few encounters as u.J 
the characters search; or have the crossing be imme u.. 
diately adjacent to the site of the first encounter. In 
any event, don't make finding the crossing especially 
arduous or difficult. 

When the characters first approach the fey 
crossing, read: 
The sounds of the forest be8in to shift around you, subtly 
atfirst but then with increasin8 intensity. You can almost 
hear words in the son8s ofthe birds and whispers in the rus
t1in8 leaves ofthe trees. 

Ahead ofyou, a number of trees wow t08ether in a 
sin81e clump, as thou8h shunnin8 the company of the rest of 
the forest. Their branches cross and meld overhead,form
in8 a perfect arch, wide enou8hfor two horses side by side. 

Arcana, Nature, or Religion Check 
DC 16: There's ma8ie here; you can sense it. The arch of 
branches sways 8ently as thou8h touched by a breeze, but 
no wind blows past you. The forest is clear, but when you 
peer throu8h the arch, the trees are faintly obscured by a 
thin yet pervasive mist. Surely, what lies throu8h the arch of 
branches is another location-perhaps even another world. 

If the characters followed tracks to arrive here, the 
tracks lead through the archway. 

When the characters enter the crossing, read: 
You feel a sudden lurch, as thou8h you werefallin8, but the 
feelin8 passes even as you find yourself tensin8 up. You're 
standin8 on a narrow trail, which runs throu8h thick 8rass. 
The air is redolent with the scent of8reenery. Trees loom 
over you, with vines and heavyfolia8e strun8 between 
them. Everythin8 seems abnormally clear: Colors are 
bri8hter, sounds are sharper, and objects-for lack ofany 
better way ofthinkin8 about it- are more real. 

Arcana, Nature, or Religion Check 
DC 16: There's no doubt about it;you've heard this sort 
ofeffect described before. You're no lon8er in the realm of 
mortals at all, but stand now within the Feywild. 

The adventure assumes that the fey crossing is a two 
way portal-it's how the maddened fey have been 
reaching the mortal realm-so the characters should 
have no trouble getting home after their excursion 
to the Garden of Graves. Ifyou feel like setting your 
next few adventures in the Feywild , however, you 
might have the portal collapse when the characters 
destroy the fey engine at location 28 . requiring them 
to find some other way back. 
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The Garden of Graves is dangerous, but that doesn't 
mean there isn't room for additional challenges. You 
might want to have the characters encounter some 
opposition between the crossing and the garden, 
you might want to add combat to some of the empty 
locations in the garden, or you could be a fan of 
wandering monsters. Ofcourse, it's possible that the 
characters might choose to explore parts of the Fey
wild outside the Garden of Graves. You can also use 
these additional encounters to increase the experi
ence the characters gain if they manage to bypass 
some of the other challenges. 

ACERERAK'S SLAVES 
Due to Acererak's magic and influence, all the living 
fey from the Garden ofGraves, including those that 
have traveled to the world, have the following addi
tional power. 

Note that the Acererak's slave power isn't triggered 
if the creature that has it is knocked unconscious 
(Player's Handbook, page 295) when it drops to °hit 
points instead of being killed. 

Acererak's Slave 
Tri88er: The fey creature drops to 0 hit points and is killed. 
Effect (Immediate Reaction): The fey creature remains standing, 
and it gains the undead keyword and continues to fight until 
the end of its next turn. 

The first time the characters witness the Acerer
ak's slave power in use, read (making appropriate 
changes if the fey takes a form that lacks a body 
or eyes): 
A shudder runs throu8h your foe's body and it be8ins to 
topple-only to freeze, hunched over, as thou8h held upri8ht 
by invisible strin8s. It turns to 8lare at you, and its eyes are 
empty and rolled up into its head. Faint wisps ofSickly way 
mist drift from its 8apin8 mouth and the ends ofits fin8ers. 

SUGGESTED ENCOUNTERS 
Use the follOWing four encounters, or others you 
design that are inspired by these, to spice up the char
acters' stay in the Feywild. 

PREDATOR AND PREV 
Level 10 Encounter (XP 2,600) 
.. 1 dusk unicorn slave (level 12 elite controller, MM 

257, with Acererak's slave) 
.. 3 displacer beast slaves (level 9 skirmisher, MM 

70, with Aceremk's slave) 

Normally among the fiercest of enemies, these 
creatures have become even more vicious and feral 
because of the garden'S corruption. As such, they have 
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banded together into a Single hunting pack that has 
no purpose but the slaughter and consumption of all 
living things it encounters. 

CLASHING JAWS 
Level 11 Encounter (XP 3,000) 
.. 2 bog hags (level 10 skirmisher, MM 150; treat the 

bog hags as if they had the Mounted Combat feat) 
.. 	2 feymire crocodiles (level 10 elite soldier, MM 45; 

add the mount keyword, and the following mount 
power as a standard action) 

l Risky Gulp (mount) .. Encounter 
Requirement; The crocodile must be mounted by a friendly rider 
of 10th level or higher. 

Effect: The crocodile makes a swallow attack against a creature. 
That creature does not need to be bloodied for the crocodile to 
make this attack. 

Drawn from a nearby Feywild swamp by the infect
ing madness, these two horrid sisters and their 
mounts have come to investigate. When first encoun
tered, they assume the characters are invaders, but 
they can be convinced otherwise. 

EVES OF THE FOMORlAN KING 
Level 10 Encounter (XP 2,750) 

.. 1 cyclops rambler (level 14 skirmisher, MM 47) 

.. 7 cyclops guards (level 14 minion, MM 46) 


Other Feywild denizens have become aware of the 

corruption of the Garden of Graves. Though they 

hold no love for the gloaming fey of Quiet Hall, these 

powers want to know what's going on there, both to 

protect themselves and, possibly, to take advantage 

of the situation. A fomorian king dispatched these 

cyclopses to investigate the garden and report back; 

they assume that any outsiders they encounter-such 

as the player characters-are their enemies. 


SPRlGGAN PACK 
l,evellO Encounter (XP 2,750) 
.. 1 spriggan giantsoul crusher (level 10 brute, 

page 31) 
.. 3 spriggan giantsoul slaves (level 8 brute, Monster 

Manual 2 page 192, with Acererak's slave) 
.. 2 spriggan witherer slaves (level 8 artillery, Monster 

Manual 2 page 193, with Acererak's slave) 

.. 1 will-o'-wisp slave (level 10 lurker, Monster 


Manual 2 page 209, with Acererak's slave) 


This pack of spriggans haunts the outskirts of the 
Garden of Graves and was all too willing to accept 
servitude to the region's new master. The will-o'-wisp 
trails behind the pack, taking advantage of the havoc 
it wreaks. 
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FEATURES OF THE GARDEN 


Several features are common throughout the Garden 
of Graves. Refer to the map on page 15. 

Thick Grass: Light green squares indicate thick 
grass that is difficult terrain. 

Heavy Foliage: Darker green squares represent 
trees and heavy foliage. These squares are heavily 
obscured blocking terrain. 

Paths and Open Areas: Gray·green squares are 
clear terrain that does not impede movement or vision. 

Tunnels and Caves: Squares with a dark outline 
are clear terrain that lies underneath the surface of 
the garden. Illumination is absent in these areas. 

Ruins and Rubble: Areas with a stony texture 
contain pieces of broken stonework and other debris. 
These squares are difficult terrain . 

Rope Bridges: Dark brown squares in the south· 
east section of the map are rope bridges. See the 
description oflocation 8, page 16. 

Ridge: Dark gray and brown squares are a rocky 
ridge that rises sharply from west to east. The eastern 
edge of the ridge is 90 feet higher than where the 
ridge begins along the western and southern edges. 

Cliff Face: The contour line running east from the 
ridge represents a cliff. The top of the cliff. along the 
north edge of this line, is 60 feet above the base of the 
c1iff(to the south). 

River: Dark blue squares represent a river flowing 
from north to south. A 60-foot-high waterfall cas
cades down from the top of the cliff at location 6. 

Obelisks: The diamond shapes in location 4, loca
tion 19, and the river east oflocation 19 are stone 
obelisks. 

Burial Cairns: The dark gray oval shapes scat
tered around the garden are burial cairns-piles of 
rocks that have been arranged over and around dead 
bodies. A burial cairn provides cover, and one can be 
climbed with a DC 15 Athletics check. 

CLIMBING THE SLOPES 
The ridge that blocks entry into the garden from the 
west, and the cliff inside that separates the north end 
of the garden from the south, are each made from 
fragile stone that makes scaling these slopes difficult. 
Climbing these features requires a DC 26 Athletics 
check. \,yhenever a climbing creature ends its turn 
clinging to the rock, a portion might shear off. Make 
an attack: +15 vs. Reflex; on a hit, the rock breaks 
away and the climber falls . 

PLANAR CROSSOVER 
Each ofAcererak 's tombs is linked by the energy it's 
channeling into the demilich 's rituals. Thus, visitors 
in one tomb occasionally receive images of, or even 
temporarily enter, one of the other tombs. 

Crossing over from the Feywild to a tomb on 
another plane occurs only at locations 21-23. Rules 
for the encounters that happen when this planar 
crossover occurs are described in the entry for those 
locations (page 17), but visions of the other tombs can 0 
occur almost anywhere within the Garden of Graves. 

Whenever a character makes an Arcana check to ~ 
detect magic while inside any structure at locations 0: 

:>
12-28 (except in the clearings or tunnels at locations 

~ 18-20), roll a d4 and consult the following table. IJJ 
Once the vision fades, an Arcana check to detect 1.1.. 

magic functions normally. 

PLANAR VISIONS 

2 The character envisions the Abandoned Tomb. 
3 T e v's ns the Dead Gods' Tomb. 
4 The character doesn't receive a vision. 

If the character envisions the Shadow Tomb, read: 
The world shimmers and chanaes around you. Walls that 
were constructed ofbits ofstone now have evenly carved 
brickwork, which appears to be mortared with an oozina 
black aoo. It drips slowly down theface cif the stone. Moans 
echofrom afar, and feelinas ofdespair assail you. 

And then it's over. Youfind yourselfback in the Feywild, 
with your companions watchina you as thouah nothina 
untoward had happened at all. 

If the character envisions the Abandoned Tomb, 
read: 
You're no lonaer standina in the chamber-perhaps even the 
world- where you were. The passaaes aroundYOIL are now 
made ofrouah-hewn rock, apparently dua directly throuah 
the earth. The]1oor is worn smooth. Alona the wallsfarther 
ahead ofyou, a series of imaaes was once painted, but they 
have laraely worn away; you can make out, at most, a few 
vaauely humanoid fiaures. There's a sense ofemptiness 
around you-the peculiarfeelina that whatever life and 
maaic once]1owed throuah this place are lana aone. 

Then, in the blink ofan eye, youfind yourselfonce more 
back in the Feywild with your companions around you. 

If the character envisions the Dead Gods' Tomb, 
read: 
Suddenly, you find yourself within a desolate wasteland. 
Dust blows around your feet and swirls about a number 
ofbroken statues made ofchipped and pitted marble. The 
sky above is black and empty ofstars, and the air brushes 
your skin with a chill that is as much emotional as physical, 
brinaina you a sense ofunrelentina loss. 

Even as you qUickly take this scene in, it's aone, replaced 
by the familiar faces ofyour companions and the sounds of 
the Feywild. 
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When the characters approach the Garden of 
Graves from the fey crossing, read: 
The path winds throu8h thick woods and wavin8 8rasses, 
seemin81y without a definite direction. Finally, as the trees 
thin somewhat, you spot an enormous rid8e ofdark stone 
100min8 ahead. You hear the rush ofrunnin8 water in the 
distance, but the trees in that direction are still too thiCk for 
you to see more than a few yards. 

1. PATH OF BROKEN STONES 
As the characters follow the path and approach 
the ridge, read: 
The rid8e looms lar8e ahead ofyou, but the path does not 
stop. From where you stand, you can see a narrow tunnel 
piercin8 the dark-hued rock. 

Some writin8 is chiseled into the stone-on the rid8e, 
beside the cave entrance, and alon8 several broken bits of 
rock lyin8 beside the path. 

The script is an ancient form ofElven. Any character 
capable of reading Elven can translate the writing by 
making a DC 10 History check (or by using any magi
cal means of translation). 

Once the poem is translated, it's clear that, though 
written in ancient Elven, it was intended to be recited 
in Common, for it rhymes in that language. The verse 
reads: 

Count you the shadows, watch the sun, 
The wise know where they stand; 
While knowin8 not the time to shun, 
The fools must find themselves undone. 

Like lusiful swain or panicked child 
Who be8 another's 8entle hand, 

The fool delves heedless throu8h the wild. 

The wise are not so soon be8uiled. 


When darkness falls and dreams portend 

The risin8 ofa fearsome foe, 

The fool , swift-strikin8, meets his end, 

The wise know foe from friend. 

Let art and ima8e point the way, 
Abandon all you think you know, 
For common sense leads fool astray. 
The key is simply this: Obey. 

The wise must ever strate8ize; 
They never play, unless to win. 
They see the harm in corrifort's lies, 
And seek to open weary eyes. 

You've fou8ht your way, you've risked demise, 

To view the ivy heart within. 

Now as the soul within you dies, 

This knowled8e isyour only prize: 

You'd never have come, were you truly wise. 


The poem is from Acererak. The players must inter
pret it for themselves, but for your own edification: 

The first stanza advises the characters to take note 
of the time shown on the sundial in location 9. 

The second stanza tells them to focus on the crone 
statue, rather than the maiden or the mother, in loca
tion 2. (Avoiding the path of the "lustful swain or 
panicked child.") 

The third stanza warns them to be careful whom 
they attack after the darkness falls in location 15. 

The trick to opening the lock shown in the tapes
try at location 12 is hidden in the fourth stanza. 

The fifth stanza contains hints for both location 14 
and location 4 to overcome the sleeping trap. 

The sixth stanza, which references the plant-based 
foe the characters must overcome at location 25, is 
primarily a threat. 

2. CAVE OF ENTRY 
This cavern provides the only viable means ofentry 
to the Garden of Graves, if the characters can solve 
the puzzle of the statues and bypass them. 

See Encounter Gl: Beggars of Stone, page 24_ 

Once the characters have passed beyond the 
statues and emerged out the far side of the 
cavern, read: 
Asyou emer8efrom the passa8e, you see two paths stretch
in8 awayfrom you; each is surrounded by hi8h8rass and 
thick trees. You hear the sound ofrushin8 water somewhere 
to the east, but trees block Sight of it. A cliffface, composed 
ofthe same stone as the ridge you passed through, rises to 
the north. From here, you cannot see what lies atop it. 

3. ABANDONED CAMP 
An abandoned campsite occupies this clearing, but it 
isn't as harmless as it appears. 

See Encounter G2: Campfright, page 20. 

4. LARGE CLEARING 
This clearing is empty except for a great stone obelisk 
with an iron orb at its top. 

See Encounter G2: Campfright, page 20. 

5. THE CoLUMN 
This 60-foot-tall stone column (DC 16 Athletics check 
to climb) is where the rope bridges (location 8) in this 
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vicinity are anchored. From atop this column, a char
acter can see the structures on top of the dif£ (See 
location 11 for a general description of those areas.) 

6. BASE OF THE FALLS 
When the characters approach the falls, read: 
The sound of the falls is deafenin8 as water plun8esfrom 
the cliffsixty feet above. HU8e plumes ofmist spray up from 
the impact, spreadin8 a wet chill throu8h the air. 

CEREMONIAL MAP ROOM 
As the characters approach this area, read: 
A buildin8 ofstran8e curves, bends, and an8les stands on 
stiltlike columns, overfifty feet above the 8round and the 
rushin8 river. Rope brid8es extend outward to connect the 
structure to the weat stone column and to somethin8 on 

top ofthe cliff face, but the only accessfrom wound level is 
a wide spiral staircase near the banks ofthe river. 

When the characters ascend the staircase and 
enter the building, read: 
The structure's eastern halfis mostly empty. In its center 
stands a table with miniature terrain elements laid out 
upon it. You reco8nize the buildin8 you're in, which means 
that most ofthe map must show the top of the cliff No 
buildin8s are depicted, only a complex system ofpathways, 
which run between scores ofstone cairns. 

The characters don't know it, but this map represents 
the garden as it used to look, before Acererak remod
eled the place. This map chamber was used both for 
ceremonial purposes and for planning new burials. 
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If the characters look out over the bridges, read: 
A marble edifice stands on the cliff to the north, and struc
tures of rou8her stone stand to the IWrthwest. Nothin8 
sU88ests that either route is better than the other. 

B. ROPE BRIDGES 
These bridges provide a way to travel between the top 
and the bottom of the cliff, but they're rickety. Travel 
ing along one requires a DC 16 Acrobatics check or 
Athletics check made as part of a move action. On 
a failed check, a character falls prone and must suc 
ceed on a second check to avoid falling 60 feet (and 
taking 6dlO damage). 

9. SUNDIAL CHAMBER 
This structure, once a shrine, is now home to a lamia 
named Elesdri and her venomous scarab swarms, in 
addition to being a part ofAcererak's sundial puzzle. 

See Encounter G3: Distressing Damsel. page 22. 

10. POOL CHAMBER 
The ceremonial font in this room contains far more 
than mere water. 

See Encounter G4: Perilous Pool, page 25 . 

11. BRIDGE OVER THE WATER 
Although the characters are doubtless expecting a 
trap or a hazard-especially since the wood looks 
old and worn, and creaks with the application of the 
slightest weight-the bridge is solid and safe to cross. 

When the characters first view the buildings 
across the river (locations 12 onward), read: 
A number ofstone cairns stand in the BTass across the 
top of the led8e, but they're overshadowed by an array of 
stran8ely shaped buildin8s. The buildin8s appear con
structed primarily ofrandomly sized stones that have been 
rou8h1y mortared t08ether into uneven walls. It takes you a 
moment to realize that the rocks that make up the buildin8s 
were probably taken from the cairns. Hundreds of8raves 
have been destroyed to construct these structures. 

12. CHAMBER OF TAPESTRIES 
This room contains a number of tapestries hanging 
from the walls and ceiling. One of the images on a 
tapestry contains a vital clue. 

See Encounter G5: Shadows out ofTime, 

page 26. 


13. CHAMBER OF SHADOWS 
The characters need to use the clues in this chamber 
to solve the puzzle of the sundial in location 9. 

See Encounter G5: Shadows out ofTime, 

page 26. 
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14. THE GAME ROOM 
Clearly out of place in the garden, this room is one of 
Acercrak's more whimsical traps. 

See Encounter G6: Play with Us, page 28. 

15. WALLS EVERY WHICH WAY 
This chamber has a number of peculiar walls, 
adorned not only with mystical runes but a lever 
deSigned to open a secret door in location 12. 

See Encounter G7: Death in the Dark. page 30. 

16. FEATURELESS HALL 
Other than a vast array of runes on the walls, there's 
nothing about this room that draws any attention . 

See Encounter G7: Death in the Dark. page 30. 

17. GRASPING FINGERS 
The abstract shapes that form this area contain more 
of the peculiar symbolism that makes Acererak's 
eldritch engine run. 

Secret Trapdoor: Finding either of the two trap
doors in the south end of this area requires a DC 25 
Perception check, and opening one requires a DC 21 
Thievery check. The trapdoors lead to the passages 
running beneath these buildings (see location 18). 

lB. TWISTING PASSAGES 

When the characters first enter any of these pas

sageways, read: 

You stand within an old tunnel, which cuts throu8h the 
livin8 rock. Clearly it's been herefor some time-far lon8er, 
you're sure, than most of the other structures in this place. 

Secret Trapdoors: Finding one of the three 
trapdoors leading out of this area requires a DC 25 
Perception check. and opening one requires a DC 21 
Thievery check. 

19. THE OBELISKS 
This large clearing appears featureless , except for a 
pair of stone obelisks along its western side. These 
are simple pillars of black marble, without writings 
or symbols. 

Perception Check 
DC 21: Somethin81ies on the 8round between the two 
obelisks, almost completely hidden beneath the dirt. 

If the characters do any digging, they flnd a large 
stone slab containing a teleportation circle. (Acer
erak's servitors use this when they need to travel here 
from other parts of the cosmos.) It might not do the 
characters any good in the current adventure, but 
they can note its existence for future use with various 
teleportation ritua Is if they're so inclined. 



20. UNBURIED REMAINS 
Several corpses, which have almost decayed to skel 
etons and are clad in various pieces of broken armor 
and traveling leathers, lie scattered about this isolated 
clearing. Though the characters will expect these 
bodies to rise and attack, the truth is that they're only 
corpses- the remains of prior adventurers, perhaps 
even the same group that made camp at location 3, 
which have been slain and left forgotten. 

Treasure: A search of the bodies reveals coins and 
small jewels with a total value of 600 gpo 

21-23. HALL OF PLANAR ECHOES 
When the characters approach this building 
from any direction, read: 
Ahead of you is a structure even stran8er than most ofthe 
others you've seen. Althou8h it consists ofseveral sections 
that look like buildin8s, its eastern end is an even more hap
hazard collection ofcairn stones and other bits ofrock than 
the other structures. It's as thou8h someone sou8ht to create 
an artificial cave, or at least so it seemsfrom the outside. 

Whenever the characters enter this building, regard
less of what entrance they use, they find themselves 
briefly in another world-and in another ofAcer 
erak's dungeons. (Players familiar with the layout 
of the original adventure might be aware that these 
structures echo a section of chambers from that dun
geon. This symbolism was part ofAcererak 's linking 
magic.) 

While the characters are within the hall , they 
are in a different plane (see the table below) until 
they leave the building, at which point they return 
to the Feywild. Each time they enter the structure 
thereafter, check to see which plane-perhaps the 
same plane as before, or perhaps a different one-they 
travel to until they leave the bUilding again. 

The dangers within the structure do not "reset," 
however. If the characters complete the skill chal
lenge in the Shadowfell, for example, and they are 
sent to the Shadowfell again , they won't face that 
danger a second time (though you could include new 
encounters ifyou choose). 

Each time the characters enter this structure, roll 
ad6. 

PLANAR CROSSOVER DESTINATIONS 
d6 Destination 

1-2 The characters appear In the Dead Gods' Tomb; see 
Encounter G8: Dark Angels, page 32. 

3-4 The characters appear in the Shadow Tomb; see 
Encounter G9: Broken Catacombs, page 34. 

5-6 The characters appear In the Abandoned Tomb; see 
below. 

If the characters appear in the Abandoned 
Tomb, read: 
You have a sudden sense ofverti80, and the walls shift 
around you. What should be a wall ofuneven stones before 
you that is rou8hly mortared t08ether is instead hewn rock, 
as thou8h you are standin8 in a tunnel dU8from the livin8 
earth. Every sound you make echoes around you, 8ivin8 you ~ 
the sense ofa vast emptiness. ~ 

a: 
Religion Check l) 

DC 21: You no lon8er feel as thou8h you're in the Feywild. ~ 
In fact, you're nearly certain that you're back in the mortal 0 
realm somewhere-or at least in a world much like it. Z 

UJ 

If the characters enter location 21 in the Aban
Q 
a: 

doned Tomb, read: 
This room must once have been ma8nificent. The ceilin8 is 

« 
l) 

coated in a thin layer ofsilver, but it has 8rown tarnished 
and chipped, and is now all but worthless. The floor is 
a8ate, but also worn down and chipped by time. Bits of 
broken stone that were once statues and sarcopha8i litter 
the chamber; you can make out a tiny bit ofaface and a 
few fin8ers of a hand in different sections, but there's not 
enou8h left to identify what they once symbolized. 

If the characters enter location 22 in the Aban
doned Tomb, read: 
A few bits ofbroken stone sU88est that this wide hall was 
once divided into two parts. Around the corner, where a 
narrower hallway juts to a dead end, you can see a few bits 
ofold mechanisms protrudin8from the wall. 

If the characters enter location 23 in the Aban
doned Tomb, read: 
You're standin8 in an uneven cave that has a broken stone 
floor. In the cave's center, a broken rin8 ofstone surrounds 
a shallow pool offilthy, sta8nant water. 

24. THE CAIRNS 
This chamber holds a number of cairns, which 
Acererak had moved to this chamber to aid in the 
channeling of various kinds ofenergy. 

See Encounter G10: Wild at Heart, page 37. 

25. THE INNER GROVE 

Filled with vegetation and open to the sky, this cham

ber is where Acererak grew the plant-creature that he 

uses to oversee the Garden ofGraves. 


See Encounter G10: Wild at Heart , page 37. 

26_ THE Focus 
This area focuses the energy gathered by the dungeon 
and funnels them to the fey engine at location 28. 

See Encounter G10: Wild at Heart, page 37. 

C HAP TE R 1 I The Garden of Graves 



27 THE DOUBLE DOORS 
These trapped doors can be opened only by solving 
one ofAcererak's puzzles. 

See Encounter GI0: Wild at Heart, page 37. 

28. THE FEY ENGINE 
When the characters enter this location, read: 
This chamber is dearly the hea rt ofsome sort ofeldritch 
desi8n. Runes such as those you have seen elsewhere in 
the complex spiral alon8 the walls and floor in various 
intertwinin8 patterns, allfinally culminatin8 in the precise 
center ofthe room. An intricate contraption ofiron rods 
and wooden shafts, crossin8 and crisscrossin8 each other, 
stands at that point. At each intersection, a rune is stamped 
on wood and metal, and several ofthe lar8er joints are 
adorned with 8emstones. At its top, the device comes to a 
pyramidal peak, with Pron8s holdin8 a8'eamin8 emerald. 

Arcana Check 
DC 21: There's no doubt inyour mind that this device is 
meant to channel eldritch ener8Y, thou8h precisely how-or 
where to-are beyond your ability to discern. 
DC 23 (requires 1 minute of concentration): 
The contraption is definitely ma8ical; its arcane ener8Y is 
almost enou8h to blind you. Butyou think you also see a 
different aura within the device, which is part ofit and yet 
separate. Apparently, one ofthe primary wooden shafts 
supportin8 the device is a ma8ie item unto itself. 

It requires no check to dismantle the machine; it's 
fragile, and one good blow or a yank on some of its 
supporting structures sends it crashing to the ground. 

Ifthe characters dismantle the device, read: 
A suddenflash ofener8Y erupts from the emerald, nearly 
blindin8 you with its intensity, but it fades instantly. From 
an unima8inable distance, you hear what sounds like a 
shriek offrustrated ra8e, cut offin mid-breath. 

Treasure: Four gems can be salvaged from the 
device. These are the emerald at its top (worth 1,200 
gp), a fire opal (800 gp), and two bits of alexandrite 
(500 gp each). The wooden shaft that formed the 
device's primary support is a +3 staffofunparalleled 
vision (Adventurer's Vault, page 107). 

CONCLUSION 
When the fey engine is destroyed, Acererak 's connec 
tion to the Garden ofGraves is severed. All surviving 
fey lose the Acererak's slave power, and those who die 
within the garden no longer rise as undead. The area 
is still linked to the other tombs, however, and the 
planar crossover effect continues. (This effect fades 
over time, but this requires weeks if not months.) 

The fey driven mad by the desecration of the 
garden do not immediately revert to normal , and the 
characters could still face challenges-encounters 

they haven't yet overcome, or others you add-as they 
work their way out of the area. Over the next few 
days, the effects of the desecration begin to dimin 
ish. Fey cease launching attacks on passersby in the 
mortal realm , though it could be some time before 
this region of the Feywild is restored to normal. 

Assuming the fey crossing remains open, the 
characters can return home fairly eaSily. If they have 
accepted a quest, they'll need to wait a few days to 
show that attacks in the region are tapering off, but 
they'll eventually receive their promised reward. 

FUTURE ADVENTURES 
The characters don't find themselves facing another 

ofAcererak's tombs until they reach 14th level (in 

Chapter 2), but their intervening adventures can still 

be related to the ongOing plotline. 


SEARCHING FOR HOME 

As previously mentioned, although this chapter 

assumes that the fey crossing is a two-way passage, 

you might decide otherwise. Perhaps, when the char

acters destroyed the focus , they also shut down the 

fey crossing entirely. You could design several adven

tures that occur in the Feywild as the characters hunt 

for a means of returning to the mortal world. 


DEATH IN THE SHADOWS 

Acererak doesn't believe that the characters can truly 

threaten his plans-but they've managed to interfere 

with his work and slow him down, which attracts 

his attention. The characters might be forced to hide 

from, evade, or battle back against assassins, which 

they learn have been sent by a mysterious foe that 

wants them dead before they grow more powerful. 


HUNTING EVIL 

The characters might want to learn more about the 

evil they've defeated. Who corrupted the Garden of 

Graves, and for what purpose? Although the charac

ters don't learn about Acererak's involvement until 

Chapter 2, you might allow them to research some 

answers, letting them discover that the channeling of 

"life energy" was only one stage ofa larger rite. 


OMENS OF DARKNESS 

Perhaps the best sorts of future adventures would 

include plots deSigned around what's to come in 

Chapter 2. Ifyou're planning to bring the characters 

to Moil by having them investigate an undead out

break, for example, design a few adventures around 

smaller undead plagues that lead the characters 

toward the notion of a greater threat to come. Or have 

the characters thwart the schemes of a necromancer 

who, they eventually discover, hails from a distant 

death-obsessed community called the City ofSkulls. 


CHAPTER 1 I The Garden of Graves 
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ENC()UNTER WI: W()()DLAND W()ES 


Encounter Level 9 (2,400 XP) 

SETUP 
3 dryad slaves (D) 
3 harpy screechers (H) 

The newly maddened fey have set up this ambush. 
The three dryads have assumed human appearance 
and lie scattered throughout the clearing as though 
already dead, while the harpies wait in the trees to 
drop down upon any who come to investigate. 

When the characters enter the clearing, read: 
SomethinB awful must have happened in the dearinB 
before you. A trio ofbodies-younB women,from the looks 
ofit-lie scattered across the Brass. 

Perception Check 
DC 22: Severalfoul·lookinB humanoids, with manBY 
winBs and wicked talons, lurk amonB the trees. 

TACTICS 
Ifcharacters are lured into the clearing, the dryads 
and harpies attack, leaping up (dryads) or dropping 
from the trees (harpies). Otherwise, they attack as 
soon as it becomes clear their ruse is not working. 

3 Dryad Slaves (D) Level 9 Skirmisher 
Mt .1""11 I, Y h'"lIdlloid 11'1."'11 Xi> '100, .11 h 

HP 92; Bloodied 46 Initiative +9 
AC 23, Fortitude 22, Reflex 21 , Will 21 Perception +12 
S eed 8 (forest walk) 

(f) Oaws + At-Will 
Attack: Melee 1 (one creature); +14 vs. AC 
Hit: 1 d8 + 10 damage, or 2d8 + 10 if the target is the only 
enemy ad acent to the dryad. 

Deceptive Veil (illusion) +At-Will 

Acererak's Slave 
Tr;88er: The dryad drops to 0 hit points and is killed. 
Effect (Immediate Reaction): The dryad remains standing, and it 
gains the undead keyword and continues to fight until the end 
of its next turn. 

Skills Bluff +10. Insight +12, Stealth +12 
Str 19 (+8) Dex 17 (+7) Wis 17(+7) 
Con 12 (+5) Int 10 (+4) Cha 13 (+5) 
Alignment evil Languages Elven 

3 Harpy Screechers (H) Level 9 Controller 
,'vI, ·,iI" lIl r, · r111111 , 11 II lid XI' (1 Of) (',Il h 

HP 96; Bloodied 48 Initiative +7 
AC 23, Fortitude 20, Reflex 20, Will 22 Perception +6 
Speed 6, fly 8 
Resist 10 thunder oSll\NDl\l1U A( liONS 

<D Claw + At-Will 3: 
Attack: Melee 1 (one creature); +14 vs. AC 
Hit: 1d8 + 3 damage. 

<- AllUring Song (charm) + At-Will 
Attack: Close burst 5 (enemies in burst); +15 vs. Will :JJ " Hit: The screecher pulls the target 3 squares, and the target is I 

immobilized (save ends). Z 
Special: Deafened creatures are immune. :J 

o~ Brutal Scream (thunder) + Recharge I :~: ! III 
U

Attack: Close burst 5 (enemies in burst); +15 vs. Fortitude Z 
Hit: 1d6 + 5 thunder damage, and make a secondary attack cen· L.U 

tered on one hit target. 
Secondary Attack: Area burst 1 within 5 (enemies in burst); +15 
vs. Fortitude 

Hit: 1d6 + 5 thunder damage, and the screecher slides the 
target 3 squares. 

TRH,(,[I\[O A( IION~ 
Acererak's Slave 

Tri88er: The screecher drops to 0 hit points and is killed. 
Effect (Immediate Reaction): The screecher remains standing, and 
it gains the undead keyword and continues to fight until the 
end of its next turn. 

Skills Stealth +12 

Str 16 (+7) Dex 16 (+7) Wls 15 (+6) 

Con 16 (+7) Int 11 (+4) Cha 20(+9) 

Alignment evil Languages Common, Elven 


FEATURES OF THE AREA 
Illumination: Bright light during the day, dim 

light at nigh t. 
Stone: The stone in the clearing prOVides cover. 

It stands 5 feet high, and it costs 2 extra squares of 
movement for a creature to move on top of it. 

Trees: Trees prOVide cover. A creature must make 
a DC 10 Athletics check to climb a tree . 



Encounter Level 10 (2,625 XP) 

SETUP 
2 animated canvas tents (C) 
6 animated campfire logs (L) 
5 animated tools (T) 
1 will-o'-wisp slave (W) 
1 lidded-eye obelisk 

The abandoned camp (location 3) was once used by 
adventurers who had come ostensibly to explore, but 
in reality to raid. the various fey cairns. The fey that 
slaughtered and ate those raiders left behind the 
ruined campground as a warning to others. Acererak, 
in turn, inundated the wreckage with magic and 
added the obelisk to the large clearing (location 4). 
transforming the campsite into a lethal trap. 

When the characters approach location 3, read: 
The remains ofan old campBfound lie strewn about the 
clearinn, overshadowed by the towerin8 dark stone cliff 
Several torn and collapsed canvas tents lie amid scattered 
firewood and old. rusted tools. 

If the characters spend at least 2 rounds among the 
detritus, the trap activates (see "The Obelisk"), and 
the ruins of the camp animate and attack. 

When the characters approach location 4, read: 
This larBe clearinB appears to be entire(y empty, exceptfor 
a sinBlefeatureless obelisk ofdark stone protrudin8 ten feet 
from the Bround near the center of the Blade. The obelisk 
has an artistic flourish at its top-an old, rusted iron orb. 

Show the players Obelisk of the Lidded Eye 
(page 40)_ 

Perception Check 

DC 16: Upon closer inspection,you realize that the "orb" 

atop the obelisk appears to be an iron eye, albeit one ti8htly 

closed. In fact, a sliBht bul8e on one side miBht be a hinBe, 

sU8BestinB that the "eyelid" can be opened. 


Any character who moves within 2 squares of the 
obelisk causes the trap to activate, and the campsite 
at location 3 animates and attacks. 

TACTICS 
Ifany of the animated objects roll a higher initiative 
than the obelisk, those objects delay their first actions 
until after the trap has activated once. 

The will-o'-wisp remains dark and hidden until 
combat begins, becoming illuminated as it tries to 

slay a lone or isolated character. Ifa creature inter
feres with the obelisk, the wisp attempts to use lurinB 
Blow on that creature, allowing the obelisk to con 
tinue functioning. 

2 Animated Level 10 Minion Cont ro ller I 

Canvas Tents (C) 
Me d iu lll fe' .1ll illl J te (co n s truct ) XPI 2S car h 

HP 1; a missed attack never damages a minion. Initiative +11 
AC 24, Fortitude 22, Reflex 24, Will 21 Perception +8 
Speed 0, fly 6 (hover, altitude limit 2) Darkvision 
Immune disease, poison. sleep 
SIA NOJ\lW A U IONS 

CD Canvas Slap + At-Will 
Attock: Melee 1 (one creature); +15 vs. AC 
Hit: 9 damage. 

+Shroud + At-Will 
Attock: Melee 1 (one creature); +13 vs. Reflex 
Hit: A part of the tent wraps itself around the target's head. and 

the target is restrained while adjacent to the tent. If the tent hits 
a creature already restrained by the shroud power. the target is 
instead blinded and restrained while adjacent to the tent. 

Str 14(+7) Dex 23 (+11) Wls 16 (+8) 
Can 18 (+9) Int 3 (+1) CIIa 3 (+1 
Alignment unaligned languages 

6 Animated Campfire Logs (L) Level 10 Minion Brute 
Medium ff'y anima t p ICOllS lf u! t I XP 12 ') ~." h 

H P 1; a missed attack never damages a minion. Initiative +7 
AC 22, Fortitude 22, Reflex 22, Will 21 Perception +8 
Speed 0, fly 6 (hover, altitude limit 2) Darkvision 
Immune disease, poison. sleep 
STA N IJA llD A c l iONS 

CD Burning Bludgeon (fire) + At-Will 
Attock: Melee 1 (one creature); + 15 vs. AC 
Hit: 6 damage, and ongoing 5 fire damage (save ends). 

~ Spark (fire) + Encounter 
Attock: Ranged 6 (one creature); +13 vs. Reflex 
Hit: 6 fire damage, and ongoing 5 fire damage (save ends). 

Str 23 (+11) Dex14(+7) Wls16(+8) 
Can 18 (+9) Int 3 (+1) Cha 3 (+1 
Alignment unaligned Languages 

6 Animated Tools (T) Level 10 Minion Soldier ; 
Medium fey al1illlil tc Icomtrll rt) XP 11S each 

H P 1; a missed attack never damages a minion. Initiative +7 
AC 26, Fortitude 24, Reflex 21. Will 20 Perception +8 
Speed 0, fly 6 (hover. altitude limit 2) Darkvision 
Immune disease. poison, sleep 

.... .u..: 

CD Hammer +At-Will 
Attock: Melee 1 (one creature); +15 vs. AC 
Hit: 9 damage. 

+Nail + Encounter 
Attock: Melee 1 (one creature); +15 vs. AC 
Hit: 2 damage, and the target is immobilized and takes ongoing 

5 damage (save ends both). 
Str23 (+11) Dex14(+7) Wls 16(+8) 
Can 18(+9) Int3(+1) Cha 3 (+1 
Alignment unaligned Languages



Will-o'-Wisp Slave (W) Levell 0 Lurker 
Small fey Il1dglcal bed'! XP ')00 

HP 57; Bloodied 28 Initiative +15 
AC 22, Fortitude 19, Reflex 24, Will 22 Perception +11 
Speed 0, fly 6 (hover, altitude limit 2) low-light vision 
Resist insubstantial 
STANDAHD A( TIONS 

<D Glimmer Wisp (radiant) .. At·WIII 
Requirement: The will-o'-wisp must be illuminated. 

Attack: Melee 2 (one creature); +13 vs. Reflex 

Hit: 2d6 + 6 radiant damage. 


+Spirit Drain (healing, psychic) .. Encounter 
Requirement: The will-o'-wisp must be illuminated. 
Attack: Melee 3 (one bloodied creature); +12 vs. Fortitude 
Hit: 2d8 + 3 psychic damage, and the target is weakened (save 
ends). The will-o'-wisp regains 14 hit points. 

(. Luring Glow .. At·Wlil 
Requirement: The will-o'·wisp must be illuminated. 
Attack: Close burst 20 (one non bloodied creature in burst); +13 

vs.WiII 
Hit: The will-o'-wisp pulls the target 3 squares, and the target is 
dazed (save ends). 

FREE i\CTlON S 

Fey Ught .. At·WID (l/round) 
Effect: A will·o'-wisp illuminates or darkens its light. Its light is 
equivalent to that of a torch. A will-o'·wisp must be illuminated 
to attack. While darkened, a will-o'-wisp has concealment and 
can make a Stealth check to become hidden. 

Blink Out (teleportation) .. At·WIII 
Trigger: An attack misses the will·o'·wisp. 
Effect (Immediate Reaction): The will-o'-wisp darkens and tele

ports 5 squares. 
Acererak's Slave 

Tri88er: The will-o'·wisp drops to 0 hit points and is killed. 
Effect (Immediate Reaction): The will·o'-wisp remains upright, 
and it gains the undead keyword and continues to fight until 
the end of its next turn. 

Skills Stealth +16 
Str4 (+2) Dex 22 (+11) Wis 12 (+6) 
Con 13 (+6) Int 8 (+4) Cha 18 (+9) 
Alignment evil Languages Elven 

THE OBELISK 
\Vhen the obelisk first activates, it targets characters 
within the clearing. 

When the trap first attacks, read: 

You feel a sudden sense ofexhaustion and lethar8Y wash 

over you. Surely a briefrest wouldn't do any harm . ... 


Lidded-Eye Obelisl, Level 10 Blaster 

Tr .ll' XI' 'J ()(I 


r-
A dull nranite obelisk seems to watch over the clearing. yet the Z 
iron eye that sits atop the pinnacle is tightly shut. ::l 

oTrap: The magic of the obelisk attempts to put all nearby 
mortals to sleep. Z 

Perception 

.. DC 16: A number of spidery runes are scrawled around 


the top of the obelisk. 

Additional Skill: Arcana 

.. DC 21: An Arcana check to detect magic reveals that the 


obelisk is a device that casts sleep magic. The character 
also realizes that forcing open the eye deactivates the trap. 

Trigger 

When a living creature examines the campsite at location 

3, or is within 2 squares of the obelisk, the obelisk 

activates and rolls initiative. This activation might not be 

immediately obvious to those who have not identified the 

obelisk's nature by making a successful Arcana check. 


Initiative +2 

Attack 

Standard Action Area burst 3 within 10 

Target: Each living creature in burst 

Attack: +11 vs. Fortitude 

Hit: The target is slowed and grants combat advantage (save 


ends both). First Failed Savina Throw: The target instead 
falls unconscious (save ends). 


Countermeasures 

.. The obelisk is 10 feet tall, and a character must make a 


DC 16 Athtetics check to climb to the top where the iron 
eye is located (or to reach it through some other means), 
before the eye can be opened. As a standard action, a 
character on top of the obelisk who makes a DC 21 
Athletics check or Thievery check can open the eye. 

.. A character can attack either the iron eye (AC 22 , other 
defenses 20, hp 60, resist 5 all) or the obelisk itself (AC 
18, other defenses 18, hp 90, resist 10 all). If either one is 
reduced to 0 hit points, the trap is destroyed. 

FEATURES OF THE AREA 
Illumination: Bright light during the day, dim 

light at night. 
Treasure: Buried beneath the campfire logs (and 

exposed when the logs animate to attack) is a rotting 
leather satchel. Within it are 500 gp in silver and 
gold coins. 



Encounter Level 13 (4,500 XP) 

S£TUP 
Elesdri (Jamia, then undead lamia) (E) 
2 venomous scarab swarms (S) 

Do not place the scarabs on the map until they have 
appeared or until Elesdri attacks. 

This structure, which was once a shrine to primal 
powers and gods of nature, has been co-opted by 
Acererak. It serves as a home to one of his potent fey 
servants, and also as part of a complex puzzle that 
the characters must solve to progress farther into the 
ruins that hold his c1dritch engine. 

When the characters first enter the shrine, read: 
The walls, ceilin8, andfloor ofthis structure are covered in 
stran8e runes whose twistin8 shapes poke unpleasantly at 
your mind. 

In addition, the chamber's inner walls curve at odd 
an8les and end in columns. Tltey serve no apparent archi
tectural purpose, but appear to be part of the runic pattern 
itself. To the north beyond these walls, a dim li8htfltckers 
and sways, as thou8h somethin8 is movin8 before an open 
flame. 

Perception Check 
DC 16: A faint whlmperln8 emer8es from beyond the 
peculiar walls. 
DC 21: A beetle occasionally darts from some ofthe 
deeper carvin8s. 

Arcana Check 

DC 16 (requires 1 minute of concentration): 

Whatever the source ofthe li8ht, it's also a source ofsubtle 

but potent arcane ma8ic. 

DC 21: The runes seem desi8ned to channel ener8Y to 

some unknown central source. 


THE DAMSEL 
This is the home ofElesdri, a lamia. She has currently 
taken the form ofan attractive eladrin and is pretend 
ing to be a prisoner. 

Elcsdri realizes that the characters might assume 
that her "captivity" is some sort ofdeception. Her 
intention is not to fool them long; she only wants to 
draw them closer. 

When the characters first see Elesdri, read: 
At the corner of two ofthe peculiar walls, a huddledfi8ure 
stares atyou with fri8htened eyes. She appears to be 
eladrin, but as covered as she is in dirt and dried blood,you 
can't be certain. 

She reaches out implorin8ly, revealin8 a pair ofrusted 
manacles chainin8 her to the wall, and be8ins sobbin8 in 
broken Elven. 

Show the players The Chained Woman (page 40). 

Ifany of the characters speak Elven, read: 
"Gh, 80ds! Stran8ers, you must help me! They've already 
sacrificed myfamily, and I'm to be next! Gh, please, help 
me ..." 

Perception Check 

DC 18: You think the manacles chainin8 her are fake. 


Insight Check 
DC 23 (only those who speak Elven): Despite the 
sincerity in her voice, you think she's decelvin8 you, thou8h 
about what precisely is unclear. 

Ifquestioned fluther, Elesdri continues to make up 
whatever lies sound plausible until she can lure the 
characters into range or until it becomes clear that 
her lies aren't working. 



TACTICS 
Elesdri's manacles pop offwith a simple gesture (a 
free action). She uses pacifyitl8 burst if at least three 
characters move within 5 squares of her. Otherwise, 
she initiates combat, and a venomous scarab swarm 
emerges from the runic passages (see "Features of 
the Area"), appearing at whichever of the three spots 
marked S is most tactically advantageous. The other 
swarm comes through the same wall when Elesdri 
becomes bloodied. 

Elesdri prefers to remain at a distance from her 
enemies, using devouritla swarm and pacifyina burst. 
The swarms intercept any enemy that focuses its 
attention on Elesdri. After she first becomes bloodied, 
E1esdri uses accursedflurry at every opportunity. 

Elesdri (E) Level 12 Solo Controller (Leader) 
MedlUIll fey lTl.lg".l1 b",lst (shdpechangcri XP 3,500 

HP 440; Bloodied 220 Initiative +8 
AC 26, Fortitude 23, Reflex 22, Will 24 Perception +13 
Speed 6, climb 6 
Resist half damage from melee and ranged attacks; 

Vulnerable 10 against close and area attacks 
Savin Throws +5; Action Points 2 

(> Swarm's Embrace. Aura 1 
Any enemy that starts its turn within the aura takes 10 damage. 

Squeezing Swarm 
By altering her shape. Elesdri can squeeze through small open· 
ings as if she were a Tiny creature (see "Squeeze," Player's 
Handbook. page 292). 
, .. 

<D Cursed Touch (healing) • At-Will 
Attack: Melee 1 (one creature); +15 vs. Fortitude 
Hit: 2d6 + 4 damage. and the target is dazed (save ends). In 
addition, Elesdri regains 10 hit points. 

~ Devouring Swarm. At-Will 
Attack: Melee 5 (one, two, or three creatures); +15 vs. Fortitude 
Hit: 3d6 + 4 damage, and ongoing 10 damage (save ends). The 
target takes a -5 penalty to saving throws against this effect 
while within 5 squares of Elesdrl. 

<.. Accursed Flurry (healing) • At-Will 
Attack: Close burst 1 (creatures in burst); +15 vs. Fortitude 
Hit: 2d6 + 4 damage, and the target Is dazed (save ends). 
Effect: If Elesdri hits at least one target, she regains 10 hit 

points. If she hits two or more targets, she can also make a 
saving throw. 

~	Pacifying Burst. Recharge !Xl iiiI 
Attack: Close burst 5 (enemies In burst); +15 vs. Will 
Hit: The target is stunned (save ends). 

Change Shape (polymorph) • At·WIII 
Effect: Elesdri alters her physical form to appear as an attractive 

Medium humanoid of any race or gender until she uses chan8e 
shape again or until she drops to 0 hit pOints. She retains her 
statistics in her new form. Her clothing, armor, and other pas· 
sessions do not change. To assume a specific individual's form, 
Elesdri must have seen that individual. Other creatures can make 
a DC 33 InSight check to discern that the form Is a disguise. 

Skills Arcana +14. Bluff +16, Insight +13 

Str 13 (+7) Dex 14 (+8) Wis 14(+8) 

Con 18 (+10) Int 17 (+9) Cha 21 (+11) 

Alignment evil Languages Common, Elven 


2 Venomous Scarab Swarms (5) Level 10 Brute 
Med""ll fey 1)(',1\' I\W,lrlll) XP ',00 ('a( h 

HP 126; Bloodied 63 Initiative +8 
AC 22, Fortitude 22, Reflex 21, Will 21 Perception +8 
Speed 8, climb 8 Darkvision 
Resist half damage from melee and ranged attacks; LJ 

Vulnerable 10 against close and area attacks 2 
TnA ITS VI 
(> Venom Swarm Attack (polson) • Aura 1 III 

uJ
Any enemy that starts its turn within the aura takes 8 polson 
damage. l" 

V!S'ANDARD AUIONS 

CD Swarm of Mandibles (poison) • At-Will o 
Attack: Melee 1 (one creature); +13 vs. Reflex 

M
Hit: 1d10 + 5 pOison damage, and ongoing 5 poison damage l:l 
(save ends). a:

Str 20 (+10) Dex 16(+8) Wls 16(+8) UJ 
Con 16 (+8) Int 1 (+0) Chilll (+5) I

ZAlignment unaligned Languages 
:J 
o

THE SUNDIAL 	 U 
Z 

When the characters first see the sundial, read: UJ 

A flamina bronze brazier hanas on a chaitl from the cei/· 
ina. Propelled by unseen maaie, the brazier slowly revolves 
around a lar8e stone sundial, castitl8 a shadow that moves 
steadily from one hour to the next. 

Show the players The Sundial (page 41). 

When a character examines the sundial, read: 
The brazier's revolution remains cotlstant, causina the 
shadow to shiftfrom one number to the next at intervals 
of 1 minute; at that pace, a full" day" passes every 24 
minutes. 

The characters can "lock" the sundial in place by 
tying down the brazier or otherwise preventing it 
from revolving. Keep track of any characters who 
choose to study the sundial; it comes into play in the 
Chamber of Shadows (location 13). 

FEATURES OF THE AREA 
Illumination: Dim light from the brazier. 
Ceiling; The ceiling is 10 feet high. 
Doors: The normal wooden doors in this shrine 

are closed but not locked . 
Runic Passages: The scarab swarms and the 

lamia can bypass the outer walls by moving through 
the holes formed by the mystic runes. They can move 
into (or out of) the wall, which costs 1 extra square 
of movement, then emerge anywhere along an outer 
wall (using the normal amount of movement for the 
distance covered). 

Treasure: Elesdri wears a black, pearl·studded 
gold torc that is worth 2,400 gpo 



Encounter Level 9 (2,000 XP) 

SETUP 
1 crone statue 

Do not place the statue on the map until it animates. 
This cavern includes the first of the challenges 

meant to deter visitors. 

When the characters enter the cavern, read: 
You've stepped Into a simple cavern in the rock cliff that 
looks as thou8h it has not been used in some time. 

Not all the stone is natural, however. A trio ofstatues 
stands alon8 thefar wall,formin8 a portion ofthat wall. 
Each statue depicts a humanoidfemale clad in ra8s and 
tatters with her ri8ht hand out, palm up, as thou8h expect
in8 to receive some 8ift. The fi8ure on the left is a youn8 
female, her beauty apparent even 8iven the poor condition 
ofthe stone; the centerfi8ure is older, herface kind and 
matronly; and thefi8ure on the ri8ht is stooped with a8e, 
herface a maze of lines and wrinkles. 

Show the players Beggars of Stone (page 40). 

Perception Check 
DC 26 (requires 1 minute of concentration): You 
sense powerful maBie within the cavern, comin8 bothfrom 
beyond the carvedfi8ures, andfrom the statues themselves, 
which radiate arcane ener8Y related to polymorphin8. 

BYPASSING THE STATUES 
The statues form a wail of their own, preventiJlg 
anyone from contiJming. Trying to batter through the 
statues is an exercise in futility-in addition to having 
the hit points ofa Large reinforced stolle statue (120 
hit points), the statues aloe empowered with power
ful fey magic, granting them resist 10 to all damage 
when all three are stationary. 

The only efficient way to bypass the barrier is to 
place a coin, gem, or magic item into the outstretched 
hand of the crone (right-hand statue). Doing so callses 
all three statues to animate briefly and step aside, 
providing a pathway onward. 

Ifvaluables are placed in the hands of either 
the maiden (left-hand statue) or the matron (center 
statue), if any other item is placed in any statue's 
hand, or if the characters damage any of the statues, 
the crone animates and moves to attack, leaVing 
behind a layer of stone that prevents anyone from 
moving through the vacated space. If the crone is 
defeated , the statue immediately reappears with the 
others as an inanimate object, where it waits to be 
activated again by an improper choice. 

The characters receive XP only for bypassing the 
statues, no matter how many attempts it takes them 
to do so or how many animated crones they fight. 

TACTICS 
The crone statue starts its assault by moving into posi 
tion and letting loose with whirlwind ofclaws. It uses 
this power agail1 as soon as it recharges. In the mean
time, it uses toltch ofaBe followed by rakine claws. 

Crone Statue 	 Level 14 Brute 
MediulIl fcy "llilll<lI<' 1< "",t.lI< 1) XI' I ,()O() 

HP 172; Bloodied 86 Initiative +9 
AC 26. Fortitude 27, Reflex 24. Will 26 Perception +11 
Speed 6 Darkvision 
Immune disease, poison. sleep 

CD Raking Claws. At-Will 
Attack: Melee 1 (one creature); +19 vs. AC 
Hit: 3dlO + 11 damage. and the crone statue knocks the target 

prone. 
~	Touch of Age. Recharge when first bloodied 

Attack: Melee 1 (one creature); +17 vs. Fortitude 
Hit: 4d8 +8 damage, and the target is weakened (save ends). 
First Failed Savina Throw: The target is also slowed (save ends 

both). 
Second Failed Savina Throw: The weakened and slowed effects 

become permanent (and the target appears to age) until 
cured by a Remove Affliction ritual or similar magic. 

Miss: Half damage. and the target is weakened until the end of 
the statue's next turn. 

<.. Whirlwind of Claws. Recharge 11!1 
Attack: Close burst 1 (creatures in burst); +17 vs. Reflex 
Hit: 3d1 0 + 11 damage, and the statue knocks the target prone. 

Str 24 (+14) Dex 15 (+9) Wls 19 (+11) 
Con 22 (+13) Int 3 (+3) Cha 3 (+3) 
Alignment unaligned Languages 

FEATURES OF THE AREA 
Illumination: Dim light from the sunlight filter· 

ing into the cavern. 
Ceiling: The ceiling is 15 feet high. 
Treasure: A +3 skewerine war pick (Adventurer's 

Vault, page 77) lies behind the statues. 



-	 -- --,--. -- ----- -- -_._- .- - --.- .-- - --,--- 

ENCOUNTER G4: PER1LOUS PO()L 

Encounter Level 8 (1,800 XP) 

SETUP 
The pool in this chamber is constantly fed by a small 
spring. Its ripples, the shapes of the rivulets that run 
from it, and the runes on the chamber's wall are all 
part ofAcererak's design for the fey engine. He has 
also placed a trap within the water of the pool, where 
he keeps the key to the dungeon's center of power. 

When the characters enter the pool chamber, 
read: 
The walls here are covered in peculiar runes. At the room's 
north end, a stone-rimmed pool burbles. It overj1ows 
the pool's sides and trickles in various rivulets across the 
j1oor. The twistina, snaky patterns of the water should be 
random, but they appear to have some eldritch desian. 

When a character looks into the pool, read: 
A pale metal key lays at the base ofthe pool, thouah 
the ripples in the water make its exact location hard to 

determine. 


Arcana Check 

DC 28: The runes on the wall seem desianed to channel 

eneray-perhaps takenfrom the ambient FeywiId environ

ment-to some central source. 


GRABBING THE KEY 
Any contact with the water causes a water serpent 
to manifest. The first attempt to grab the key fails 
automatically unless the characters have noticed the 
water's abnormal distortion (see "Perception" in the 
trap statistics block). Any further attempt to obtain it 
requires a DC 26 Acrobatics check. Perception check, 
or Thievery check. 

The use of telekinetic 
magic (such as maae 
hand) still triggers the 
trap, but causes the 
water serpent to attack 
the character nearest 
the pool, rather than 
whoever triggered the 
attack. 

Show the players 
Serpent in the Pool 
(page 41). 

Water Serpent Level 11 Elite Lurker 

'1"1' XI' 1.}()() 


Strall8e ripples Jlow throu8h both the pool ofwater and the 

rivulets that. trace their way across the floor. 


Trap: A water serpent manifests and attacks when the water 
in the pool is disrupted. 

Perception ~ 

I,j• 	 DC 21: The character realizes that the shifting water 
distorts the image of the key more than it should_ a: 

wAdditional Skill: Arcana 
I

• 	 DC 21 : The character realizes that the distortion isn't Z 
natural; 'illusion magic is making the key difficult to :J 
pinpoint. o 

Trigger 1 
ZWhile the key remains in the water, the serpent manifests w

and attacks whenever a character disrupts the water. 
Trigger 2 


After the key is removed from the pool but is still within 

the room, the water serpent attacks any creature within 2 

squares of the pool at the start of that creature's turn. 


Attack. Teleportation 

Opportunity Action Melee 2 

Target: The triggering creature, or the nearest creature to 


the pool if the triggering creature is using an effect to 
disrupt the water from a distance. 


Attack: +1 6 vs. AC 

Hit: 2d6 + 5 damage, and the target is teleported into the 


center of the river, appearing adjacent to the obelisk. See 

"Up the Creek." 


Countermeasures 

• 	 A character can ready an action to attack the water 


serpent (AC 22, other defenses 19, immune poison, resist 

5 all, resist 15 fire) when it manifests to attack . If the 

serpent takes damage, it disappears without attacking, 

but manifests again if triggered. 


• 	 Once the key has been removed from the chamber, the 

trap deactivates. 


Up THE CREEK 
A character teleported to the river must succeed on 
a DC 20 Athletics check to swim in it. At the start of 
each turn , a character in the river slides 4 squares 
downstream (south). The current can be fought as 
normal (Dunaeon Master's Guide, page 45). A charac
ter swept over the falls takes 5dlO damage and must 
begin making Endurance checks to avoid drowning, 
losing the 3-minute "grace period" (Dun8eon Master's 
Guide, page 159) as the breath is forced from his or 
her lungs by the impact. 

FEATURES OF THE AREA 
Illumination: Darkness. 

Ceiling: The ceiling is 10 feet high. 

Doors: The normal wooden doors in this room are 


closed but not locked. 
Treasure: In addition to being used to open the 

double doors (see locations 12 and 27), the key is 
made of platinum and worth 2,500 gpo 



Encounter Level 10 (2,500 XP) 

SETUP 
5 mad wraith terrors (W) 

Do not place the wraiths on the map until they 
appear. 

These twin chambers represent not one, but two of 
Acererak's beloved puzzles: one linked to the sundial 
at location 9, and the other to the double doors at 
location 27. 

CHAMBER OF TAPESTRIES 
When the characters euter location 12, read: 
This chamber is adorned with about a dozen tapestries. 
One has an ima8e offey dancin8 in a rin8 oftoadstools 
as thunderclouds 8ather overhead, and another shows a 
youn8 man weepin8 over the corpse ofa murdered maiden 
in a8lade. 

When the characters see the tapestry marked T, 
read: 
One tapestry a8ainst the western wall shows an almost life
sized double door, bounded in iron and silver and covered 
in arcane runes. Afi8ure clad in black is bein8 hurled back 
from the door by a bolt ofli8htnin8, with obvious lock picks 
flyin8from his fin8ers. His companion, who is dressed in 
chainmail, is leanin8forward as thou8h to stop him. The 
second fi8ure is holdin8 a key in his open hand. It's the only 
tapestry that shows an indoor scene. 

Perception Check 
DC 16 (when the characters can see the south
east tapestry): The lar8e tapestry to the southeast 
doesn't stand in front ofa wall, but rather han8s before the 
entrance to another chamber. 
DC 16 (when the characters have seen the tapes
try marked T, and only if they have seen the key 
at location 10): The key in this tapestry looks like the 
same platinum key that lay at the bottom ofthe serpent
haunted pool. 
DC 25 (when the characters have seen the tapes
try marked T, and only if they have seen both the 
key at location 10 and the real door at location 
27): Somethin8 about this tapestry is botherin8You, and 
you've finally realized what it is. The lock on the door is too 
bi8. Althou8h the door and the fi8ures beside it are almost 
life-sized, the lock is fully life-sized; it's the exact size ofthe 
lock you saw on the double door it portrays in the 8arden. 

Show the players The Hanging Tapestry (page 41)_ 

Arcana Check 
DC 27 (requires 1 minute of concentration): The 
tapestry on the southwest wall is radiatin8 arcane ma8ic, 
as is somethin8 behind the southeast tapestry. 

THE TAPESTRY PUZZLE 
The tapestry seems to suggest that only the platinum 
key can open the double doors portrayed in the art
work. This is true, but misleading. As described in 
Encounter GIO (page 37), attempting to open the 
doors at location 27 in any way-even with the key
activates the trap. If, however, the key is pressed to 
the lock in the tapestry in this chamber, the double 
doors at location 27 unlock. 

This is the only way for the characters to gain 
experience for overcoming the trap in Encoun
ter GIO. (Because they gain the XP upon passing 
through the double doors, the reward is accounted 
for in that encounter, not this one. The level and XP 
given above apply only to solving the puzzle in the 
Chamber of Shadows.) 

When a character presses the key to the lock in 
the tapestry, read: 
You hear an echoin8 click as the key makes contact with the 
fabric lock. There's no visible chan8e in the tapestry, or in 
the room around you_ Ifwhat you'vejust done has had an 
effect, or opened a door, it obViously occurred elsewhere. 

CHAMBER OF SHADOWS 
When a character enters location 13, read: 
Pushin8 past the tapestry, you find yourself in a chamber 
ofstran8e curves and bizarre shapes. In the rou8h center 
of the room stands a tall stciff with aflame burnin8 atop it, 
like a torch. On the curved, southeast wall is a line ofnum
bers, 1 throu8h 12, repeated twice. The first series is inlaid 
in bri8htly polished brass, and the second series is inlaid in 
black wrou8ht iron. 

Arcana Check 
DC 21 (requires 1 minute of concentration): Both 
theflame on top of the staff and the numbers on the wall 
radiate arcane ener8Y, partially but not entirely attuned to 

summonin8· 

THE TORCH AND SHADOW PUZZLE 
Anyone walking between the torch and the numbers 
notices that his or her passage casts a shadow across 
the brass and iron images-a shadow far darker 
and morc distinct than the torchlight alone would 
account for. 

To open the secret door marked A, a character 
must deliberately stand and cast his or her shadow 



across the correct number (accidental activation isn't 
possible). When this happens, the door clicks open 
and becomes obvious to casual examination. (The 
secret door marked B also opens ifa character has 
pulled the lever at location 15.) 

Ifa character casts his or her shadow across any of 
the twenty· three wrong numbers, a stream of shadowy 
tendrils shoots from the number, and nve mad wraith 
terrors manifest at the spots marked W. This happens 
whenever a character spends the time to purposely 
cast his or her shadow but chooses the wrong number. 

The characters gain experience only for solving 
this puzzle and opening one or both of the secret 
doors, not for defeating any of the mad wraith terrors 
they aCcidentally summon. 

DETERMINING THE RIGHT NUMBER 
The correct number is whatever time (to the nearest 
hour) is currently indicated on the sundial at location 
9. (The brass numbers represent A.M ., and the dark 
iron ones P.M.) The sundial moves at a fixed rate, so 
ifsomeone made a point ofnoting the time when he 
or she last viewed it, that character can make a DC 
12 Intelligence check to determine the current time 
by mentally calculating the time since that viewing. 
(The check is a representation of the calculation so 
the players don't have to do the math.) 

Ifno character noted the time, someone might 
have to return to location 9, or you could allow a DC 
20 Intelligence check for a character to remember 
the sundial's setting and correctly estimate how 
much time has passed. (Make this roll for the player, 
otherwise that player will know ifit 's a failure before 
his or her character casts the shadow and activates 
the trap.) Ofcourse, if the characters somehow 
locked the revolving brazier in place, the correct 
number is whatever time the sundial is stuck at. 

TACTICS 
Mad wraith terrors that appear out of the characters' 
sight attempt to hide, then attack with surprise first 
using touch ofmadness, followed by touch ofchaos. 
Those that appear in sight of the characters attack 
instantly. In either case, the wraiths prefer to attack 
the character who cast the shadow, but they are 
intelligent enough to react to the situation as combat 
progresses. They attempt to focus their attacks on 
anyone who can deal radiant damage to them. 

FEATURES OF THE AREA 
Illumination: Darkness in location 12; dim light 

from the torch in location 13. 
Ceiling: The ceiling in each chamber is 10 feet 

high. 
Planar Visions: Arcana checks to detect magic in 

these locations are subject to the planar visions effect 
(page 13). 

Mad Wraith Terror (W) Lcvcl10 Controller 
Mt,dllllll .... llddow 11l1I1l, 1I1()ld (ttlldl .Jell XI' 

HP 70; Bloodied 3S Initiative +10 
AC 24, Fortitude 19, Reflex 11, Will 21 Perception +6 
Speed 0, fly 6 (hover), phaSing Darkvision 
Immune disease, poison; Resist 10 necrotic, insubstantial; r-

Vulnerable S radiant :J 
o 


Mad Whispers (psychic) + Aura 3 II) 

Any enemy that starts its turn within the aura takes S psychic ~ 
damage and is dazed until the start of its next turn. If the mad 0 
wraith terror takes radiant damage, the aura is negated until the C 
end of the wraith's next turn. 

Spawn Wraith 
Any humanoid killed by the mad wraith terror rises as a free· 
willed wraith at the start of its creator's next turn, appearing in 
the space where it died, or in the nearest unoccupied space if 
that space is occupied. Raising the slain creature (using a Raise a: 
Dead ritual) does not destroy the spawned wraith. UJ 

I
Z+Touch of Madness (psychic) + At-Will :J 

Attack: Melee 1 (one creature); +13 vs. Will 0 
Hit: 2d6 + 10 psychic damage, and the target takes a -2 penalty U 

to Will (save ends). Z 
+Touch of Chaos (psychic) + Recharge !'~ li)j W 

Attack: Melee 1 (one creature); +13 vs. Will 
Hit: 3d6 + 9 psychic damage, and the target moves its speed and 

makes a basic attack against its nearest ally as a free action. 
Skills Stealth +15 
Str 6 (+3) Dex 20(+10) Wls 3 (+1) 
Con 12 (+6) Int 11 (+5) Cha 19 (+9) 
Alignment chaotic evil languages Common 

Secret Doors: The secret door marked A opens 
automatically when the sundial puzzle is solved. 
The secret door marked B opens only if the sundial 
puzzle has been solved and a character has pulled the 
lever in the nook at location 15 (also marked B). Both 
doors are expertly made, difficult to find (Perception 
DC 35), and hard to open (DC 40 Thievery check to 
open; DC 35 Strength check to break; 100 hp; AC/ 
Reflex 4; Fortitude 12; resist 20 all). 

Tapestries: The tapestries block line of sight, and 
it costs 1 extra square of movement for a creature to 
push through one to the space beyond. 



Encounter Level 11 (3,000 XP) 

SETUP 
5 game table traps 

This room contains a bizarre trap that mixes the 
malevolent whimsy of the daIker fey with the arro
gant malignance ofAcererak. 

When the characters near the entrance to the 

game room hall (location 14), read: 

From down the hall. you hear the dull murmurinB ofmul

tiple people talkinB softly at once, as well as the occasional 
dink ofB'asses. 

These sounds are entirely illusory; they're meant to 
entice invaders into the game room. 

When the characters move into the game room, 
read: 

Ijit weren't for the fact that some ofthe walls have eldritch 

runes scattered here and there. you'd be certain that you 
had been te/eported somewhere else. The chamber before 
you is luxurious, sportinB a rich carpet, aBleaminB chande
lier in the center of the ceilinB, and five small BaminB tables 
around the outer edBe, each with a haphazard collection of 
dice. cards. and Bame pieces. 

There's no trace now ofthe voices you heard on the way 
in, and the only other visible exit is a wooden door alonB 
the south wall. 

PLAYING THE GAME 
To survive the trapped game tables, one or more 
characters-dominated or not-can attempt to beat 
the game by undertaking this skill challenge. Success 
indicates that one of the five game tables has been 
beaten and deactivated. (This skill challenge assumes 
that the games are generic <.lice or card games. Ifyou 
want to assign specific games to each table, you can 
adjust the challenge accordingly.) 

Level: I I (Xl) 600). 
Complexity: 1 (requires 4 successes before 3 

failures). 
Primary Skills: History, InSight, Perception. 
History (DC 21, standard action): The character uses 

a strategy based on his or her understanding of how 
the game works (and perhaps aided by the exploits 
ofgreat gamers of the past). This skill ca n be used to 
gain 1 success in the cha lIenge. 

InsiBht (DC 16, minor action): The character notices 
patterns and styles of play used by the "phantom 
opponent." granting the characters a +2 bonus to 
the next History check or Perception check in the 

S Game Tables Level 11 Blaster 
Ir "1' XI' (iOO ",1( " 
The varioliS 8ame tables throunhout the room aren't as innocent 
or harmless (IS they appear. 

Trap: Each game table is enchanted to both charm passersby 
into playing, and to attack the characters' minds once they 
do so. 

Perception 
No check is necessary to notice the tables, or the games 
upon them. 

Initiative +2 
Trigger 1 

When a creature reaches the center of the chamber, or 
makes physical contact with one of the tables, each table 
rolls initiative and attacks. 

Attack + Charm 
Standard Action Close burst 2 
Target: Each creature in burst 
Attack: +14 vs. Will 
Hit: The target is dominated (save ends). Second Failed 

Savina Throw: The target can no longer save against the 

domination effect; the effect can be removed only by 

deactivating or destroying the trap. 


A dominated creature must stand at the game table. It 
can either play the game against a "phantom opponent" 
(the magic of the trap itself, see "Playing the Game") or 
stand motionless and take no other actions. If another 
creature attacks the table, the dominated creature must 
spend its actions making a basic attack against that 
attacker (or move to do so, if it is not within range). 

Trigger 2 
The trap's opportunity attack is triggered by either of 
the following events: A creature dominated by that trap 
ends its turn without playing the game (see ·Playing 
the Game"), or a creature playing the game, whether 
dominated or not, gains a failure in the Playing the Game 
skill challenge. 

Attack + Psychic 
Opportunity Action Close burst 3 
Target: Triggering creature in burst 
Attack: +14 vs. Will 
Hit: 2d1 0 + 6 psychic damage. 
Countermeasures 
+ A character can deactive the trap by defeating it at its 

own game (see "PI'aying the Game"). 
+ A character can attack the table (all defenses 19, hp 

81, immune to poison and psychic, vulnerable 5 fire), 
though doing so causes a creature dominated by the 
table to attack the character. If the table is destroyed, 
so is the trap. 



challenge. On a failure, the next such check takes a 
-2 penalty. Each character can use this skill in this 
way only once in the challenge. 

Perception (DC 21, standard action): The character 
spots a winning opportunity to playa card, move a 
piece, or the like. This skill can be used to gain 1 suc
cess in the challenge. 

Secondary Skills: Bluff, Thievery. 
Bluff(DC 16, minor action): The character keeps a 

stony game face, making his or her emotional reac
tion unknown to the "phantom opponent." Success 
on this check grants a +2 bonus to the next History 
check or Perception check in the challenge. Each 
character can use this skill in this way only once in 
the challenge. 

Thievery (DC 21, standard action): With sleight of 
hand so dexterous that even the magic of the trap 
doesn't detect it, the character moves a piece, nudges 
a die, or otherwise cheats. This skill can be used to 
gain 2 successes in the challenge, but each char
acter can use this skill in this way only once in the 
challenge. 

Success: The characters win the game and deacti
vate that particular trapped game table. 

Failure: Each failure gained in the skill chal
lenge draws an opportunity attack from the table (as 
mentioned above). There is no additional penalty for 
failing the skj)) challenge as a whole, except that the 
characters must now start the skill challenge over. 

FEATURES OF 

THE AREA 


Illumination: Bright light from the schandelier. 
Ceiling: The domed ceiling is 10 feet >

<:
high at the edges and 15 feet high at the ~ 

c..center. .. 
False Door: The wooden "door" on the \0 

south wall doesn't open. and ifit is forced, '-' 
reveals nothing but a stone wall. Its only " I.IJ 
purpose is to lure people farther into the ~ 

Z room. ~ 

Planar Visions: Arcana checks to detect 0 
magic in these areas are subject to the U 
planar visions effect (page \3). ~ 

Secret Trapdoor: Finding this trapdoor requires 
a DC 25 Perception check, and opening it requires a 
DC 21 Thievery check. It leads to the passages mn
ning beneath these buildings (see location 18). 

Tables: The tables are 3 feet high; it costs 1 extra 
square of movement for a creature to move on top of a 
table. The tables are bolted to the Hoor and cannot be 
moved or tipped over. 

Treasure: Ten of the game pieces on various tables 
are made of gold. They're worth a total of600 gp (60 
gp each), but they can be taken only from a table that 
has been deactivated (see the skill challenge). 

£XP£Rl£NC£ P01NTS 
The characters can earn XP in this encounter for destroy
ing a particular game table trap or for deactivating it by 
succeeding in the skill challenge, but not for doing both. 
A game table that is destroyed can't later be deactivated. 
If a game table that is deactivated is later destroyed, the 
characters earn no additional XP for destroying it. 



Encounter Level 10 (2,500 XP) 

S ETUP 
Quickling renegades 
Spriggan giantsoul crushers 
Spriggan witherer stormeyes 

The number of monsters in this encounter depends 
on the makeup of the party: One quickling renegade 
for each striker among the characters, one spriggan 
giantsoul crusher for each defender, and one spriggan 
witherer stormeye for each leader or controller. (The 
level and XP award given above assume a party of 
five characters.) The locations where these creatures 
first appear are described in "Darkness Falls." 

When the characters enter location 15, read: 
Twisted runes cover the uneven walls, even parts of the 
floor and ceilin8' Two ofthe wallsjut out or curve oddly 
and end in narrow columns, as thou8h to continue patterns 
be8un by the runes around them. A few ofthese runes 810w, 
providin8 weak li8ht throu8hout this area. 

Arcana Check 
DC 21 (requires 1 minute of concentration): 
Arcane power seepsfrom thefabric ofthis chamber. You 
also sense hi8h concentrations ofboth illusion and telepor
tation ma8ie. 

DARKNESS FALLS 
'1\.\10 rounds after the characters first enter location 
15, the magic of the chamber activates. 

When the magic activates, read: 

For a second, impenetrable darknessfalls over the chamber. 

It fades as quickly, allowin8 you to see once more . .. but 

thin8s are not as they were. A perfect duplicate now stands 

next to or close to each ofyou. 


Each duplicate is a fey creature veiled with an il'Iusion 
to make it look like one ofthe characters. QUickling 
renegades and spriggan giantsoul crushers appear 
adjacent to their counterparts, and spriggan witherer 
stormeyes appear 1d4 + 1 squares away from their 
cou nterpa rts. 

EFFECT OF THE ILLUSION 
This encounter is structured so you can use min
iatures for combat and still narrate the befuddling 
nature of the illusion. Until the characters disrupt the 
illusion or find a way to know which creatures are the 
disguised fey, the illusion has the following effect. 

When a character targets an enemy with a power, if 
one of that character's allies is adjacent to the target and 
within range of the power, the character must make a 
DC 17 Insight check to target the enemy. On a failed 
check, the character instead targets his or her ally. Like
wise, when a character targets an ally with a beneficial 
effect, ifan enemy is adjacent to the target and within 
range of the effect, the character using the effect must 
make a DC 17 InSight check to target his or her ally. On 
a failed check, the character instead targets that enemy. 

The disguised fey don't suffer from this effect; they 
see their allies' true forms. 

Until the illusion is disrupted, each disguised fey 
has the folloWing power: 

TRIG(,ERED At TlONS 

Switcheroo + Encounter 
Tri88er; The fey creature is hit by a melee or ranged attack. 
Effect (Immediate Interrupt); The triggering attack instead 

hits an adjacent enemy within range that the fey creature is 
duplicating. 

The characters might come up with a number of ways 
to distinguish illusory enemies from allies. Although 
you should reward creative solutions to the problem, 
trying to identify an illusion-shrouded fey by giving 
it a wound or a magical effect (such as ongOing fire 
damage) doesn't work. The magiC of the room causes 
each illusion-shrouded fey to look exactly like its 
counterpart, including the presence or absence of vis 
ible effects and wounds. 

DISRUPTING THE ILLUSION 
Though the illusion is neither a conjuration nor a 
zone, the wizard utility power dispel maBic (Player's 
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Handbook , page 162) ends each of the illusions if it 
successfully hits any of the illusion-shrouded fey, as 
do other effects that destroy conjurations or zones. 
Also, a character trained in Arcana can make a DC 
21 Arcana check as a standard action to end the illu
sory effect on an adjacent enemy. 

TACTICS 
Each fey tries to use the tactics it thinks the character 
it is duplicating would use, such as moving in close if 
replacing a striker or defender, or lobbing spells from 
a distance if replacing a controller. 

Spriggan Witherer Level 10 Artillery (Leader) 

Stormeye 
5mall fe humdnoid 
HP 83: Bloodied 41 
AC 23, Fortitude 21, Reflex 20, Will 22 
Speed 6 
STANDARD AniONS 

CD Withering Touch (necrotic) • At-Will 
Attack: Melee 1 (one creature); +13 vs. Reflex 
Hit: 2d8 + 5 necrotic damage. 

~ Sun Scorch (fire. radiant) • At·WiII 

XP 500 
Initiative +8 

Perception +6 
Low-light vision 

Attack: Ranged 10 (one creature); + 15 vs. Reflex 
Hit: 2d6 + 11 fire and radiant damage. 

~~ <.. Flattening Wind. Recharge when first bloodied 
Attack: Area burst 3 within 10 or close blast 3 (creatures in 

burst or blast): +15 vs. Fortitude 
Hit: 3d6 + 9 damage, and the stormeye pushes the target 2 
squares and knocks it prone. 

~~ Blood for the Earth • At-Will 
Requirement: The stormeye must be bloodied. 
Attack: Area burst 2 within 10 (enemies in burst); +15 vs. 

Fortitude 
Hit: 2d6 + 5 damage, and ongOing 5 damage (save ends). 
Effect: Each ally in the burst gains 5 temporary hit points. 

Acererak's Slave 
TriBBer:The stormeye drops to 0 hit points and is killed . 
Effect (Immediate Reaction): The stormeye remains standing, and 

it gains the undead keyword and continues to fight until the 
end of its next turn. 

Redcap Zeal. Encounter 
TriBBer: The stormeye bloodies an enemy or reduces an enemy 
to 0 hit points or fewer. 

Effect (Immediate Reaction): The storm eye gains 1d6 + 4 tempo
rary hit points. 

Skills Arcana +9. Athletics +12, Stealth +14 
Str 12 (+6) Dex 16 (+8) Wis 13 (+6) 
Con 17 (+8) Int 10 (+5) Cha 19 (+9) 
Alignment evil Languages Elven 
Equipment hide armor, iron-shod boots 

FEATURES OF THE AREA 
Illumination: Dim light from the glOWing runes. 

Ceiling: The ceiling is 15 feet high. 

Lever: Along the south wall at the spot marked B 


is an unmarked lever. Pulling it opens the secret door 
labeled B in location 12. if the sundial puzzle at loca
tion 13 has also been solved. 

Quickling Renegade 
Small fey hUrlldnold 

HP 104; Bloodied 52 
AC 25 (29 against opportunity attacks), 

Fortitude 21, Reflex 25, Will 21 
Speed 12 , climb 6 
STANDARD ACTIONS 

CD Short Sword (weapon) • At·WIII 

Level 10 Skirmisher 
XP 500 

Initiative +14 

Perception +8 
Low-light vision 

Attack: Melee 1 (one creature); +15 vs. AC 
Hit: 1d6 + 7 damage. 

~ Quick Cuts (weapon) • At-Will 
Effect: The renegade moves its speed. At any two points during 

its move, the renegade makes a basic attack at a -2 penalty. A 
renegade cannot use this power while immobilized or slowed_ 

Fey Shift. Encounter 
0:Effect: The renegade shifts 10 squares. L.U 

MINOR ACTIONS I
Maintain Mobility. Recharge !::!1:·:111I! Z 

Effect: An immobilized renegade is no longer immobilized. :J 
oTRIGGERED ACTIONS 
UAcererak's Slave Z 

TriBBer:The renegade drops to 0 hit points and is killed. w 
Effect (Immediate Reaction): The renegade remains standing, and 
it gains the undead keyword and continues to fight until the 
end of its next turn. 

Skills Acrobatics +17. Bluff +10, Stealth +17 
Str 9 (+4) Dex 24 (+12) Wls 17 (+8) 
Con 16 (+8) Int 14 (+7) Cha 10 (+5) 
Alignment evil Languages Elven 
Equipment short sword 

Spriggan Giantsoul Crusher Level 10 Brute 
5mall fey humanoid XP 500 

HP 126; Bloodied 63 Initiative +7 
AC 22, Fortitude 23, Reflex 21, Will 22 Perception +8 
Speed 6 Low-light vision 
STANDARD ACTIONS 

(f) Slam. At-Will 
Attack: Melee 1 (one creature); + 13 vs. AC 
Hit: 4d6 + 8 damage. or 4d6 + 13 if the crusher is bloodied. 

~ Giantsoul Slam. Recharge 1: ~II :::J iUJ 
Attack: Melee 2 (one creature); +13 vs. AC 
Hit: 4d6 + 8 damage, or 4d6 + 13 if the crusher is bloodied, and 

the target falls prone_ 
TnlGGEREO A(TlON~ 

Acererak's Slave 
TriBser: The crusher drops to 0 hit points and is killed. 
Effect (immediate Reaction): The crusher remains standing, and it 
gains the undead keyword and continues to fight until the end 
of its next turn. 

Redcap Zeal. Encounter 
TriBBer: The crusher bloodies an enemy or reduces an enemy to 
ohit points or fewer. 

Effect (Immediate Reaction): The crusher gains 1 d1 0 + 4 tempo
rary hit points. 

Surprise Slam. Encounter 
Tri88er: An enemy within 2 squares of the crusher attacks an 
ally of the crusher. 

Effect (Immediate Interrupt): Giontsoul slam recharges, and the 
crusher uses it against the triggering enemy. 

Skills Athletics + 14, Intimidate +11, Stealth +12 
Str 19 (+9) Dex 15 (+7) WIs18 (+8) 
Con 16 (+8) Int 10 (+5) Cha 12 (+6) 
Alignment evil Languages Elven 
Equipment hide armor, iron-shod boots 



Encounter Level 10 (2,800 XP) 

When the characters enter the Hall ofPlanar Echoes 
(locations 21-23), they experience one of the peculiar 
planar crossovers that link the various tombs Acer
erak is using for his machine. If the Dead Gods' Tomb 
result comes up on the Planar Crossover Destinations 
table (page 17), the characters find themselves briefly 
in a tiny pocket of Pluton, a lost and unfamiliar astral 
dominion. As soon as the characters leave this area, 
they find themselves once more within the Feywild. 

SETUP 
2 gray angels (G) 

When the characters first enter one of these 
chambers, read: 
The world spins, droppin8 away beneath YOllr feet. For an 
instantyoII fall, and the memory ofstability, ofreality, is 
only a fadin8 dream. 

Then the verti80 stops, withollt even 8ivin8 yoII time 
to stumble. You find yourself standin8 on solid wound 
"somewhere else." Althou8h you stand inside a strllCture, its 
solid marble walls are rou8h and worn by weather and a8e. 
Then YOIl hear the echoes ofscreams reverberatin8 offthose 
walls; ofthe ori8inatin8 sounds, you can make Ollt nothin8 
at all. 

Suddenly, a pall ofdespair and the a8on), of loss floods 
throll8h you. Before your eyes pass the faces ofevery friend 
and loved one you've ever lost. and a part of),ou wants to 
add your screams to the echoes to 8ive voice to YOllr own 
torment. The sounds and visions soon fade , but they leave 
behind a lin8erin8 8100m in your SOli I. 

Religion Check 
DC 21: Thou8hyou have no idea how it happened,you're 
certain that you're no lon8er in the Feywild. You believe 
you've made a planar transition, but that knowled8e 
doesn't tell )'ou where YOII've ended lip. The 8eneral miasma 
ofdespair puts you briefly in mind of the Shadowfell, but 
even that doesn't feel ri8ht. You are . .. somewhere darker. 

GREAT HALL 
When the characters enter location 21, read: 
A marble sculpture, sli8htly lar8er than a broad-shouldered 
human, stands near one corner of this chamber. It depicts a 
fi8ure dad in robes with a crown upon its brow, but the face 
has lon8 since been chiseled away. 

Eifsized footprints, which have been carved into the 
marblefloor, lead toward the south. 

LESSER HALL 
When the characters enter location 22 from thl 
north, read: 

A second statue, identical to the first, stands in a small 

alcove. Even the rou8h chiselin8 that mars what used to be 
the face seems to match exactly. 

The carvedfootprints lead westward, then south down I 

corridor to a lon8 hall, where they stretch away to the east. 

If the characters enter this location along the eastern 
side. before seeing the statue and the footprints at 
location 2l, adjust the description accordingly. 

BONE CHAMBER 
When the characters enter location 23, read: 
The dimensions of this chamber are difficult to determine 
because hundreds, perhaps thousands. ofhumanoid bones 
jut from its marble walls. Skulls and femllrs,fin8ers and 
hands, and spines and ribs are intertwined and set into the 
walls, formin8 a rou8h suiface ofrepulsive complexity. 

A robed and crowned statue similar to the one in the 
other chambers also resides here. and many of the wall 
bones appear to be pointin8 in its direction. 

The carved footprints end next to the eastern wall 
behind the statue. 

TACTICS 
The gray angels-creatures long since corrupted by 
the emanations of Pluton-attack the characters as 
soon as they spot the intruders. They make frequent 
use of the teleportation statues (see "Features of the 
Area") to close with their foes. to fake retreats, or to 
gain tactical positioning. Each uses fin8ers ofdeath as 
soon as possible, as long as it can catch at least two 
foes within the effect. It then uses mark ofdeath and 
spends an action point to follow with reapin8 scythe. 
The gray angels try to focus their efforts on a Single 
foe, preferably one separated from the rest of the 
characters, allOWing them to flank without impedi 
ment for at least a round or two. 

The gray angels have gone mad from their current 
existence, and though they might pretend to flee in 
order to draw pursuers closer to them, they will fight 
to the death . 



1 Gray Angels (G) Level 11 Elite Skirmisher 
MedlUIll l"lIlll)l t.lllllJll l.l lll)ld (.l llg, ·I) XP )AOO <'.Ie h 

HP 148; Bloodied 114 Initiative +11 
AC 16, fortitude 14, Reflex 11, Will 15 Perception +10 
Speed 8, fly 11 (hover) 
Immune fear; Resist 5 radiant, 10 necrotic 
Savin Throws +1; Action Points 1 

Angelic Presence 
While the gray angel is not bloodied, enemies take a -1 penalty 
to attack rolls against it. 

Combat Advantage 
The gray angel deals 1d6 extra damage against any creature 
granting combat advantage to it. 

.i~J;;i1dnr.;I'itii4
CD Scythe (weapon) + At·WIII 


Attack: Melee 1 (one creature); +17 vs. AC 

Hit: 1d10 + 9 damage. 


-I- Reaping Scythe (weapon) + At·WIII 
Effect: A gray angel moves one-half its speed and makes a melee 
basic attack at any point during the move. It also makes an 
attack either before or after this movement. The angel doesn't 
provoke opportunity attacks by moving away from the target 
of any of these attacks. 

Mark of Death (fear) + Recharge [;::11111 
Effect:One creature within 5 squares of the gray angel is marked 
and grants combat advantage to the gray angel (save ends). 

~	Fingers of Death (necrotic) + Encounter 
Attack: Close burst 3 (creatures in burst); +15 vs. Fortitude 
Hit: 4d6 + 6 necrotic damage. 

Death's Release (necrotic) 
TriBBer: The gray angel drops to 0 hit points. 
Attack (Immediate Interrupt): Close burst 3 (enemies in burst); 

+15 vs. Fortitude 
Effect: 3d6 + 5 necrotic damage, and the gray angel knocks the 
target prone. 

Skills Intimidate +18 
Str 13 (+11) Dex 19 (+10) Wls 18 (+10) 
Con 10 (+11) Int 15 (+8) Cha 25 (+13) 
Alignment evil Languages Supernal 
Equipment scythe 

FEATURES OF THE AREA 
Illumination: Darkness. 
Ceiling: The ceiling of each chamber is between 

15 and 20 feet high, and appears to be randomly 
crafted without an architectural purpose. 

Bone Walls: The bones that form the walls of 
location 23 emanate a sleep effect. When a natural 
living creature starts its turn adjacent to one of these 00 
walls, it cannot shift until it moves at least 1 square 
away from a wall. '" a: 

Miasma ofDeath: The spiritual chill ofan absent ~ 
god permeates this entire area. Any creature in loca- Z 
tion 23 (other than the gray angels) gains vulnerable :J 
5 necrotic and regains ld6 fewer hit points from any 8 
divine healing power. Any character who is slain in ~ 
this area, and then raised, must reach one additional UJ 

milestone before her or she overcomes the standard 
death penalty (see the Raise Dead ritual. Player's 
Handbook. page 311). 

Secret Trapdoor: Finding the trapdoor in location 
23 requires a DC 25 Perception check, and open
ing it requires a DC 21 Thievery check. It leads to 
the passages running beneath these buildings (see 
location 18). As with all exits from this area, passing 
through this door deposits the characters back in the 
Feywild. 

Statues: As a move action. a creature adjacent to 
one of these statues can teleport to any other square 
adjacent to one of these statues (including the same 
statue). A character can make a DC 16 Arcana check 
to learn that the teleportation effect exists and how to 
use it. The gray angels already know how to do th·is. 

Touch ofDeath: While in location 23 (anywhere 
to the east of the corridor), a creature that starts and 
ends its turn in the same square takes 10 necrotic 
damage. 



Encounter Level 11 (3,400 XP) 

When the characters enter the Hall of Planar Echoes 
(locations 21-23), they experience one of the peculiar 
planar crossovers that link the various tombs Acer
erak is using for his machine_ If the Shadow Tomb 
result comes up on the Planar Crossover Destinations 
table (page 17), the characters find themselves in the 
Shadowfell. As soon as the characters leave this area, 
they find themselves once more within the Feywild. 

SETUP 
Boneclaw daggerhand (B) 
Shadowguard sentry (S) 

Do not place these creatures on the map until they 
appear (see "The Dead Rise"). 

When the characters first enter one of these 
chambers, read: 
A sudden dizziness washes over you, and you almost 
stumble. as thouah steppin8 down into an unexpected 
drop. The sensation passes as swiftly as it beaan, leavina 
you sli8htly shaken. 

You realize that you are not where you once were. The 
stone and brick walls around you are pitted, and the black 
mortar that binds the stones shedsJ1akes that look like 
dried blood. A faint chill emanates from those walls- a chill 
ofmelancholy and despair that strikes at your soul. 

Perception Check 
DC 21: Trickles ofa stranae black substance, darker even 
than the mortar throuah which it leaks, run sporadically 
down the face ofthe bricks and stones. 

Religion Check 
DC 21: You aren't certain-nor could you say how you 80t 
here, even ifyou are correct-butyou believe thatyou are no 
lonaer in the Feywild.The stran8e sensations around you 
seem instead to match what you've learned ofthe Shadowfell. 

CATACOMBS 
When the characters enter location 21 or 22, read: 
You've clearly entered a catacomb ofsome sort. Numerous 
burial niches line the walls, and several marble slabs stand 
apart, all clearly intended to serve as someone'sfinal rest
ina place. 

But their rest was anythin8 but final. Broken bits of 
stone indicate spots where holy symbols, name plaques, 
and similar adornments should be, but are now missin8' 
More disturbin8 is the fact that althouah various burial 
shrouds and8arments lie within the niches and upon the 
slabs, the bodies themselves are absent. 

Religion Check 
DC 21 (if a character has seen the rubble pile at 
location 23): It would take some effort, but you think you 
could reconstruct, and reconsecrate, at least some of the 
violated waves by usin8 the broken pieces amid the rubble 
in the cavern chamber. 

CAVE OF CAIRNS 
When the characters enter location 23, read: 
This chamber looks as thou8h it was meant to resemble a 
natural cavern or 8rotto. Randomly shaped stones rather 
than rectanaular bricks make the walls uneven, and only the 
black,J1akin8 mortar appears to hold the place t08ether. 

In the center ofthe chamber lies a rou8h heap ofhap
hazardly piled stones. 

Religion Check 
DC 21: Many of the stones 
within the central rubble pile are 
broken pieces ofholy symbols, 
headstones, name plaques, and 
the like. It's as thou8h this were a 
dumpina around for desecrated 
8raves. 
DC 21 (if the character has 
seen the desecrated burial 
niches at locations 21 and 
22): It would take some effort, 
but you think you could recon
struct, and reconsecrate, at least 
some of the violated araves by 
usina the broken pieces amid the 
rubble in the cavern chamber. 
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THE DEAD RISE 
There's no limit to the number of undead that can 
appear in these locations (though they manifest only 
one at a time). The first undead appears when the 
characters enter one of these locations. From that 
point on, a new undead arises with each minute (10 
rounds) that passes, or whenever the characters gain 
a failure during the skill challenge (see "Restoring 
the Graves"). 

To determine where an undead creature appears, 
and which of kind of undead it is, roll a d6 and con
sult the following table. 

d6 Result 
1 A boneclaw daggerhand rises in the spot marked B in 

location 21. 
2 A shadowguard sentry rises in the spot marked S in 

location 21. 
3 A boneclaw daggerhand rises in the spot markei:l B in 

location 22. 
4 A shadowguard sentry rises in the spot marked S in 

location 22 (the niche). 
5 A boneclaw daggerhand rises in the spot marked B in 

location 23. 
6 A shadowguard sentry rises in the spot marked S in 

location 23. 

The undead continue to rise in this fashion until the 
characters successfully complete the skill challenge 
or depart the area. 

The characters receive experience points for suc
cessfully completing the skill challenge. They also 
gain XP for the first undead (of either kind) they 
defeat, but not for any additional undead that appear 
in these locations. 

RESTORING THE GRAVES 
By traveling back and forth from the cave to the 
catacombs, the characters can potentially restore the 
damage and desecration done to the various crypts 
by succeeding on a skill challenge. This challenge 
is divided into two activities-locating the funer
ary pieces in the cave, and then reassembling and 
reconsecrating them in the catacombs. These activi
ties can be intermixed, but the characters can gain 
only as many successes with the assembly activity 
as the number of pieces they find with the recovery 
arctivity. 

The action types given in the skill challenge do not 
include the time necessary to carry the rubble from 
the cave to the catacombs. Because time is a factor 
(since a new undead rises every 10 rounds), a charac
ter can make a DC 16 Athletics check to carry one set 
of heavy stone pieces at full speed; otherwise a bur
dened character moves at half speed. 

An undead creature that rises could cause the 

challenge to be interrupted as the characters engage 


in combat, but they can rcsume the challenge (from 
where they left ofT) after the battle. 

Level: 11 (XP 1.800). o 
Complexity: 3 (requires 8 successes before 3 

failures) . 
Primary Skills (locating the pieces): Athletics, 

History, Religion, Perception. 
Athletics (DC 16. standard action): The character t5 

shifts rocks and debris from the pile. unearthing a ~ 

piece of a nameplate, a religious icon. or some other 
0:: 

important image. This skill can be used to gain 2 suc- CO 

cesses in the challenge. but it cannot be used to gajn .. 
0'1 

the first success in the challenge. 
History or Reli8ioll (DC 21. standard action): Using 

either cultural or theological knowledge, the charac- ~ 

ter recognizes the significance of a particular piece of 
stonework concealed in the rubble. These skills can :::J 

obe used to gain a maximum of 1 success in the chal u
lenge (not 1 success each). z 

wPerception (DC 21, standard action): The character 
spots an icon or a plaque hidden deep within the 
stones. This skill can be used to gain 1 success in the 
challenge. 

Ending (locating the pieces): Once the charac
ters have gained 4 successes locating the pieces, they 
cannot gain any more successes within the cave. As 
mentioned above. the number of successes (pieces 
found) they achieve determines how many successes 
they can gain with the second part of the challenge, 
assembling and reconsecrating the pieces. 

Primary Skills (assembling and reconsecrat
ing the pieces): History, Religion. 

History or Reli8ion (DC 21, standard action): The 
character reassembles the various adornments and 
headstones that mark the individual resting places 
within the catacombs. Either skill can be used to 
gain successes in the challenge. but at least one of the 
required 4 successes for this activity must come from 
using the Religion skill (as the charactcr reconse
crates the defiled resting places). 

Secondary Skills (assembling and reconse
crating the pieces): Perception. 

Perception (DC 21. standard action):The character 
spots a place on one of the crypts where a broken 
piece obviously fits. This skill can be used to gain 2 
successes in the challenge. but each character can use 
this skill in this way only once during the challenge. 

Success: If the characters achieve 8 successes, 
they restore the graves and allow the undead therein 
to find peace. The undead creatures (or what's left of 
the ones the characters have fought) haul themselves 
from the earth en masse to return to their rest. The 
last one. expressing its thanks for being returned 
to rest, also gives the treasure (see "Features of the 
Area") hidden beneath the rubble to the characters. 

Failure: Each failure the characters gain during 
the skill challenge causes another undead crea
ture to rise and attack (see "The Dead Rise"). If the 



AC 19, Fortitude 14, Reflex 17, Will 15 Perception +11 
Speed 8 Darkvision 
Immune disease, poison; Resist 10 necrotic; Vulnerable 5 radiant 
SavinI! Throws +1; Action Points 1 

Relentless Opportunist 
If the boneclaw daggerhand hits with an opportunity attack, it 
can make another opportunity attack against the same target 
during the current turn. 

Threatening Reach 
The daggerhand can make opportunity attacks against all ene
mies within 1 squares of it. 

SlANDARD ACTION~ 

CD Oaw + At-Will 
Attack: Melee 1 (one creature); +18 vs. AC 
Hit: ld11 + 14 damage. 

~ Impaling Burst (necrotic) +Recharge r~l [f~ 
Attack: Close burst 3 (enemies in burst); +18 vs. AC 
Hit: ld11 + 14 damage, and ongoing 5 necrotic damage (save 
ends). 

TnlGGFRED ACTIONS 

Necrotic Pulse (healing, necrotic) + Encounter 
Tri88er: The daggerhand is first bloodied. 
Effect (No Action): Each enemy within 10 squares of the dagger
hand takes 10 necrotic damage. and the daggerhand regains 
10 hit pOints. 

Skills Intimidate +14, Stealth +17 
Str 16 (+9) Dex 22 (+12) WIs 12 (+7) 
Con 14 (+8) Int 10 (+6) Cha 16 (+9) 
Alignment evil Languages Common 

characters fail the challenge entirely, they prove 
unable to restore the graves; the undead continue to 
rise until the characters depart, and the characters 
probably don't acquire the treasure. 

TACTICS 
Ifan undead appears outside the characters' line of 
Sight, it uses Stealth to move closer to the characters. 
A bonedaw daggerhand initiates combat with impal
in8 burst, and then uses its reach to make claw attacks. 
A shadowguard sentry moves close to an enemy and 
marks it with shadowblade, then uses shadow doom and 
isolation's horror on a marked target. 

FEATURES OF THE AREA 
Illumination: Darkness, and the radius ofany 

illumination the characters provide is halved unless 
it's magical. 

Ceiling: The ceiling is 15 feet high in locations 21 
and 22, and 20 feet high in location 23. 

Burial Slabs: A burial slab provides cover to 
adjacent creatures, and it costs 1 extra square of 
movement for a creature to move onto a burial slab. 

Doors: The normal wooden doors in these cham
bers are closed but not locked. 

Necrotic Seepage: Whenever a living creature 
starts and ends its turn in the same square. and that 

Shadowguard Sentry Level 13 Elite Soldier 
Mediulll , h"dow hUlll.lIwiti (und,·.lIl) XP I.GOO 

HP 166; Bloodied 133 Initiative +10 
AC 19, Fortitude 17, Reflex 11. Will 15 Perception +15 
Speed 7 Darkvision 
I.mmune disease. poison; Resist 15 necrotic; 

Vulnerable 10 radiant 
Saving Throws +1; Action Points 1 
TIlAlI ~ 

o Devourer's Presence + Aura 1 
Any enemy that starts its turn within the aura is slowed until 
the start of Its next turn. 

Isolation's Horror (cold, necrotic) 
The sentry's attacks deal 5 extra cold and necrotic damage 

• iM iw;itUuli}P 
arinst a tarlet marked by it that has no allies adjacent to it . 

CD Shadowblade (cold, necrotic) + At-Will 
Attack: Melee 1 (one creature); +16 I'S. Reflex 
Hit: ld8 + 12 necrotic damage plus ld8 cold damage. 
Effect: The sentry marks the target until the end of the sentry's 
next turn. 

~ Vision of Darkness (fear) + Recharge!;il [!J 
Attack: Close blast 5 (enemies in blast); +16 vs. Will 
Hit: The sentry pushes the target 3 squares, and the target is 
immobilized until the end of the sentry's next turn. 

Miss: The sentry pushes the tan!et 3 SQuares. 

of. Shadow Doom + At-Will 
Tri88er: An adjacent creature marked by the sentry moves or 
shifts. 

Attack (Immediate Reaction): Melee 1 (triggering creature); +16 
vs.Will 

Hit: The sentry slides the target 1 square. and the target gains 
vulnerable 5 cold and vulnerable 5 necrotic (save ends both). 

Skills Stealth +13 
Str 22 (+12) Dex 14(+8) Wls 19 (+10) 
Con 21 (+11) Intll (+6) Cha 14(+8) 
Alignment evil Languages understands Common 

square is adjacent to one of the outer walls, the crea
ture takes 5 necrotic damage and is slowed until the 
start of its next turn. 

Rubble: In addition to hiding bits of the broken 
grave markers and holy symbols, the rubble squares 
in location 23 are difficult terrain. 

Secret Trapdoor: Finding the trapdoor in location 
23 requires a DC 25 Perception check, and open
ing it requires a DC 21 Thievery check. It leads to 
the passages running beneath these buildings (see 
location 18). As with all exits from this area, passing 
through this door depOSits the characters back in the 
Feywild. 

Treasure: Buried under the rubble is a circlet of 
mental onslalL8ht (Adventurer's Vault , page 139) and 
variolls coins worth 400 gpo lfthe characters do not 
earn this treasure by succeeding on the skill chal
lenge, they will have to dig deep under the rubble 
pile, which requires 4 hours. 



--._-.-.-_._.-_.- - --.- - --.-.-- -.--.--.

ENCOUNTER GIO: W1LD AT HEART 

Encounter Level 14 (5,700 XP) 

SETUP 
The ivy heart 
1 firbolg shell (F) 
3 dread zombie knights (Z) 
Lightning doors trap 

The characters have reached the heart of the garden. 
They have dealt with most ofAeererak's puzzles and 
threats, but the danger is far from over, because they 
must face the final guardians. Not only are the char
acters opposed by a host of fearsome undead, 'but also 
by the ivy heart, a creature of venomous vines and 
foul magic that is inhabited and empowered by a por
tion ofAcererak's own essence. 

Do not place these creatures on the map until they 
appear. When a character touches or attacks one of 
the cairns in location 24, or enters location 25, the 
dread zombie knights crawl out of the cairns and the 
firbolg shell moves out from behind the stone pile. In 
the round after these creatures appear, the ivy heart 
manifests in any unoccupied square ofivy (and three 
unoccupied squares adjacent to it) that at least one 
character can see. 

When the ivy heart manifests, read: 
A stretch of ivy suddenly be8ins writhin8' What looks like 
an eyestalk-a vine topped by a peculiar crystal-slides out 
from amon8 the 8reenery,followed by a shamblin8 body of 
ivy, twi8s,ja88ed branches, and writhin8 roots. 

CAIRNS 
When the characters enter location 24, read: 
A semicircular chamberfeatures a raised dais alon8 its 
curved side. A 8reat pile ofstones rests atop the dais-it 
looks like a cairn, but ifso, it is the restin8 place ofsome
thin8 truly enormous. Three smaller cairns, ofrou8hly 
human or elfsize, lie clustered on thefloor before the dais. LJ 

As with many of the other structures throu8h which cz:: 
you've traveled in this place, the walls of this chamber are UJ 

covered in runes. ~ 
Z 
:J 

Nature Check or Religion Check o 
UDC 16: It's obvious that these cairns don't belon8 here. Z 

They appear to have once lain outside, beside the other fey UJ 

waves, but have been moved insidefor some reason. 

INNER GROVE 
When a character enters or looks into location 
25, read: 
Two walls intersect in the center ofthis chamber, servin8 
no apparent architectural purpose. The walls are probably 
inscribed with more ofthe runes you've seen elsewhere, but 
it's difficult to tell, because thick curtains ofhan8in8 ivy 
cover them. There are also several small holes in the cell
in8-perhaps they proVide sunli8ht to nourish the ivy. 

Focus 
When the characters enter location 26, read: 
This room has two more of the unnecessary walls. So many 
runes are carved there that it's difficult to tell one symbol 
from the next. 



Arcana. Chel 

DC 21: You think that the runes here are meant to focus 
the power channt:led by aU dle other runes throu8hout the 
complex. n tis isn't the center of the ma8ie-whatever that 
ma8ie mi8ht be- but you must be close. 

DoUBLE DOORS 
When the characters see the doors at location 
27. read: 

An enormous set ofdouble doors that are covered in runes 

and bound in iron and silver are set into the southern wall 

ofthe chamber. 


These doors are magically sealed and can be opened 
only by pressing the key against the tapestry in loca 
tion 12. There is no way the characters can affect or 
open the doors, but if they've successfully used the 
key, the doors are already open-just a crack-when 
the characters arrive, and the trap is inactive. 

If the trap is still active, it affects any creature 
attempting to open or unlock the doors. 

The characters earn XP for overcoming this 
obstacle only once they pass through it. (Its value is 
included in the total for the encounter, above.) 

Lightning Doors Level 13 Obstacle 
T, .11' XP HO O 

A burst 'fblindiI181i8htniI18j1ashes from the doors, searin8 all 
in il' path. 

Trap: This trap covers the 15 squares (3 x 5) before the 

doors, threatening any creature within the area with a 

strike of lightning. 


Perception 
.. DC 18: The character recognizes these doors as the same 

ones portrayed in the tapestry at location 12. 
Additional Skill: Arcana 
.. DC 23 : The character notices various arcane runes in the 

door's design. 
Trigger 

When a character attempts to open or unlock the door 
(including using the key from location 10), the trap makes 
an attack as an opportunity action. After that, roll initiative 
and the trap attacks on its turn as a standard action. 

Attack .. Lightning 
Opportunity Action or Standard Action Ranged 3 
Target: One, two, or three creatures within the 1S -square 

area of effect. 
Attack: + 1 4 vs. Reflex 
Hit: 2d8 + 8 lightning damage, the target is knocked prone, 

and the target is slowed until the end of its next turn. 

Special: The trap does not target the ivy heart or the 


undead. 
Countermeasures 
.. Once the door is properly opened by touching the key to 

the tapestry in location 12, the trap is deactivated. 
.. Aside from deactivating the trap as described above, the 

characters cannot affect the trap; the magic empowering 
it is too strong. The characters can, however, move out 
of the trap's area of effect. If 3 rounds pass without a 
creature entering the area, the trap resets. 

The Ivy Heart Levell 5 El ite Controller 
LlIgt' ft-y .11l;lll olll' Ipl .mll XP 7.4 00 

HP 292: Bloodied 146 Initiative +7 
AC 29, Fortitude 26, Reflex 26, Will 28 PeKeption +11 
Speed 5 (forest walk), climb 3 
Immune sleep: Resist 15 poison 
Saving Throws +2: Action Points 1 

o Tendrils ofThoms (polson) .. Aura 2 
Squares within the aura are difficult terrain for enemies. Any 
enemy within the aura that is hit with an attack takes 5 extra 
poison damage. 

Entangling Vine 
A creature can attack one of the ivy heart's vines that is grab
bing a creature in order to free that creature, but the attack 
does not harm the ivy heart. The vine uses the ivy heart's 
defenses. 

CD Winding Vine" At-Will 

ReqUirement: The ivy heart must not have two creatures 

grabbed. 

Attack: Melee 8 (one creature): +18 vs. Reflex 
Hit: 2d8 + 10 damage, and the target is grabbed. Until the grab 
ends, the target is dazed. 

CD Slashing Vine (poison) .. At-Will 
Attack: Melee 8 (one creature): +18 vs. Reflex 
Hit: 2d8 + 6 damage, and the target takes ongOing 10 poison 
damage and is slowed (save ends both). 

Miss: The target is slowed until the end of the ivy heart's next 
turn. 

+Twin Vines" At-Will 
Effect: The ivy heart uses windino vine and sloshino vine, or uses 
either one twice. 

~	Drain Soul" Encounter 
Attack: Ranged 5 (one creature): +18 vs. Fortitude 
Hit: The target is dazed and restrained (save ends both). 
first Foiled Savino Throw: The target is instead stunned and 

restrained (save ends both). 
Second Foiled Savin8 Throw: The target dies, and its soul is 

trapped in the soul8em "eye" atop the ivy heart's central stalk 
until the ivy heart is destroyed; see "Fate of Drained Souls," 
page 155. 

Special: This power does not provoke opportunity attacks . 
it- Burst of Brambles (zone) .. Recharge [!] 

Attock: Area burst 2 within 12 (creatures in burst); +18 vs. 
Reflex 

Hit: 3d8 + 11 damage. 
Effect: The burst creates a zone of difficult terrain that lasts until 
the end of the ivy heart's next turn. Any creature that starts its 
turn within the zone takes 5 damage and is immobilized (save 
ends). After the zone ends, the area of the burst remains diffi
cult terrain until the end of the encounter. 

+Shoving Vine" At-Will 
Attack: Melee 8 (one creature grabbed by the ivy heart): +18 vs. 

Fortitude 
Hit: The ivy heart slides the target 5 squares to a square within 

8 squares of the ivy heart. 
Skills Arcana +18. History +18. InSight +16 
Str 20 (+12) Dex 11 (+7) Wls 19 (+11) 
Con 18 (+11) Int 23 (+13) Cha 22 (+13) 
Alignment evil Languages Common 



Firbolg Shell (F) Level 12 Brute 3 Dread Zombie Knights (Z) Level 11 Soldier 
Large fey animate (undead ) XP 700 Med ium f"y d lllm,lI(' (ulld p il(l). ~1,Hlrrll XI' GOO each 

HP 149; Bloodied 74 
AC 24, Fortitude 23, Reflex 25, Will 22 
Speed 7, climb 7 
Immune disease, poison; Resist 15 necrotic 
TI( A IT S 

Hunter's Leap 

Initiative +14 
Perception +9 

Darkvision 

The shell doesn't provoke opportunity attacks by jumping. 
ST,\ NDARD ACT I ON~ 

CD Necrotic Slap (healing, necrotic) • At-Will 
Attack: Melee 2 (one creature); +17 vs. AC 
Hit: 2d10 + 9 damage plus 5 necrotic damage, and the target is 
grabbed. In addition, the target loses a healing surge, and the 
shell regains 10 hit points. 

+Absorb Life. At-Will (l/round) 
Attack: Melee 2 (one creature grabbed by the shell); + 15 vs. 

Fortitude 
Hit: The target loses a healing surge. 
Effect: The shell shifts 2 squares before or after the attack, pull
ing the tar et with it. .. 

Flexibility. At-Will 
TriBBer: The shell is immobilized, restrained, pulled, pushed, or 

slid. 
Effect (Immediate Interrupt): The shell makes a saving throw. 
On a save, the triggering effect is negated and the shell uses 
necrotic slap as a free action. 

Skills Athletics +15 
Str 18 (+10) Dex 26(+14) Wls 16(+9) 
Con 19(+10) Int 11 (+6) Cha 14(+8) 
Alignment unaligned Languages 

TACTICS 
The ivy heart is an intelligent combatant. It uses wind
in8 vine and shovin8 vine to move enemies into better 
position for the undead to attack. or to keep enemies 
from getting closer. It uses burst ofbrambles whenever 
that power recharges, saving drain soul until it has 
determined which character is the most dangerous. 

The undead are more direct combatants, moving 
in to cut and smash. The firbolg shell-the leathery 
skin of a firbolg with nothing contained within-tries 
to grab and hold a single foe, draining the life from it, 
while the zombies try to drag down a target through 
weight of numbers. 

When the ivy heart is destroyed, read: 
A scream offrustration sounds, not from the creature but 
throu8hout the chamber. The creature ofve8etation rots 
away to nothin8 almost instantly, as do the curtains of ivy 
han8in8 alon8 the walls, exposin8 the many scrawled runes 
beneath. 

HP 117; Bloodied 58 Initiative +8 wJ 

AC 27, Fortitude 24, Reflex 20, Will 22 Perception + 12 .J.. 

Speed 5 Darkvision I
Immune disease, poison; Resist 10 necrotic; Vulnerable 5 radiant < 
TRAITS o 
Rise Again (healing) I 

If the dread zombie knight drops to 0 hit points due to an attack 
that does not deal either fire damage or radiant damage, the 
creature is not destroyed. The knight falls prone and appears to 0 
be destroyed, but the creature instead regains 15 hit points at 
the start of its next turn. 

C!:STANDARD ACTIONS 
LUCD Longsword (weapon) • At-Will r

Attack: Melee 1 (one creature); +16 vs. AC Z 
Hit: 2d8 + 10 damage. ::J 
Effect: The knight marks the target until the end of the knight's o 

Unext turn. Z+Necrotic Weapon (necrotic, weapon) • At-Will uJ 

Requirement: The knight must be wielding a longsword. 
Attack: Melee 1 (one creature); +16 vs. AC 
Hit: 2d8 + 10 necrotic damage, and the target is immobilized 
until the end of the knight's next turn. If the target is marked 
by the knight, it is instead immobilized and dazed until the end 
of the knight's next turn. 

M UVE An iONS 

Fey Step (teleportatlon) • Encounter 
Effect: The knight teleports 5 squares. 

Str 18 (+9) Dex 12 (+6) Wls 1S (+7) 
Con 21 (+10) Int 5 (+2) Cha 6(+3) 
Alignment unaligned Languages 
Equipment chainmail, longsword 

FEATURES OF THE AREA 
Illumination: Bright light in location 25; dim light 

in locations 24, 26, and 27 (in the area of the trap). 
Ceiling: The ceiHng is 20 feet high, but portions of 

location 25 are entirely open to the sky. 
Cairns: The cairns are large piles of stone. They 

provide cover and require a DC 17 Athletics check to 
climb. 

Dais: The dais is shallow; it costs 1 extra square of 
movement for a creature to move onto it. 

Doors: The normal wooden door leading into and 
out oflocation 24 is closed but not locked. The double 
doors are magically sealed (see "The Double Doors"). 

Ivy: Thick ivy hangs from the walls and trails 
across the floor in places. These squares are difficult 
terrain to creatures that do not have forest walk. (The 
ivy rots away and vanishes when the ivy heart is slain.) 

Planar Visions: Arcana checks to detect magic 
in these areas are subject to the planar visions effect 
(page 13). 
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CHAPTER 2 


WHIN ACIRIRAK made his most recent 
attempt at seizing absolute power, his staging ground 
was Moil, the City that Waits. A maze of ruined 
towers extending down to the deepest depths of 
the Shadow fell, Moil provided a fertile ground for 
undead experimentation, as well as an access pOint to 
thb demilich's great Fortress ofConclusion. 

Held within an extradimensional space of pure 
necrotic essence, this fortress served as the site of 
Acererak's planned divine apotheosis-a process by 
which the mastery ofundeath would grant him god· 
like power. However, great heroes destroyed both 
Acererak's plans and his sanctum. As with its dread 
master, though, mere heroes could not forever stop 
the power of the Fortress ofConclusion. 

As the characters discover in this section of the 
adventure, Acererak's plots in Chapter 1 and his 
stripping of the magic from his original tomb were 
geared in part toward collecting the energy necessary 
to recover and empower the lost Fortress ofConclu· 
sion. The characters' destruction of the fey engine 
in the Garden of Graves set back Acererak's plans, 
and the demilich has spent much of the time since 
refocusing his resources and reforging the ruined for · 
tress. From its shattered remains, he has constructed 
the Shadow Tomb- the next stage in his plot to claim 
the power of dead gods. 

The encounters of"The Tomb ofShadows" are 
designed for characters starting at 14th level. The 
characters should begin this section of the adventure 
with no knowledge ofAcererak's involvement in the 
Garden ofGraves, or in any of the adventures they 
have had since then. 

As with Chapter 1, this chapter assumes that you 
will send the characters on other adventures between 
the completion of"The Tomb ofShadows" and the 
beginning ofChapter 3: Skull City. Ifyou choose, 
you can run this chapter and the next one continuo 
ously, taking the characters from the Shadow Tomb 
directly to the Abandoned Tomb of Horrors. Ifyou 
use this alternate approach, the adventurers should 
begin "The Tomb ofShadows" at 16th level, and 
the encounters and XP herein should be adjusted 
accordingly. See "No Rest for the Weary," page 45 , 
for more information. 

C HAPTER 2 I The Tomb of Shadows 





"The Tomb ofShadows" takes the adventurers to the 
fabled lost city of Moil deep in the ShadowfeJl. There, 
they discover a portal leading to the Shadow Tomb, 
the dark redoubt built by Acererak on the ruins of his 
Fortress ofConclusion. That stronghold was the site 
of the demilich's greatest failure-a failure he does 
not intend to repeat. 

BACKGROUND 
For millennia, a black bog of raw necrotic energy 
has slowly consumed the towers of Moil, the City 
that Waits. As detailed in Manual ofthe Planes (page 
60), Moil was once a city ofdark sorcerers who 
sought power through pacts with Oreus. When they 
betrayed the demon lord, the Moilians and their city 
were torn from the mortal realm and hurled into the 
far reaches of the Shadowfdl. Their souls poisoned, 
the citizens of Moil fell victim to madness and the 
slow decay of undeath. 

Years ago, when Acererak set out to seize control 
ofundeath, the fell energy ofMoil made it the perfect 
base for his dark plans. Much of the city and its undead 
host fell under the demilich's control, and his experi
ments created new varieties of undead unknown 
outside the City that Waits. Moreover, the city was 
the only access point to the l~ortress ofConclusion, in 
which Acererak's plans would come to fruition. 

Constructed with the labor of countless undead, it 
existed in 110 realm. Rather, Acererak used powerful 
rituals to cast the fortress into an extraplanar dimen
sion of pure necrotic energy, accessible only by way 
ofthe deepest areas of the Shadowfdl. In the end, 
however, a band ofadventurers who had pursued him 
through Moil crushed the demilich's goal of attaining 
godlike power. 

Though many assumed that the Fortress ofCon
elusion and Acererak had fallen, the defeat did not 
completely vanquish Aeererak. It took the demilich 
years to reestablish a planar link to the ruins. From 
those ruins, Acererak excavated the Shadow Tomb-a 
warren ofundead and traps surrounding (and, in 
some cases, forming) another, more powerful eldritch 
engine. Even though Acererak no longer controls Moil , 
the city remains critical to his plans because it is the 
site of the only access point to the Shadow Tomb. 

Although Acererak has been drawing on sources 
ofnecrotic energy for some time, his Shadow Tomb 
became fully operational only after the characters' 
adventure in the Garden ofGraves. Since then, the 
Shadow Tomb has drawn great amounts ofenergy from 
the ShadowfeB to fuel the next phase ofhis plan. By 
discovering that the demilich is the presence behind 
both the Garden ofGraves and the Shadow Tomb, the 
characters have a chance to thwart his dark plots. 

CI--lAI'TEH 2 I The Tomb of Shadows 

WHAT THE 
CHARACTERS KNOW 
Though the adventurers might have heard the legends 
of Moil, only specific research into Acererak's past 
allows a character to know lore of the Fortress ofCon
elusion. At this pOint, the characters have no reason 
to seek such knowledge, since they should perceive 
no connection between the demilich and the Garden 
ofGraves. The players, however, might have already 
made that leap oflogic (iffor no other reason than 
they've seen the title of the adventure you're running). 

Even if the players have already ascertained 
Acererak 's involvement in this adventure, limit your 
answers to any specific character inquiries to what the 
characters have discovered within the adventure. The 
lore entries for Acererak in Open Grave or the "Lore of 
Acererak" sidebar (page 62) are a good starting point, 
since they provide the backstory for Acererak 's former 
plots (as detailed in Return to the Tomb ofHorrors). 

.- - ,.- --.-- . . --- .- .-. - - _.

GETT1NG STARTED 

How you set up this section of the adventure depends 
in large part on the adventures you've run for the 
players between "The Garden ofGraves" and this 
chapter. The follOWing hooks offer suggestions, and 
you should work with one of them to fit it into the 
events ofyour own campaign. 

Regardless of the hook you use (whether it's one of 
these or one ofyour own deVising), the major quest 
for this portion of the Tomb of Horrors adventure is 
the same- destroy the second ofAcererak's c1dritch 
engines. 

QUEST: DESTROY THE SHADOW ENGINE 
14th-level Major Quest (5,000 XP) 
The characters complete the quest if they destroy the 
shadow engine at location 16 in the Shadow Tomb. 

HOOK: MYSTERIOUS PORTAL 
A strange planar gate in a remote location bears dis
tinctive symbols that the characters recognize: the 
same twisted runes they saw in the Garden ofGraves. 
Servants ofAcererak on a nefarious mission have 
passed through this heavily warded portal from Moil. 
You might set lip a short skill challenge for the char
acters to disable its wards and discover that it leads to 
an unknown location in the Shadowfell. 

QUEST: PASS THROUGH THE SHADOW GATE 
14th-level Minor Quest (1,000 XP) 
The characters complete the quest if they reach Moil 
and subsequently access the portal in Encounter M4, 
page 56. 



HOOK: ASSASSINATION 
ATTEMPT 
Servants of the Raven Queen attack the characters. 
In the aftermath, the characters discover that these 
servants uncovered their exploits in the Garden of 
Graves and have pursued them through their inter
vening adventures. Not knowing the function of the 
fey engine, the Raven Queen's servants assume that 
the adventurers are in league with whoever cre· 
ated it (though they're unaware that the creator is 
Acererak). 

The adventurers can question the defeated ser
vants or search them to reveal that another group of 
the Raven's Queen's servants has uncovered a link 
between the Garden of Graves and a location in the 
deep Shadow fell ; in this case, the adventurers gain 
the sigil sequence for the entrance portal in Moil. 

QUEST: DISCOVER THE GATE PORTAL 
14th-Level Minor Quest (1,000 XP) 
The characters complete the quest if they learn how 
to use the portal in Encounter M4, page 56, and go 
through it to reach the Shadow Tomb. 

HOOK: THE CURSE OF MOIL 
Acererak built his eldritch engine in the Garden of 
Graves using dark arcane knowledge gleaned from 
his long-ago experiments in Moil. As a result of their 
adventures in the Garden of Graves, the characters 
carry the taint of Moil's dread power. Sometime after 
their adventure in the Garden ofGraves, one or more 
of the adventurers becomes subject to an effect simi
lar to the death penalty imposed after a character is 
raised: a -1 penalty to attack rolls, skill checks, saving 
throws, and ability checks. This effect, however. does 
not fade. 

A sage or other source identifies the effect as a 
powerful Shadowfell curse connected to the lost city 

STAND-ALONE OPTIONS 
Consider the following options for playing "The Tomb of 
Shadows" as a stand-alone adventure. 

Acererak's plots in Moil and the construction of the 
Shadow Tomb have repercussions across the Shadow
fell and the world. Incursions of undead have become a 
plague in settled lands, and the adventurers learn that 
Moil is the source of these attacks. 

Agents of Acererak watch those whose knowledge 
might give away the demilich's plans. A number of sages 
specializing in knowledge of Moil have been found dead 
recently-murdered by undead that crossed over from 
the Shadowfell by using powerful planar magic. The 
adventurers know one such sage, or are asked to inves
tigate the deaths. 

of Moil. Only by finding the city and venturing there 8 
can the adventurers end the curse. (This penalty fore- I
shadows the enhanced death penalties in this and the cr: 
remaining sections of the overall adventure.) ~ 

VI 

QUEST: OFFSET THE PENALTY 

14th-Level Minor Quest (1,000 XP) 

The characters complete the quest if they learn how 

to remove the penalty one or more of them suffers 

and then travel to Moil to achieve that goal. 


A GLIMPSE OF DARKNESS 
No matter how you set it up, Chapter 1 begins when 
the adventurers step through a portal that leads them 
to a permanent teleportation circle in Moil. Normally, 
the features on the other side of a portal appear as an 
indistinct image to someone about to pass through 
the portal (see the Linked Portal ritual, Player's 
Handbook, page 307). In this case, it's the unnatural 
darkness of Moil that renders the view beyond indis
tinct, and the characters see only shifting shadows at 
their destination. 

No REST FOR THE WEARY 
The four chapters that make up this overall adventure 
are meant to anchor a larger ongoing campaign, with 
additional adventures ofyour own choice or design 
playing out between them. You can also run Chapters 
2 and 3 of the adventure ("The Tomb of Shadows" 
and "Skull City") back to back. Doing so heightens 
the effect of the characters' discovery ofAcererak's 
plots and allows them to progress at breakneck speed 
through the locales of the classic Return to the Tomb of 
Horrors-Moil. the rebuilt Fortress of Conclusion (now 
the Shadow Tomb), Skull City, and the original Tomb 
ofHorrors. 

"The Tomb ofShadows" is written for 14th-level 
characters, who should be at least halfway through 
15th level by the adventure's end. Characters are 
expected to be 18th level when starting "Skull City." 
Use the following gUidelines to adjust these sections 
of the adventure for back-to-back play. 

Moil and the Shadow Tomb: Before starting 
Chapter 1, add additional adventures to the cam
paign so that the characters are 16th level when they 
start this adventure, not 14th level. Increase the level 
of the encounters in Moil and the Shadow Tomb by 
boosting the level of the creatures (Dun8eon Master's 
Guide, page 174) and increasing the level or complex
ity ofskill challenges. The adventurers should reach 
17th level partway through the Shadow Tomb, and 
then you'll need to adjust the final encounters (espe
cially the Acererak construct in Encounter S7) to 
bring them the rest of the way to 18th level. 

The Abandoned Tomb: When the adventurers 
use the teleportation circle in Encounter S7 (page 76), 
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they appear in the Abandoned Tomb before entering allowing them to discover the lowdown on the 
Skull City (see the "Straight to the Tomb" hook on other factions in the city and undertake extended 
page 85 for more information). Adjust the level of the missions against those factions on behalf of their 
planar crossover encounters within the Abandoned newfound allies. 
Tomb so that they work for 17th-level adventurers. The Vault of Betrayal: When the adventurers 

Skull City: Once the characters exit the Aban have attained 18th level, they are ready to take on 
doned Tomb and enter Skull City, add additional Moghadam and the Vault of Betrayal (page 108). You 
lower-level encounters, using the random encoun can either adjust the encounters down by one level to 
ters on page 87 as a starting point. At your option, match the characters, or run them as is for an even 
the adventurers can meet the Skullbreakers early, greater threat. 

~. -.-.-- ---.---,-.-.-.--.-- -.-.-.-.~.--.--.--. ----. 

CONCLUD1NG THE TOMB OF SHADOWS 

With the destruction of the eldritch engine in level , assuming that the characters' resources have 

Encounter S7, the Shadow Tomb's flow ofenergy is been taxed by the final battle with the Acererak 

severed. Acererak's control over the area ends-as construct. 

does the eldritch power keeping the dungeon's extra

planar exterior from breaching the walls. 
 FUTURE ADVENTURES 

The characters have time to reactivate and use the 
Ifyou want to run Chapter 3 directly after this chap

teleportation circle that was part of the Shadow fell 
ter, the exit portal takes the adventurers from the 

e1dritch engine, but they have no time to revisit the 
Shadow Tomb to the original Tomb ofHorrors, which 

Shadow Tomb or to investigate the portal's destina
Acererak has drained of its arcane energy. See the 

tion. (In particular, ifyou are running Chapter 3 
Chapter 3 introduction, page 82, and "The Aban

immediately after this chapter, the adventurers 
doned Tomb," page 99, for information.

should not know that their next destination is the 
Ifyou instead plan to run additional adventures 

dreaded Tomb of Horrors.) 
between this section and the next, the following ideas 

If the characters don't leave immediately, have the 
can build on what the adventurers have discovered in 

Shadow Tomb start to collapse around them. Pure 
"The Tomb ofShadows," eventually leading them to

necrotic essence pours in as the walls, the floor, and 
"Skull City." 

the ceilings of the tomb buckle under incredible pres

sure. If the players ignore even that warning, make 


ACERERAK'S PLOTSthem undertake a skill challenge to escape the dun
After discovering that Acererak created the eldritch geon-with failure resulting in death. 
engines in the Feywild and the Shadowfell, the adven
turers might decide to focus their efforts on finding THE EXIT PORTAL 
out what the demilich has been dOing. You can build 

In addition to funneling the energy of the shadow adventures around the characters seeking out sages 
engine to Acererak, the teleportation circle at location and scholars. The search for such sources might take 
16 in the Shadow Tomb is a planar doorway by which the characters on adventures through remote and 
Acererak's servants access the mortal realm and inhospitable terrain, or the characters might obtain 
beyond. (The portal is one-way; the only route into their answers only as part of an exchange for under
the Shadow Tomb remains the teleportation circle in taking a mission to find a lost relic. 
Encounter M4, page 56.) If the characters are not already familiar with 

Ifyou are not running Chapters 2 and 3 back to the demilich and his history, see Open Grave (page 
back, the exit portal is the adventurers' escape route 201) or the "Lore ofAcererak" sidebar (page 62). The 
from the Shadow Tomb. (Ifyou are going directly to characters should gain no information regarding the 
Chapter 3, the portal takes the characters to location demilich's current plans, since the full scope of his 
3 in the Abandoned Tomb.) The adventurers must goals becomes apparent only in later sections of the 
reactivate the portal to use it (see Encounter S7, page adventure. 
76), but they cannot choose their destination. 


You might have a clear idea ofwhere the adventur
 UNFINISHED BUSINESS
ers end up, based on the next adventure you plan to 

Even after the adventurers destroy the Shadow 
run. If not, have the portal send the characters to a 

Tomb, its dark energy continues to ripple through 
remote tomb or other location where Acererak's ser

the Shadowfell and into the world. The adventurers 
vants are retrieving a relic on their master's behalf. 

might have to mop up undead incursions (perhaps as
Set up an encounter of a lower level than the pa rty's 

a follow-up to an adventure that led into "The Tomb 
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ofShadows"). Alternatively, servants ofAcererak that 
were in the world when the adventurers destroyed 
the Shadow Tomb might now be running amok. 

SKULL CITY 
As the adventurers discover more information 
regarding Acererak's plots, they eventually hear 
word ofSkull City-a remote settlement of necro
mancers said to worship Acererak as a demigod. 

Information on the city is hard to come by, but the 
characters can discover its location through knowl
edgeable sages or Acererak's servants. \Vhatever 
adventures or side treks you use to point the char
acters toward Chapter 3, the search for Skull City 
is a prime campaign hook. Ifyou don't want to run 
Chapter 2 and Chapter 3 back to back, finding this 
legendary settlement can and should be an adven
ture in and ofitself. 

.-- --.-.--.--- -.--.- -- .-.--.-.--.--. 

MOIL, THE CITY THAT WAlTS 	 ) ....J 

o 
~The city of Moil is a wasteland of decaying towers 

eternally being eaten away by the raw essence of 
the deep Shadowfell. Exiled here by Orcus millen
nia ago, the folk of Moil have long since passed to 
undeath and insanity, fated to watch their once
bright city consumed by darkness that is lit only by 
constant lightning. 

ARRIVING IN MOIL 
The adventurers arrive in Moil by way of the telepor
tation circle in Encounter Ml: Portal Tower, page 50. 
Created by Acererak's servants for their use, this tele
portation circle is the only functioning one in the city 
(aside from the one that leads to the Shadow Tomb; 
see Encounter M4). 

The overview map of Moil on page 49 depicts the 
towers (or ruins of towers) within the city that are 
the sites of the encounters that follow in this section. 
Bridges and other passages through the shadowy 
streets connect these sites with each other and with 
other places in the city that the characters might end 
up visiting or exploring. 

RANDOM ENCOUNTERS 
Undead prowl Moil's ruined towers and bridges, 
driven by madness and drawn to the presence of the 
living. \Vhenever the adventurers enter an unlabeled 
tower, travel a bridge or passage they haven't been on 
before, or finish a short rest within Moil, roll a d6. A 
result of 1 indicates a random encounter. A result of 5 
or 6 indicates that the adventurers see undead pass
ing at a distance; the characters do not provoke an 
encounter unless they approach the undead. 

Here are a few possible random encounters. 

SPECTRAL STRIKE TEAM 
Level 13 Encounter (XP 4,100) 
+ 	2 nighthaunt whisperers (level 12 lurker, page 67) 
+ 2 oblivion wraiths (level 14 brute, Open Grave, 

page 193) 
+ 1 wailing ghost (level 12 controller, page 54) 

Spectral undead lurk throughout the rubble of Moil. 
Adventurers who encounter a spectral strike team 
must make a DC 23 Perception group check (Dungeon 
Master's Guide, page 74) or be surprised. 

ZOMBIE PATROL 
Level 14 Encounter (XP 5,100) 
+ 	10 zombie ragers (level 16 minion brute, page 91) 
+ 	2 Moilian zombies (level 13 controller, page 50) 

Zombie patrols attack any living creatures they 
encounter, and they follow the adventurers into any 
part of the city. 

SKELETON WORK CREW 
Level 14 Encounter (XP 5,800) 
+ 	4 marrowshriek skeletons (level 12 lurker, Open 

Grave, page 182) 
+ 	10 skeleton deathguards (level 15 minion skir

misher, page 90) 

A force of Moil's undead hauls crumbling stone in a 
doomed effort to rebuild the city's falling towers. The 
skeletons attack at the first sign ofliving creatures, 
but they do not follow if the adventurers flee. 

THE TORTURED VESTIGE 
The Tortured Vestige is an undead horror created 
from the tortured spirits of the folk of Moil as they 
rotted away, body and soul. It now haunts the city in 
its madness, seeking new creatures to assimilate. This 
creature is the final challenge in Moil (see Encoun
ter M4: Shadow Gate, page 56), but the adventurers 
might catch a glimpse of it ahead of time. 

The first time a 5 or 6 is rolled for a random 
encounter, read: 

In the distance, a wall ofmist suddenly rises, its roiling 
interior lit with a areen 810w. Dark tendrils lash the rubble
strewnground as if searchin8for somethin8, and the sound 
ofscreamin8 comes faintly on the dark wind. 
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Thereafter, the Tortured Vestige appears only if the 
adventurers remain in one place for an hour or more. 
If the characters attempt to take an extended rest, the 
Tortured Vestige interrupts them by attacking after 
Id4 + 1 hours. The characters are meant to flee such 
an attack (see "To Fight Another Day," page 57). 

TORTURED VESTIGE LORE 
History or Religion DC 23: This creature is 

the Tortured Vestige-a legendary undead entity 
born from the destruction of Moil. After the city was 
hurled into the Shadowfell, its residents rotted away 
in both body and soul. Their spirits became the Tor· 
tured Vestige, which haunts Moil's shattered spires in 
search of new creatures to add to its unliving body. 

TERRAIN AND FEATURES 
This information pertains to all locations in Moil, 
unless otherwise noted. 

BUILDINGS, BRIDGES, AND STREETS 
Illumination: Dim light from constant flashes 

of lightning bathes the outside areas of Moil. Except 
where otherwise noted in an encounter description, 
the interiors of ruined towers are dark. Because of the 
way the Shadowfell mutes light, the radius of the illu· 
mination of any nonmagical light source is reduced 
by 50 percent. 

Open Walls: The crumbling towers of Moil have 
collapsed in places, creating gaps that lead directly to 
the shadowy depths surrounding the city. See "Fall· 
ing," below. 

Bridges: The arched stone bridges of Moil are 20 
feet wide and slope up slightly from each end to their 
midpOints. The bridges thet remain are solid and not 
in immediate damger of collapsing, but they have no 
railings. 

Ruined Towers: Each surviving tower is built 
around a solid core of black stone. Towers feature 
additional levels above or below the bridge access 
that is noted on the overview map, and open shafts or 
collapsed staircases connect each tower. Such areas 
are left to your development, or you can use them as 

HAUNTED TERRA1N 
Haunted terrain is a feature of several locations in the 
adventure from this point onward. It. acts as difficult ter
rain except as noted below. 

Flying creatures are impeded if they overfly it, and it 
costs 1 extra square of movement for a creature to move 
through a square of haunted terrain. 

Contact with haunted terrain triggers a distracting 
panic response. When a living creature enters a square of 
haunted terrain or starts its turn there, it grants combat 
advantage until the end of its next turn. 

the site of random encounters. Adventurers should 
not be able to bypass the sites of the tactical encoun
ters by going above or below them. 

CLIMBING 
Characters can move along the outside of Moil's 
ruined towers, but slick ice reduces movement to half 
speed, or one-quarter speed for a climbing creature 
(DC 23 Athletics check). For every 6 squares moved 
along the outside of a tower, a character must make a 
DC 23 Acrobatics check or Perception check to avoid 
crumbling stonc. On a failed check, a slab brcaks off, 
taking the character with it (see "Falling," below). On 
the inside of the walls, a character must make a DC 
18 Athletics check to climb over tumbled stone or 
other surfaces. 

FALLING 
Any creature that falls from a bridge or through the 
open wall of a tower can make a saving throw to 
catch itself on an outcropping a short distance below. 
If the creature saves, it clings to the ledge; it can then 
climb back up as a move action (see "Climbing," 
above), or an ally adjacent to it can spend a standard 
action to pull the creature up. Ifthe creature fails the 
saving throw, it plummets into the necrotic bog sur
rounding Moil and takes damage depending on the 
distance of the fall. At the start of its turn, the crea
ture takes 20 necrotic damage while it's stuck in the 
bog (a creature can make a DC 17 Athletics check as 
a move action to pull itself out of the bog). 

COLD HAZARD 
The depths of the Shadowfell are freezing cold, crust· 
ing the crumbling towers of Moil with white rime 
and black ice. While in Moil, a character must make 
a DC 18 Endurance check every hour. On a failed 
check, the character takes 2dl.O cold and necrotic 
damage. 

LIMITED HEALING 
Powers or magic items that have the healing keyword 
restore 1.0 fewer hit points than normal (minimum 1 
hit point). 

DEATH IN MOIL 
A character who dies anywhere in the city ofMoil 
rises on his or her next turn as a Moilian zombie 
(page 50) under your control. 

Once the risen zombie has been destroyed, the 
character can be raised with the normal death pen
alty (see the Raise Dead ritual, Player's Handbook, 
page 311). This penalty remains in effect until the 
character departs Moil, no matter how many mile
stones the character reaches. 
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MOIL OVERVIEW 
Beyond the four tactical encounters. this section of 
the city is a maze ofcrumbling bridges and towers 
whose ruins give only bare hints of their original 
purpose. Use the following guidelines to generate 
the contents of ruined towers or as material to build 
upon. 

DETAILS OF THE TOWERS OF MOIL 
d6 Contents 

1 Fixtures (shattered stone furniture. empty pool) 

2 Undead nest (rags. bones. desiccated skin) 

3 Skeletal remains (shattered skulls and bones) 

4 Worthless art objects (broken statuary and jewelry) 

5 Ruined weapons and armor 

6 Religious relics (shattered holy symbols, 


icons of Orcus) 

1. PORTAL TOWER 
The characters arrive in Moil by way of an ancient 
planar portal. Other outsiders have also passed this 
way recently. 

See Encounter Ml: Portal Tower. page 50. 

When the characters first see Moil, read: 
An ice-shrouded city ofshattered stone spires and decay
in8 arched brid8es comes into view from out of the swirlin8 
black mist. Gray linhtnin8 surnes within the clouds. and 
a bOilin8 sea ofblack surrounds the base of the towers a 
hundred feet below. Several other spires connect to the one 
closest to you, but uncounted hundreds more spread farther 
in the distance, their shattered bridnes out ofreach. 

Show the players The City that Waits (page 43). 

Arcana Check 
DC 18: A sense ofoppression settles in on you. You realize 
that you have entered the Shadowfell. 

History Check 
DC 23: You see lost Moil, the le8endary City that Waits. 
It was once ajewel ofthe mortal realm, until its masters 
broke dark pacts they had made with Orcus. As punishment, 
Orcus hurled the city into the darkest reaches ofthe Shadow
fell, never a8ain to see the sun. 
DC 28: The demilich Acererak once controlled Moil. 
usin8 it as the site ofhis dark experiments. The city 8ranted 
access to his redoubt, the weat Fortress ofConclusion. The 
fortress and its master were both destroyed years a80' 

2. THE TOWER OF TEST 
The Tower ofTest once served as a training ground 
for the defenders ofMoi!. but much of it collapsed 
into the shadows long ago. Three of its deadly tests 
remain in effect. 

See Encounter M2: The Tower ofTest. page 52. 

3. DARK BARROW 
Struck by another falling spire centuries ago. this 
ruined tower now hides an undead threat. 

See Encounter M3: Dark Barrow. page 55. 

4. SHADOW GATE 
Where a tower and its stone core have been sheared 
off. a powerful portal offers the only access from Moil 
to the Shadow Tomb. The Tortured Vestige has tracked 
the adventurers here. and overcoming the Shadow 
Gate's wards becomes a matter oflife or death. 

See Encounter M4: Shadow Gate. page 56. 
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Encounter Level 14 (5,600 XP) 

SETUP 
4 Moilian zombies (Z) 
2 winter wights (W) 

The adventurers arrive in Moil by way ofan ancient 
planar portal at the apex ofa ruined and listing 
tower. No matter how you chose to begin this part of 
the adventure, the unnatural darkness of Moil means 
that the adventurers saw only shifting shadows 
through the planar portal that brought them here. 

When the characters step through the portal, 

read: 

Freezin8 air and a sullen darkness envelop you as a series 

offractured black columns come into view. The cracked 

stonefloor slopes steeply down toward an archway openin8 

onto a dead black mist, cmd above you a partial domed ceil· 

in8frames the sky. The howlin8 creatures lurchin8forward 

to attack are a more immediate concern, 


Show the players The Frozen Dead (page 78). 

TACTICS 
The Moilian zombies fight with a sense of strategy 
abnormal in other lumbering undead. They wade 
into melee with rendina claw, staying close to slowed 
targets and using breath ofMoil when that power 
recharges. The winter Wights target lightly armored 
foes with blackfire and stay in the thick ofcombat to 
maximize the effect of blackfire shroud. 

4 Moilian Zombies (Z) Level 13 Controller 
Medium sh,Hlow .Inil1'''«' IlInd"ddl XP SOO each 

HP 131; Bloodied 65 Initiative +8 
AC 27, Fortitude 26, Reflex 23 Will 25 Perception +10 
Speed 5 Darkvision 
Immune disease, poison; Resist 10 cold, 10 necrotic; 

Vulnerable 5 acid, 5 fire, 5 radiant 
TRAITS 

Curse of Moll 
Any humanoid killed by the Moilian zombie rises as a free· 
willed Moilian zombie at the start of its creator's next turn, 
appearing in the space where it died, or in the nearest unoc· 
cupied space if that space is occupied. Raising the slain creature 
(using a Raise Dead ritual) does not destroy the spawned 
zombie. 

STANDARD ACTIONS 

® Rending Claw (cold, necrotic) .. At-Will 
Attack: Melee 1 (one creature); +18 vs. AC 
Hit: 2d10 + 10 cold and necrotic damage, and the target is 
slowed until the end of its next turn, 

Di!iS""JgF
<. Breath of Moll (cold, healing, necrotic) .. Recharge [;] ~ [iJ 

Attack: Close blast 3 (living creatures in blast); +16 vs. Fortitude 
Hit: 1dl 0 + 3 cold and necrotic damage, and the target is 
slowed (save ends). If the target is already slowed, it is instead 
immobilized (save ends). The zombie regains hit points equal 
to half the damage dealt by this attack. 

Str 23 (+12) Dex 15 (+8) Wis 18 (+10) 
Con 19 (+10) Int 8 (+5) Cha 12 (+7) 
Alignment evil Languages 

The winter wights avoid the hazardous rubble, but 
a Moilian zombie will climb a rubble pile (potentially 
dislodging it) to reach a character. 

MOILIAN ZOMBIE AND 
WINTER WIGHT LORE 

History or Religion DC 23: You 
have never seen these creatures before, 
but you recognize them from references 
in dark lore you read long ago. Moil· 
ian zombies and winter wights are rare 
undead from the legendary lost city 
of Moil. Moilian zombies are all that 
remain of the common folk ofMoil, 
because their souls were poisoned by the 
eternal darkness into which their city 
was cast. By contrast, Acererak created 
the first winter Wights. These creatures 
served as the sentries and defenders of 
his Fortress ofConciusion, which was 
accessed only from Moil. 



2 Winter Wights (W) Level 15 Brute 
MedlUIll , " "dow h'lllldllOld (cold, UIHil-,llll XI' 1,200 ("}(,, 

HP 180; Bloodied 90 Initiative + 11 
AC 17. Fortitude 17. Reflex 16. Will 16 Perception +11 
Speed 7 Darkvision 
Immune disease. poison; Resist 10 cold. 10 necrotic; 

Vulnerable 5 fire. 5 radiant 
TRA ITS 

Regeneration (healing) 
The winter wight regains 10 hit points whenever it starts its turn 
and has at least 1 hit point. If a winter wight takes fire damage. 
its regeneration doesn't function until the end of its next turn. 

STANDARD ACTION<; 

<D Ice Claw (cold) • At-Will 
Attack: Melee 1 (one creature); +10 vs. AC 
Hit: 3d11 + 10 cold damage. 

+Blackflre (cold, necrotic) • Recharge [;-;J ll_1j 
Attack: Melee 1 (one creature); +18 vs. Fortitude 
Hit: 1d11 + 7 cold and necrotic damage. and the target takes 
ongoing 10 cold and necrotic damage and is dazed (save ends 
both). 
First Failed Savin8 Throw: The target is stunned instead of dazed 
(save ends both). 

Second Failed Savin8 Throw: The target is knocked unconscious 
instead of stunned (save ends both). 

Third Failed Sovi"B Throw: The target dies. 
THICCEREO ACTlON<; 

~	Blackflre Shroud (cold, necrotic) 
Tr188er. The winter wight drops to 0 hit points. 
Attack (Immediate Reaction): Close burst 5 (creatures in burst); 

+18 vs. Reflex 
Hit: 4d6 + 7 cold and necrotic damage. and ongoing 10 cold and 

necrotic damage (save ends). 
Effect: The burst creates an area of difficult terrain that lasts until 
the end of the encounter. 

Str 14 (+14) Dex 20 (+11) Wis 19 (+11) 
Con 20 (+12) Int 19 (+11) Cha 13 (+8) 
Alignment evil Languages Abyssal. Common 

SERVANTS OF 
THE RAVEN QUEEN 
If the adventurers search the tower in the aftermath 
of combat. they make an important discovery. 

When the characters search the chamber, read: 
You see that three bodies, veiled by shadows, have been laid 
out within the rubble alonB the far wall. 

A party loyal to the Raven Queen passed this way a 
week ago on the same mission as the characters-pur
suing a connection between Moil and the e1dritch 
engines in the Feywild. The three bodies are Moilian 
zombies, risen from shadar-kai slain by the original 
guardians here. The Raven Queen's servants slew 
their former companions out of pity before they 
moved farther into the city. 

The zombie bodies are recognizably shadar-kai, 
and the symbol of the Raven Queen is on their armor. 
The adventurers can use the Speak with Dead ritual 
to learn the following facts, though these three do not 
know that Acererak was behind the desecration in 

the Garden ofGraves (see location 13 in the Shadow 
Tomb. page 60). 

+ 	These servants of the Raven Queen were investi
gating an e1dritch engine in the Feywild, and their 
findings led them to Moil. See the "Assassination 
Attempt" hook, page 45, for more information. ~ 

• 	 Undead guarding this portal killed these shadar "o 
Q.kai, which then rose as Moilian zombies to attack 

their former allies. 
~• 	 The companions of these shadar-kai seek a portal 

in Moil called the Shadow Gate. w " 
~ 

FEATURES OF THE AREA Z 
":l 

Illumination: The teleportation circle sheds dim o 
light for 2 squares. Z 

Ceiling: The ceiling is 40 feet high. w 

Black Pillars: These haphazardly positioned pil
lars are blocking terrain. A pillar draws in the cold 
and necrotic energy of Moil; whenever a creature 
starts its turn adjacent to a pillar, it takes 10 cold and 
necrotic damage. 

Open Archway: Where the floor slopes away. an 
archway opens up to a 50-foot flight ofstairs descend
ing to a bridge. A creature that falls through the open 
archway can make a saving throw to safely land on the 
stairs. On a failed saving throw, the creature plummets 
to the bog surrounding Moil (see "Falling," page 48). 

Slanted Floor: This tower's crumbling floor 
dropped when its foundations collapsed, and now it 
slants down more than 30 degrees from left to right 
on the map. All areas of the floor are difficult terrain 
unless otherwise noted. A creature that runs. charges, 
or makes a double move in the tower must make a 
DC 23 Acrobatics check or fall prone at the end of its 
move, then slide 2 squares toward the open arclnvay. 

Rubble Pile: These shattered slabs of rock and 
rubble are heavy enough to remain in place on the 
slanted floor. Areas of rubble provide cover and are 
blocking terrain. 

A creature can make a DC 15 Athletics check to 
climb a rubble pile. A failed check dislodges the pile, 
causing it to collapse and spread along the floor. A 
rubble fall moves 6 squares per round at the start 
of the turn of the creature that dislodged it. sliding 
across the slanted floor. The fall funnels around pil
lars. along the walls, and out thc open archway. The 
creature that starts a rubble fall and any creature 
struck by the sliding rock must make a DC 18 Acro
batics check or fall prone, take IdlO damage, and be 
swept up by the rubble as it moves. 

A creature that starts its turn in a rubble fall takes 
1d10 damage. A creature can make an additional DC 
] 8 Acrobatics check as a standard action on its tllrn 
to escape the rubble, or it can fly or teleport to safety, 
A creature that cannot escape a rubble fall is carried 
through the open archway and falls (see above) . 



Encounter Level 16 (7,100 XP) 

SETUP 
Magical tests that once challenged the defenders of 
Moil prove equally troublesome for the adventurers. 

When the characters approach the end ofthe 
bridge, read: 
This tower has all but collapsed. and weat sections ofits 
walls havefallen away to leave its interior levels c1in8in8 
precariously to the central black spire. 

Arcana Check 
DC 18: The powerful ma8ic that suffuses this ruined level 
is the only thin8 holdin8 the ancient. tower t08ether. 
DC 23: The ancient ma8ie here has a specific si8nature 
that speaks to its purpose. Ma8ie hazards in this place were 
meant to test thefittest defenders ofMoil-and to kill those 
who werefound unworthy. 

THE TOWER OF TEST 
This great tower stands at the center of Moil's web of 
bridges. To reach the stairs that provide the only safe 
exit from this area. the adventurers must negotiate 
three perilous areas. 

Level: 14 (XP 5,000). 
Complexity: This challenge encompasses the 

entirety of the characters' passage through the ruins 
of the tower. As such, its effective complexity depends 
on how many checks it takes each of the characters 
to succeed on all three tests. Run each part of the 
challenge separately, though different characters 
can engage the different areas of the Tower ofTest 

Simultaneously. In addition, after 5 rounds, the 
encounter becomes more difficult as local undead 
creatures attack (see "Restless Guardians"). 

Special: This skill challenge involves movement 
and combat, so you can run it much as you would a 
normal encounter. Have each character roll initiative 
when the Standing Spires first activate. 

Each primary skill check in the challenge requires 
a standard action, and success on a check enables the 
character making the check to use a move action to 
advance through the test area. (The red line on the map 
depicts the shortest route through this area.) A charac
ter can use those move actions to employ any normaJ 
movement modes, though he or she cannot run. (Addi
tionally, the artifact-level magic of the Tower ofTest 
blocks teleportation.) Characters flying or climbing 
also must make successful primary skill checks before 
moving. A character who has not earned one or more 
move actions with a successful primary skill check 
cannot move within the area of a test, but he or she can 
take move actions that don't involve movement. 

A character can spend an action point to take an 
extra move action. A character cannot use this extra 
move action to move through the test area unless he or 
she has earned the right to move with a primary skill 
check. This also applies to powers that grant movement. 

A character must make a successful primary skill 
check to move into or out of a test area. In addition, a 
character can be pulled, pushed , or slid into the first 
2 squares of a test area. A character who enters a test 
area because offorced movement must undertake the 
appropriate skill challenge to exit. 

The Tower ofTest (including the spires, spheres, 
and blades of each area) is impervious to damage and 

dispel ma8ic or similar effects. 
Example of Movement: A char

acter who has speed 6 and moves 
through the Music of the Spheres test 
must move a minimum of 12 squares, 
some of which are difficult terrain. 
With a successful Arcana check, the 
character earns one move action to 
advance 6 squares through the area. 
The character can take the move action 
011 the same turn as the primary check 
or on a subsequent turn. The charac
ter must succeed on at least two more 
primary skill checks to earn enough 
movement to leave the area. 

Ongoing Penalties: Some primary 
skill checks incur penalties for failure. 
All penalties lor a particular area stack 
with each other, and they last until 
the end of the encounter. For example, 
when a character fails a primary skill 



check while attempting to pass through the Standing 
Spires, each subsequent primary skill check in this 
area by any character takes a -2 penalty, If any char
acter fails another primary skill check, subsequent 
primary skill checks take a -4 penalty, and so on. 

Success: Overall success comes when all charac
ters have passed safely through all three tests. 

Failure: Failure is not based on a certain number 
of failed checks; each failure damages the characters 
in some way. The challenge ends when all surviving 
characters have reached the stairs in the last test area. 

STANDING SPIRES 
A chaotic arrangement of iron spires tests the agility 
ofcharacters seeking a path to the other side. 

When the characters can see the area, read: 
Beyond a massive collapse ofrubble, a larae chamber opens 
up. Afield of hand-wide black iron spiresfills the space 
from wall to wall andfloor to cei/ina. Most stand so close as 
to nearly touch each other, but wider spaces between some 
ofthem create a narrow path leadina to the other side_ 

When the first character steps within 10 feet of 
the spires, read: 

With a resoundina crash, the spires beain to topple and 

twist in a domino effect. Spires smashed and manaled in 
collisions with each other are maaically reformed and 
riahted, and the path between them shifts erratically. 

Primary Skills: Acrobatics, Athletics. 
Acrobatics (DC 11): The character manages to 

slip between the twisting spires. A successful check 
grants the character one move action to advance. 

On a failed check, the character takes IdlO 
damage from a spire smashing into him or her, and 
slides 2 squares toward the entrance to the area. 
As the spires shift into more complex patterns, 
subsequent primary skill checks in this part of the 
challenge take a -2 penalty. 

Athletics (DC 18): The character pushes through 
the spires with brute force. A successful check grants 
the character one move action to advance. If the char
acter chooses to take IdlO damage, he or she instead 
gains two move actions to advance. 

On a f.,iled check, the character takes 2d 10 damage, 
slides 3 squares toward the entrance, and is slowed 
until the end ofhis or next turn. As the spires shift 
into more complex patterns. subsequent primary skill 
checks in this part ofthe challenge take a -2 penalty. 

Secondary Skills: Arcana, Perception. 
Arcana (DC 11, minor action): By focusing on the 

arcane energy animating the spires. the character 
predicts their movement. With a successful check, 
the character grants a +2 bonus to the next primary 
skill check in this part of the challenge. 

Arcana (DC 18. minor action): By tapping into 
the Oow ofarcane power in the area. the character 

widens the path. With a successful check. the charac
ter negates any penalty to primary skill checks in this 
part of the challenge. 

Perception (DC 18, minor action): The character o
carefully studies the chaotic movement of the spires 
as he or she moves. With a successful check. the char- uJ " 
acter gains two move actions to advance after his or :.... 
her next successful primary skill check in this part of o 
the challenge. 

~ 

..u 
:r 

MusIC OF THE SPHERES t-

Each of the magic spheres hanging from the ceiling 
ofthis area resonates with a single perfect tone-and 
they combine ,to produce a deadly song. 

ZWhen the characters can see the area, read: 
:JThe exterior wall of this chamber is aone, and the shadow o 

beyondframes dozens of2foot-diameter colored alass U 
spheres strunafrom the ceilina on corroded copper chains. Z 

uJ
A barely audible hum fills the area. 

The spheres hang 15 feet above the Ooor. 

When the first character enters the area, read: 
A series ofmusical tones rises to weave a chaotic din. The 
spheres shimmer in time with the storm ofsound, and your 
ears pound as your stomach beains to churn. 

Primary Skills: Arcana, Endurance. Insight. 
Arcana (DC 18): The character disrupts the arcane 

energy feeding the spheres. A successful check grants 
the character one move action to advance. 

On a failed check, the character ,takes Id8 damage 
from arcane feedback. As the music of the spheres 
intensifies, subsequent primary skill checks in this 
part of the challenge ,take a -2 penalty. 

Endurance (DC 11): The character ignores the effect 
of the spheres as he or she moves through the area. 
A successful check grants the character one move 
action to advance. 

On a failed check, the character takes ongoing 10 
damage (save ends). 

lnsiaht (DC 18): The character identifies which 
spheres produce tones that do not affect him or her and 
chooses the safest route accordingly. A successful check 
grants the character one move action to advance. 

On a failed check, the "safe" spheres shift their 
tones to become harmful once again. The character 
who failed the check takes a -2 penalty to each of his 
or her subsequent primary skill checks in this part of 
the challenge. 

Secondary Skills: Perception. 
Perception (DC 18, minor action): The character 

detects patterns in the pulSing of the spheres. With 
a successful check, the character gains a +2 bonus to 
his or her next primary skill check in this part of the 
challenge. 



.p1usic of the spheres affects deafened 
creattJriJ&, buMhese creatures gain a +2 bonus to each 
primary'skill check in this part oftbe challenge. 

The cacophony of the spheres becomes potentially 
lethal for characters who linger here too long. A 
character who fails three primary skill checks in this 
part of the challenge is stunned and takes ongoing 10 
damage (save ends hoth). 

SCYTHING BLADES 
As the adventurers approach, they see a silver haze 
blocking the stair-the only exit from the ruined tower. 

When the characters approach this area, read: 
Suspended on shimmerin8 lines offo rce, hundreds of 
steel blades slash past each other in a dizzyiJt8 blur. Their 
movementforms an impenetrable barrier exceptfo r afew 
narrow pathways-openfor a moment, then Bone within 
tile haze. At the end of that path, a spiral staircase leadsup 
out of the tower. 

Show players The Scything Blades (page 78). 

Primary Skills: Acrobatics, AthJctics. Insight. 
Acrobatics (DC 18): The character weaves and 

dodges through the blades. A successful check grants 
the character one move action to advance. 

On a failed check, the blades make ld4 attacks 
against that character: +19 vs. AC; 2dS + 6 damage. 
A character who takes damage from two or more 
attacks in a single round is slowed until the end of his 
or her next turn. 

Athletics (DC 18): The character crashes through 
the blades with brute force. A successful check grants 
the character one move action to advance. 

On a failed check, the blades make 1d4 attacks 
against that character: +19 vs. AC; 2dS + 6 damage. 
A character who takes damage from two or more 
attacks in a Single round is slowed until the end of his 
or her next turn. 

Insiaht (DC 11): The character carefully assesscs 
the predictable movement of the blades to avoid 
them. A successful check grants the character one 
move action to advance. 

On a failed check, the blades make one attack 
against that character: +19 vs. AC; 2dS + 6 damage. 

Special: A character who wields a large metal or 
wooden object (for example, a heavy shield or a two
handed weapon) can use the item to gain a +2 bonus 
to primary skill checks made in this part of the chal
lenge. Any mundane object so used is destroyed by 
the time the character makes it to the stairs. 

Secondary Skills: Arcana. 
Arcana (DC 11, minor action): The character taps 

into the arcane energy of the blades to direct their 
movement. With a successful check, the character 
grants a +2 bonus to the next primary skill check 
made in this part of the challenge. 

RI:STLESS GUARDIANS 
The longer the adventurers take to move through the 
Tower ofTest, the greater the risk ofattracting Moil's 
restless undead. In the fifth round after the Standing 
Spires have heen activated, and in every third round 
thereafter, a banshee burts through a wall within 10 
squares of a character and moves to attack. A maxi
mum of three banshees can appear this way. The 
charactcrs earn XP for each banshee they destroy. 

W ailing Ghost (Banshee) Level 12 Controller 
Medi u l1l ,h.ldo", IlLlln.lrtDic! (u"df'.I<I I XI' IUO 

HP 91; Bloodied 45 Initiative +8 
AC 23, Fortitude 23. Reflex 23, Will 14 Perception +13 
Speed O. fly 6 (hover). phaSing Darkvision 
Immune disease, poison; Resist insubstantial 
STA NDAllD A( 1 10N~ 
CD Spirit Touch (necrotic) + At-Will 

Attack: Melee 1 (one creature); + 15 vs. Reflex 
Hit: 1 d 10 + 1 necrotic damage. 

:,- Death's Visage (fear, psychic) + At-Will 
Attack: Ranged 5 (one creature); +15 vs. Will 
Hit: 1d6 + 3 psychic damage. and the target takes a -1 penalty 

to all defenses (save ends). 
~	Terrifying Shriek (fear, psychic) + Recharge [:.;] [fi] 

Attack: Close burst 5 (enemies in burst); +15 vs. Will 
Hit: 1d8 + 3 psychic damage, the wailing ghost pushes the 

target 5 squares, and the target is immobilized (save ends). 
Skills Stealth +13 
Str 14 (+8) Dex 1S (+8) Wls 14(+8) 
Con 13 (+7) Int 10(+6) Cha 17 (+9) 
Alignment unaligned Languages Common 

TACTICS 
A banshee flies at the nearest character and uses 
spirit touch, employing death 's visaae on targets at the 
edge of the fray. It uses terrifyina shriek to push a char
acter into one of the test areas, or out an open wall. 

Because they are insubstantial , the banshees 
pursue characters into the Standing Spires and 
Scything Blades areas. When a banshee ends its turn 
in either area, it takes IdS damage. The banshees 
do not enter the Music of the Spheres area, but they 
phase through the ruined walls to bypass it. 

The banshees pursue the characters up the stairs 
and heyond, fighting until destroyed. 

FI:ATURI:S Of THI: ARI:A 
Illumination: Dim light in the Music of the 

Spheres area. Darkness in the other areas. 
Ceiling: The ceiling is 20 feet high. 
Collapse: Rubble has fallen down to block parts of 

this area. These squares are impassable. 
Open Walls: Collapsed walls leave the tower's 

floor open to the darkness (see "Falling," page 4S). 
Rubble: Loose scree spreads across this level of 

the tower. These areas are difficult terrain. 
Spiral Stair: The staircase leads up to the remains 

of the level above, which offers access to the bridge. 
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ENCOUNTER M3: DARK BARROW 

Encounter Level 14 (5,000 XP) 

SETUP 
Moilian barrow (B) 

When one ofMoil's towers collapsed into this neigh
boring spire, rubble crushed a number ofMoilian 
undead. Their remains have assembled into a Moilian 
barrow-a mass that hungers for living prey. 

When the characters approach this tower, read: 
This tower has been sheared offat an anale, as if it had 
been struck by another spire. As you approach, you can see 
movement. Bones and body parts are knittina themselves 
toaether into a laraer mass in the rubble. 

TACTICS 
The Moilian barrow keeps as many characters within 
reach as possible. It uses fury of death against lightly 
armored foes and spends its action points early to use 
bone arab against heavily armored characters. 

FEATURES OF THE AREA 
Ledges: The gradual collapse of this tower has 

created a series ofledges at the elevations indicated 
on the map. It costs I extra square of movement for a 
creature to descend a 5-foot-high slope between two 
ledges. A creature must use a move action or make a 
DC 20 Athletics check as part of movement to ascend 
a 5-foot-high slope. A lO-foot-high slope requires a 
DC 25 Athletics check to ascend or descend. 

Open Walls: Collapsed walls leave sections of 
the tower's floor open (see "Falling," page 48). 

Rubble: Scattered chunks of rock are difficult ter
rain. A creature that runs, charges, or makes a double 

Moilian Barrow (B) Level 14 Solo Soldier 
Huge 1l.J(IH ,II ,lll llll,t!( ' Is h,lciIlW, ulHlpad ) XP 5.000 

HP 560; Bloodied 280 Initiative +12 
AC 30, Fortitude 28, Reflex 26, Will 27 Perception +8 
Speed 5 Darkvision, tremorsense 5 
Immune disease, poison; Resist 10 necrotic; Vulnerable 5 radiant 
Saving Throws +5; Action Points 2 

\> Aura of Abandonment (fear) + Aura 5 	 C!: 
u.JEnemies within the aura cannot spend action points. roo 

Dark Rebirth Z 
The Moilian barrow rises at full hit points one day after it has ::J 
been destroyed. Performing the Gentle Repose ritual on the 0 
creature's remains destroys the creature completely, preventing U 
it from using the dark rebirth power. ~ 

Strength of the Dead 
When the Moilian barrow spends an action pOint to take an 
extra action, it also gains an extra move action or minor action. 
'. .. 	

<D Slam (necrotic) + At-Will 

Attack: Melee 3 (one creature); +19 vs. AC 

Hit: 2d10 + 11 necrotic damage. 


~ Fury of Death (necrotic) + Recharge [:~ fITJ 
Attack: Melee 3 (one, two, three, or four creatures); +19 vs. AC 
Hit: 2d8 + 6 necrotic damage, and ongOing 10 necrotic damage 
(save ends). 

~ Bone Grab (necrotic) + At-Will 
Attack: Close burst 3 (one, two, or three creatures in burst); +17 

vs. Reflex 
Hit: 2d10 + 11 necrotic damage, and the target is grabbed. 
Special: The Mollian barrow can have no more than three crea

tures grabbed at the same time. 

~ CrushIng Hate + At-Will (l/round) 
Attack: Melee 3 (creatures grabbed by the barrow); +17 vs. 

Fortitude 
Hit: 10 damage. 

TRIGG ERED ACTIONS 

Mass of Claws 
Tri88er: The Moilian barrow is stunned or dominated. 
Effect (Immediate Interrupt): The Mollian barrow uses slam 

against each creature wthin 3 squares of it. 
~ Shadow Storm (necrotic) 

Tri88er: The Mollian barrow is first bloodied, or it drops to 0 hit 
points. 

Attack (No Action): Close burst 5 (creatures in burst); +17 vs. 
Reflex 

Hit: 4d6 + 6 necrotic damage, and the target is blinded until the 
end of its next turn. 

Miss: Half damage. 
Skills Stealth +15 
Str 22 (+13) Dex 16 (+10) Wls12 (+8) 
Con 20(+12) Int 5 (+4) Cha 18 (+11) 
Alignment chaotic evil Languages 

move while crOSSing rubble must make a DC 20 
Acrobatics check or fall prone at the end of its move. 

Shadow Pools: Pure necrotic essence boils in 
these I-foot-deep pools. These areas are haunted 
terrain (page 48). When a creature enters a shadow 
pool or starts its turn in one, it takes 2dIO necrotic 
damage and is dazed until the end of its next turn. 



Encounter Level 15 (6,400 XP) 

SETUP 
The Tortured Vestige (V) 

A portal here connects Moil to the Shadow Tomb. 
This encounter is designed to be played out using one 
side of the poster map. 

Do not place the Tortured Vestige until its appear
ance is triggered (see "Dark Legacy"). 

When the characters approach this tower, read: 
This fallen spire is open to the darkness. Its central stone 
core has been sheared offcleanly to create a platform of 
8'owin8 black stone. 

Arcana Check 
DC 18: Powerful spellcraft protects the platform a8ainst 
access, but it is not the ancient ma8ie ofMoil. These wards 
are new~ made, perhaps no more than a week aao. 
DC 23: The a'owin8 platform is imbued with powerful 
planar and teleportation ma8ie. Ifit is a portal to some
where else. you cannot determine its destination. 

THE SHADOW GATE 
'Fhis portallcads to the Shadow Tomb. but the char
acters must overcome the wards left by servants of 
the Raven Queen to gain access to the portal (on the 
surface of the platform). 

Level: 15 (3,600 XP). 
Complexity: 3 (requires 8 successes before 3 

failures). 
Primary Skills: Arcana. Athletics. Religion. 

Thievery. 
Arcana (DC 18. standard action): The character subtly 

shifts the flow ofarcane power within the portal, ini
tiating or accelerating the process ofbreaking down 
the wards that protect it. A character must be within 3 
squares of the Shadow Gate to attempt this check. 

Athletics (DC 18. standard action): With brute force. 
the character disrupts the force field protecting the 
Shadow Gate. A character must be adjacent to the 
Shadow Gate to attempt this check. This skill can be 
used to gain 3 successes in the challenge. 

Reli8ion (DC 18, standard action): The necrotic 
energy that permeates Moil taints the eldritch wards 
that protect the gate. By heightening this imbalance. 
the character accelerates the process of breaking 
down the wards. A character mllst be within 3 
squares of the Shadow Gate to attempt this check. 

Thievery (DC 18, standard action):The character dis
rupts the wards by physically diverting their energy 

into the inert stone around them. A character must be 
adjacent to the Shadow Gate to attempt this check. This 
skill can be used to gain 3 successes in the challenge. 

Special: On each failed check, the character takes 
10 necrotic damage and is pushed 5 squares away from 
the Shadow Gate by a backlash ofmagical energy. 

Secondary Skills: Endurance. 
Endurance (DC 23. immediate interrupt when a char

acter or all ally adjacent to a character fails a primary skill 
check): The character absorbs the energy of the ward's 
attack. and the triggering character takes no damage 
and is not pushed. 

Success: The characters shut down the wards 
protecting the Shadow Gate and can use the portal to 
travel to location 1 in the Shadow Tomb. 

Failure: The characters deactivate the portal's 
wards. but the lingering arcane energy around them 
proves hazardous. Any character descending into 
the portal takes 20 necrotic damage instead of 10 
necrotic damage (see "Features of the Area"). 

DARK LEGACY 
The wards on the Shadow Gate are a straightfor
ward challenge. However. the Tortured Vestige-the 
undead manifestation of Moil's countless lost souls
has been tracking the adventurers since they arrived 
in the city (see "The Tortured Vestige." page 47). 

After a character makes the first check in the 
skill challenge, read: 
A 8reat shapeless mist suddenly flares at the end of the 
brid8e, its roi/in8 mass of tendrils and 8hostly faces litfrom 
within by an unearthly ween 81ow. A host ofvoices scream 
in a twisted chorus of pain and fear as it attacks. 

Show the players The Tortured Vestige (page 79). 

TACTICS 
The Tortured Vestige uses lashin8 mist followed by 
en8ulj. restraining as many creatures as it can to ben
efit from the healing provided by eater ofsouls. The 
Tortured Vestige will pursue the characters into any 
part of the city. but it cannot enter the Shadow Gate. 

FEATURES OF THE AREA 
Illumination: The Tortured Vestige sheds dim 

light for 2 squares. Darkness covers the rest of the 
area. 

Rubble: Chunks of rock and icc are difficult 
terrain. 

Ruins: Great slabs of stone rise up from the shat
tered tower to a height of20 feet. A character can 
make a DC 20 Athletics check to climb the ruins. 



The Tortured Vestige (V) Level 10 Solo Lurker 
Garg.lntu.lIl ,h.Hlow .Inlll1.1t" (u.HJe •• d ) XP 14,000 

HP 544; Bloodied 171 Initiative +16 
AC 34, Fortitude 31, Reflex 30, Will 18 Perception +10 
Speed 10, fly 10 (hover), teleport 10 Darkvision, blindsight 10 
Immune charm, cold, disease, poison; 

Resist 15 necrotic, insubstantial; Vulnerable 10 radiant 
Savin Throws +5; Action Points 1 

o Menadng Presence (fear) + Aura 5 
Enemies within the aura take a -1 penalty to attack rolls, skill 
checks, and ability checks. If the Tortured Vestige takes radiant 
damage, its aura is negated until the start of its next turn. 

Eater of Souls (healing) 
At the start of its turn, ifthe Tortured Vestige has one or more 
creatures engulfed, it regains 10 hit points and can use dread 
menace at any point during its turn as a free action. If the Tor· 
tured Vestige takes radiant damage, it cannot regain hit points 
from this power until the start of its next tum. 

Eternal Darkness 

The Tortured Vestige re-forms at full hit points 1 hour after 

being slain. As long as Moil endures, the Vestige's unliving 

essence cannot be destroyed. 


~i2·iJ"fdti.i;ii"iiJ' 

MINOR Ac nON S 

.,. Engulf (necrotic) + At-Will 
Attack: Melee 5 (one creature grabbed by the Tortured Vestige); 

+13 vs. Will 
Hit: 1d1 0 damage plus 1d1 0 necrotic damage, and the target 

is engulfed by the Tortured Vestige. The Tortured Vestige 
pulls the target into its space. While engulfed, the target Is 
restrained. When the Tortured Vestige moves, the target 
moves with it, remaining in the vestige's space. An engulfed 
creature has line of effect only to the vestige, and only the 
vestige has line of effect to the engulfed creature. When an 
engulfed creature escapes, it appears in a space of its choice 
adjacent to the vestige. 

Sustain Minor: Each engulfed creature takes 15 necrotic damage. 
~	Dread Menace (necrotic) + At-Will 

Attack: Close burst 5 (one creature in burst); +13 vs. Fortitude 
Hit: The Tortured Vestige pushes the target 3 squares. 

~i;liaa'!ii'ij;;M; •<.. Death Storm (necrotic) 
TriBSer:The Tortured Vestige is first bloodied, or it drops to 0 

hit points. 
Attack (No Action): Close burst 10 (one creature In burst); +13 vs. 

Fortitude 
Hit: 1d10 + 10 damage, and the target is slowed and weakened 
(save ends both). 

Miss: Half damage, and the target is slowed (save ends). 
Str 10 (+15) Dex 13 (+16) Wis 11 (+15) 
Con 18 (+19) Int 19 (+14) Cha 16 (+13) 
Alignment chaotic evil Languages 

Shadow Gate: The sheared-off remains of the 
tower's core form a 3-foot-high stone platform. 
Acererak channeled the arcane energy once held in 
this tower to turn this platform into a portal to the 
Shadow Tomb. The servants of the Raven Queen 
passed this way, warding the Shadow Gate to prevent 
pursuit. While its wards are in effect , characters 
cannot touch the platform, though attempting to do 
so has no adverse effect. 

Once the skill challenge is completed, characters 
can use the portal. Each character who enters the 
portal takes 10 necrotic damage, and then upon 
arriving at location 1 in the Shadow Tomb takes 2d I 0 
damage as he or she falls to the floor of that chamber. 

TO F1GHT ANOTHER DAY 
Experienced players know that some challenges are best 
avoided. If your players have yet to learn this fact, the 
Tortured Vestige is an exceptional teacher. 

As the dark essence of the City that Waits, this chal
lenge is beyond the capabilities of most 14th-level parties. 
As such, players should quickly realize that opening the 
Shadow Gate and fleeing is the best means of success in 
this encounter. You can give guidance to inexperienced 
players who miss this point (perhaps by using the Tortured 
Vestige lore check, page 48). Those who know better but 
choose to fight anyway get what they deserve. 

The encounter awards the characters 2,800 XP (equiv
alent to a standard level 20 monster) for holding off the 
Tortured Vestige while they open the Shadow Gate. On 
the off chance that the characters defeat the Tortured 
Vestige, award full experience. 



vVhen adventurers of a former age bested Acererak, 
his Fortress of Conclusion was cast down but not 
destroyed. Years later, the demilich regained access to 
this powerful site, rebuilding it as the Shadow Tomb. 
Within the tomb, an eldritch engine draws power 
from the raw essence of the Shadowfell, fueling Acer
erak's dread plans. 

The demilich has already left the Shadow Tomb 
and journeyed to the Astral Sea to prepare the next 
phase of his operation (see Chapter 4). By destroying 
the shadow engine in location 16, the adventurers 
deal a serious setback to the demilich and buy them
selves time to gain the upper hand. 

The adventurers arrive at location 1 by way of the 
portal in Encounter M4 (see the preceding pages). 
This is the only access to Acererak's rebuilt fortress. 

TERRAIN AND FEATURES 
Unless otherwise noted in an encounter description, 
the information here pertains to all locations in the 
Shadow Tomb. 

Illumination: Light sources are muted in the 
Shadow Tomb, reducing the radius illuminated by 
them to half normal. 

Doors: Doors within the tomb are rusted iron and 
must be forced open (DC 18 Strength check). 

Necrotic Seepage: Walls in the Shadow Tomb 
seep raw necrotic essence. Whenever a living crea
ture starts and ends its turn in the same square while 
adjacent to a wall, it takes 10 necrotic damage and is 
slowed until the start of its next turn. 

Dimensional Barrier: The Shadow Tomb exists 
in an extradimensional space deep in the Shadowfell. 
With one exception (in Encounter S7), the Planar 
Portal and Linked Portal rituals and similar effects 
do not function within the tomb. 

PIT TRAPS 
Several areas in the Shadow Tomb contain pit traps. 
The pits in locations 3, 5, and 14 are each 20 feet 
deep, and the pits in location 16 are each 10 feet 
deep. Each trap is disguised by a false floor that gives 
way when a creature enters a square of that trap. 
The creature takes Id10 damage for each 10 feet it 
falls and is knocked prone at the bottom of the pit. In 
addition, each pit contains necrotic essence that deals 
5 necrotic damage to a creature that ends its turn at 
the bottom of the pit. 

A character in a square adjacent to a pit trap can 
detect the false stonework with a DC 21 Perception 
check. A character who makes a DC 21 Thievery 
check can bypass the trap by discerning where to step 
to avoid caving in the false floor, and can pass this 
information along to the other characters. 

CHAPTER 2 I The Tomb of Shadows 

It's possible to avoid the falling damage (but not 
the necrotic damage) by climbing down into the pit. 
Doing this requires a DC 15 Athletics check made as 
part of a move action. (Using a rope or a ladder lowers 
the DC to 10 or 0 respectively.) Climbing out ofa pit 
requires a DC 20 Athletics check. 

If one side of a pit trap has a secret door leading 
from it, the door is located the the bottom of the pit. 
A creature in the pit can make a DC 23 Perception 
check to notice the secret door, and a DC 23 Strength 
check or Thievery check to open it. 

DEATH IN THE SHADOW TOMB 
When a creature dies in the Shadow Tomb, any 
magic items it carries are immediately teleported to 
location 11. Unless it is destroyed, the creature's body 
rots for one week in the place where it died, then is 
teleported to the web of black chains at location 1. 

For every hour that a corpse remains in the 
Shadow Tomb before being raised, the raised char
acter takes 10 necrotic damage upon rising. A corpse 
left for 24 hours in the Shadow Tomb has its soul 
consumed by Acererak and cannot be raised (or com
municated with using the Speak with Dead ritual) 
until the demilich is permanently destroyed. 

PLANAR CROSSOVER 
The rituals by which Acererak constructed the 
Shadow Tomb created unique planar connections to 
other tombs. Within the Shadow Tomb, the charac
ters cross over to the Feywild, to the mortal realm, 
and to Pluton through locations 6, 7, and 8. As in 
the Garden of Graves, the characters can experience 
planar visions of other tombs at any time. 

Whenever a character makes an Arcana check to 
detect magic while in the Shadow Tomb. roll a d4 and 
consult the following table. Once the vision fades, the 
check to detect magic functions normally. 

With magic keys claimed from the planar cross
over locations in the Shadow Tomb, the characters 
gain access to the shadow engine. The keys necessary 
for the characters to access the eldritch engine are 
hidden across planar boundaries in Encounter S4, 
page 70, and Encounter S5, page 72. 

PLANAR VISIONS 
d4 Vision Result 


1 The character envisions the Feywlld Tom"'b"'.........__...... 

2 The character envisions the Abandoned Tomb. 

3 Thectiaracter emiWons the Dead Gods' Tomb. 

4 The character doesn't receive a vision. 


Uthe character envisions the Feywild Tomb, 
read: 
With a shimmer, the ever-present necrotic seepa8efrom the 
walls is 8one, replaced by pale 8reen vines and way mold. 
The air is moist, heavy with the scent ofdecay. 



If the character envisions the Abandoned Tomb, 
read: 
The stillness ofdusty stone replaces the dread darkness. 
Emptiness pervades a desolate ruin, its decayin8 walls 
untouched by life or ma8ie. 

If the character envisions the Dead Gods' Tomb, 
read: 
The stones ofthe floor are inlaid with siBils and holy sym
bols, most unreco8nizable. Faint on the air, a lament in an 
unknown ton8ue carries echoes ofa nameless dread. 

SHADOW TOMB OVERVIEW 
The Shadow Tomb is a collection of traps and mon
strous guardians designed to harry, terrorize , and slay 
adventurers. The demilich's magic traps and hazards 
funnel arcane and soul energy to the eldritch engine 
at the heart of the tomb. 

1. PERILOUS ARCHWAYS 
The Shadow Gate in Moil roughly deposits the char
acters at this location. Undead guardians are an 
immediate threat, but leaving the chamber is the 
greater challenge. 

See Encounter SI: Perilous Archways, page 63. 

2. FEAST HALL 
Acererak has prepared a banquet to welcome the 
characters, but a pack of night haunts and deadly 
magic tapestries threaten to ruin the celebration. 

See Encounter S2: Tapestries ofTime, page 66. 

3. SHRINE OF SKULLS 
When the characters enter the shrine, read: 
Cracked onyx altars are set around this crumblina cham
ber, each piled hiah with a cluster ofblackened skulls. 

Acererak plans to create countless undead servants in 
his own image, but the skulls (a mix of monstrous and 
humanoid races) are harmless for now. 

Treasure: A pair oflevel17 skull bracers (Adven
turer's Vault , page 120) is hidden among these grisly 
relics (Perception DC 18). 

The secret door at the bottom of the pit trap north
west ofJocation 3 must be opened to gain access to 
the corridor that leads to location 4. 

4. BLACK WELL 
Four trapdoors at the foot of a chasm are protected 
by a hissing fa ll of necrotic rain. Finding the true exit 
from this chamber is a challenge. 

See Encounter S3: Black Well , page 68. 

5. SPHERE OF PAIN 
When the characters enter the chamber, read: 
The rune·covered walls ofthis spherical chamber have a 
silvery sheen. 

A magiC toxin that causes excruciating pain infuses 
this former prison. Creatures can descend into the 
chamber easily (DC 10 Athletics check); climbing out 
is more difficult (DC 20 Athletics check). Whenever 
a creature ends its turn within the sphere, it takes 
ongoing 5 damage (save ends). 

The secret door at the bottom of the pit trap south
east oflocation 5 must be opened to gain access to the 
corridor that leads to locations 6-8. 

6-8. PLANAR ARCHWAYS 
The archways here carry the characters from the 
Shadow Tomb to three ofAcererak 's planar tombs. 

When the characters see the area, read: 
Mystic runes cover the walls ofthis corridor. Three stone 

arches at its end are identical to those in the entrance hall, 

butaray mist obscures what lies beyond them. 


Arcana Check 

DC 18: Strona planar maaie emanates from the arches, 

and it pervades the entire len8th ofthe corridor. 


When the first character steps through an archway, 
each character within 10 squares of the archway is 
teleported to his or her same relative position in a 
planar crossover encounter. Characters farther away 
than 10 squares remain behind, but can pass through 
the archway independently. 

The planar encounters do not reset. An area 
entered more than once remains as the characters 
left it the previous time they were there . 

When a character steps through a planar arch, 

read: 

The mist within the arch swirls black, and with a lurch, you 

are pushed back into the passaaeway. All three arches have 

disappeared, and a weathered wooden door has replaced 

the open portal to the adjacent corridor. 


If the characters enter the location 7 archway, 
add: 
Luminescent aray mossWows between the stones of the 
walls. F1ickerinafireliaht shtnes beyond the wooden door. 

A DC 23 Nature check reveals that the charac
ters have crossed over from the Shadow fell to the 
Feywild . 

See Encounter S4: Feywild Ruin, page 70. 
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Ifthe characters enter the location 8 archway, 
add: 
Unreco8nized 81yphs and si8ils, some va8uely reminiscent 
ofholy symbols,flare with a violet 1i8ht alon8 the walls. 

A DC 23 Religion check reveals that the characters 
have transited from the Shadowfdl to an astral 
dominion, but reveals no connection to Pluton. 

See Encounter S5: Dark Laboratory, page 72. 

If the characters enter the Abandoned Tomb 
(location 6), add: 
The door stands half open, and a dusty silence hanBs in 
the air. 

The Abandoned Tomb (location 6) uses the same map 
as location 8, with changes to the features as indio 
cated in the following pieces of readaloud text. 

When the characters pass through the door in 
the Abandoned Tomb, read: 
The shattered remains of three stone vats are spread across 
the fioor,joininB a mass ofBlass shards, broken crockery, 
and rotted wood that stretchesfrom wall to wall. 

When the characters approach the pit trap in 
the Abandoned Tomb, read: 
A broad pit set with rusted spikesfills this wide corridor. 

A character who falls into the spiked pit takes 2dlO 
damagc, but characters can descend into the pit and 
cross through the spikes without difficulty. 

9. PLANAR GATE 

In each of the planar crossover sites, this location con 

tains the return portal to the Shadowfell. 


When the characters can see the area, read: 
A layer offilth and detritus covers the floor here. A door 
hanBs opposite a stone portalfilled with Bray mist. 

The door on the eastern wall is false; a character who 
stands adjacent to it and makes a DC 18 Percetion 
check realizes that it can't be opened or broken down . 

A character can make a DC 18 Arcana check to 
detect strong planar magic in the mist-filled portal. 
Characters who step through the portal emerge 
through the appropriate archway at location 6/7/8. 

10. DEAD TILES 

Wlien (lie cliaraflH§ tit's{ §€€ iiit6 tfi€ -wid€ eM

ridor, read: 

This ruined hall is paved in 1 foot-square ween tiles bear

inB arcane siBils and Blyphs in Common. At the far end of 

the chamber, the face of a weat ween devil looms. 

Show the players The Devourer (page 79). 
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The great green face of the Devourer likely gives 
pause to any players who are familiar with the origi 
nal adventure, but this room's magic traps came 
undone when the Fortress of Conclusion fell. A secret 
door within the Devourer's mouth (DC 23 Percep 
tion check to find , DC 21 Thievery check or Strength 
check to open) provides access to the twisting pas
sageway that leads to location 11. 

11. GIFTS FROM THE DEAD 
When the characters enter this chamber, read: 
Carved stone pillars stand at each corner ofthis chamber, 
and mystic runes wind around the walls.Weapons, doth
inB, and armor cover a red stone dais at its center. 

Magic items claimed by the tomb are teleported here, 
including the items ofcharacters who have died or 
who lost magic items in Encounter SI (page 63). 

Treasure: In addition to their own gear, the charac
ters can claim items lost by adventurers who preceded 
them (including the dead shadar-kai in location 13): 
+4 curseforBed chainmail (Player's Handbook, page 227), 
a +4 vicious 10nBsword (Player's Handbook, page 236), a 
maBie orb +4 (Player's Handbook, page 238), a mercurial 
rod +4 (Adventurer's Vault, page 99), aflyinB hook 
(Adventurer's Vault, page 172), and 3 potions of vitality 
(Player's Handbook, page 255). 

12. BONEYARD BRIDGE 
Vengeful spirits guard the remains of the undead that 
were destroyed while building the Shadow Tomb. 

See Encounter S6: Boneyard Bridge, page 74. 

13. SHADAR-KAI SEPULCHER 
The servants of the Raven Queen that preceded the 
characters into the Shadow Tomb met their end here. 

When the characters can see the area, read: 

A door at the bottom ofthe pit stands open, and the stench 

ofdeath comes from beyond it. A doorless sepulcher of 

purple stone sits empty at the center of a rune-scribed vault, 

and a half-dozen shadar·kai are laid out across the floor. 


These servants of the Raven Queen unleashed a blast 
of necrotic energy when they disabled a magic trap 
in the onyx sepulcher. Since they have been dead for 
only three days, the shadar-kai have not been tele 
ported to location 1, but they are beyond the reach of 
the Speak with Dead ritual. 

Development: The shadar-kai warlock leader has 
a coded journaf in her cfoaK (DC 18 Perception clieCK 
to find, DC 18 Arcana check to read). It contains 
notes on the history ofAcererak, and the leader's 
unconfirmed belief that the demilich was behind the 
desecration of the Garden of Graves. Give the charac
ters the information presented in the Acererak entry 
in Open Grave (page 201) or the "Lore ofAcererak" 





sidebar here. In addition, a last entry speculates that 
".. . this Shadow Tomb must rise from the dead foun· 
dations of the Fortress." 

Treasure: The shadar·kai carry four rubies 
(5,000 gp each), three emeralds (1,000 gp each), and 
120 pp. 

14. EMPTY VAULTS 
This network ofdecaying stone passages contai ns the 
entry point to the heart ofAcererak's Shadow Tomb. 

When the characters can see the area, read: 
Rou8h walls ofblack stone 8listen with necroticfluid, and 
the sound of its steady drip echoes in the darkness beyond. 

Though it appears just as dangerous, the necrotic 
essence here is less toxic than elsewhere in the tomb. 
The characters are affccted by necrotic seepage (page 
58) in this location only if they take a rest here. 

Where the twisting passages end, their rough 
rock has been worked to smooth stone, creating the 
impression ofan ossuary undcr construction. 

When the characters see this, read: 

The smooth sides of the passa8eway's end form a 15Joot· 

hi8h vault with walls that 8listen with necrotic ooze. A 

lidless black stone sarcopha8us stands on the stone floor, 

and a scatterin8 ofdusty bones and8ems lie within it. 


These vaults are nothing more than a distraction. Any 
Perception check notes that the gems and the ancient 
bone fragments are worthless. 

The pit traps on the left side of the map have been 
speciaUy deSigned to hold their heavy sarcophagi, 
and they are meant to hinder characters searching 
for tJle exit from this location. When a pit is triggered, 
its sarcophagus falls in. A character who falls into the 
pit at the same time is smashed by the crumbling sar· 
cophagus, taking Idl0 extra damage. 

A false secret door is located at the bottom of the 
pit in the leftmost vault. Though it appears identical 
to the other secret doors in the dungeon, it cannot be 
opened. 

The true secret door to location 15 is in the ceiling 
above the marked pit. A character must gain access 
to the ceiling to search for and open the secret door. 
(Because this search is unhindered by the penalty to 
Perception checks of the shadowy necrotic essence in 
the pit trap, this secret door is the easiest one to find 
in the entire dungeon.) 

Once the secret door is opened, a rough crawl· 
space is revealed beyond. After 15 feet, the tunnel is 
blocked by loose rubble; to pass beyond it takes an 
hour ofexcavation. 

15. DAUNTING DOORS 
Four stone trapdoors on the floor here are identical to 
the trapped doors in Encounter S3. These doors open 
safely to the passageway 10 feet below. 

16. SHADOW ENGINE 
As the characters attempt to destroy the eldritch 
engine, an Acererak construct attacks. 

See Encounter S7: Shadow Engine, page 76. 

LORE OF ACERERAK 

The Tomb of Horrors is the legendary dungeon created by 
the demilich Acererak-a being of absolute evil and unlim
ited ambition. The terrible traps and ferocious guardians of 
the tomb have claimed the lives of thousands of avaricious 
adventurers seeking Acererak's legendary wealth-and 
feeding the demilich with their souls. 

Over time, necromancers were drawn to worship Acer
erak, founding a settlement around the remote hillside in 
which the tomb was hidden. In this Skull City, they forged 
a school of dark magic they called the Black Academy, 
teaching evil rites deSigned to gain Acererak's favor. The 
masters of the Black Academy allowed adventurers free 
access to the Tomb of Horrors' deadly halls, knowing that 
each soul they sent to its shrieking end there increased 
their master's power. 

Using the eldritch soul-power of adventurers slain in 
the tomb, Acererak constructed a hidden sanctum-the 
Fortress of Conclusion, held in an extradimensional space 
of pure necrotic essence deep in the Shadowfell. There, 
the demilich planned to control the power of undeath, 
undergOing an apotheosis that would grant him godlike 
power and let him rule the mortal realm-as a precursor 
to his ascension to godhood. 

The shadar-kai (and the characters) do not know that 
Acererak's original plan for apotheosis came undone years 
before, though the rebuilding of the ruined Fortress of 
Conclusion hints that disaster befell the demilich's plans. 
For more information, the characters must travel to Skull 
City in Chapter 3. 

HAPTER 2 I The Tomb of Shadows 
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VlENCOUNTER SI: PER1LOUS ARCHWAYS >

Encounter Level 14 (5,400 XP) 

SETUP 

2 sword wraiths (W) 

The portal in Encounter M4 transports the characters 
to an extradimensional space tied to the deepest part 
of the Shadowfell-and the entrance to Acererak 's 
Shadow Tomb. 

When the characters land in this chamber, place 
their miniatures randomly outside the area of 
the blind Devourer, and read: 
You strike the floor hard, landin8 within a vast domed 
chamber. A circle ofrunes in the ceilin8 marks the portal 
throu8h which you'vejust passed. Your eye is drawn to a 
8reat 8reenface carved into the stone of the floor beside 
you. The 8raven ima8e of a horned devil stares up blindly
eyes blank, mouth opened to reveal a space ofdead black 
within it. A sin8le word has been scrawled into stone 
beneath theface: "Devourer." 

This darkness swallows the li8ht of the 810win8 runes 
that cover the walls here-the same sort ofsi8i1s you saw 
in the Garden ofGraves. Glowin8 stone archways are set 
around the chamber, each with white mist swirlin8 inside 
it. Between the arches, some twenty well-rotted humanoid 
corpses han8from the ceilin8, entwined by chains that drip 
black ichor to thefloor. 

Show the players Perilous Archways (page 80)_ 

Arcana, History, or Religion Check 
DC 18: You've heard of the horned devil face before_ This 
is the personal symbol of the demilich Acererak. 

The characters have 3 rounds before the sword 
wraiths attack. 

When the sword wraiths attack, read: 

The f1ickerin8 810w of the arches casts shiftin8 shadows 

alon8 the ceilin8- two ofwhich detach with a shriek. 


TACTICS 
The sword wraiths target a Single heavily armored 
character with shadow sword.They flank to gain 
combat advantage, using shadow 8lide to keep from 
being surrounded. 

No EXIT 
The ceiling above and around the blind Devourer 
is the exit portal connected to the Shadow Gate in 
Moil. It operates in only one direction. In addition, a 

1 Sword Wraiths (W) 
Medlulll , h"dow hUllIanoiu Iundead ) 

HP 90; Bloodied 4S 
AC 30, Fortitude 29, Reflex 30, Will 31 
Speed 0, fly 8 (hover), phasing 

Level 17 Lurker 
XP 1.600 {'.l{ h 

Initiative +19 
Perception +14 oil 

Darkvlsion :J 
Immune disease, poison; Resist 20 necrotic, insubstantial; o 

..J
Vulnerable 10 radiant 

0:::TRAITS 
UJ 

Combat Advantage (necrotic) Co 
The sword wraith deals 2d6 extra necrotic damage against any ,... 
creature granting combat advantage to It. 

Regeneration (healing) 0::: 
The sword wraith regains 10 hit points whenever it starts its LU 

turn and has at least 1 hit point. If the sword wraith takes radi I
Zant damage, its regeneration doesn't function until the end of 
:J

its next turn. o
Spawn Wraith U 

Any humanoid killed by the sword wraith rises as a free-willed Z 
sword wraith at the start of its creator's next turn, appearing in UI 

the space where it died. or in the nearest unoccupied space if 
that space is occupied. Raising the slain creature (using a Raise 
Dead ritual) does not destroy the spawned wraith. 

.. . 
CD Shadow Sword (necrotiC) + At-Will 

Attack: Melee 5 (one creature); +20 vs. Reflex 
Hit: 2d8 + 7 necrotic damage, and the target is weakened (save 
ends). 

MOVE ACTIONS 

Shadow Glide + Encounter 
Effect: The wraith shifts 6 squares_ 

TnlGGEIIED ACTIONS 

~ Death Strike (necrotic) 
Tri88er: The wraith drops to 0 hit points. 
Effect (No Action): The wraith shifts 4 squares and makes a melee 

basic attack, dealing 2d8 extra necrotic damage on a hit. 
Skills Stealth +20 
Str 14 (+10) Dex 24(+15) Wls 12 (+9) 
Con 18(+12) Int 11 (+8) Cha 24(+15) 
Alignment chaotic evil Languages Common 

character who makes a DC 23 Arcana check realizes 
that the powerful magiC holding the Shadow Tomb 
within its extradimensional space inhibits the use of 
the Planar Portal ritual and similar effects. 

Although the archways might seem like exits to 
the players, the blind Devourer is the only exit. See 
the statistics blocks for .these traps. The only way 
out of the area is through the mouth of the blind 
Devourer (see page 65). 

THE FALLEN 
The bodies strung up within the web of black chains 
are adventurers who came to the Shadow Tomb and 
failed. These corpses have hung here for weeks or 
more, putting them past the reach of a Raise Dead or 
Speak with Dead ritual. 

Any character who ascends the chains to search 
the bodies can make a DC 18 Perception check to 
find a scribbled journal within the cloak of one of the 



~..u.~ dtscribes how the corpse's group 
enco . a!different eldritch engine in the Feywild 
similar to that found by the characters in the Garden 
ofGraves. This group traced the engine's flow of 
energy to the Shadowfell, but the journal contains no 
record ofhow they arrived here or what this place is. 

Any search of the bodies notes an absence of 
magic items, including one wearing plated gauntlets 
and boots but no armor, and another with an empty 
scabbard. See location 11 for more information. 

THE ARCHWAYS 
It's easy for the characters to get the idea that each of 
the ten archways around the perimeter of this area 
leads out of the chamber-and that's just what Acer 
erak wants them to think. at least at first. 

The characters gain the XP for this trap when all 
members of the party have exited location 1. 

Perilous Archways Level 14 Obstacle 
1, .,1' 	 XI'1.000 

Afeatureless white mist roils within each of the slone archways 
set around the chamber. 

Trap: Acererak has laid this trap for adventurers who 
have studied the lore of the Tomb of Horrors and who 
hope to unravel the workings of what they assume are 
teleportation circles. 

Perception 
• 	 DC 18: A character notes recent footprints leading into 

and out of arches 1, 1, 6, 8, and 9. These arches are the 
ones through which the Raven Queen's servants passed 
before they deduced that the blind Devourer marks the 
real exit from this area. 

Additional Skill: Arcana 
• 	 DC 18: Teleportation magiC suffuses each of the arches. 
Special 

If any character steps within 5 feet of an arch, three of its 
stones glow with a pulsing blue-white light-one at the 
lower left, one at the lower right, and one at the apex. 
This effect is of no consequence. (Touching the glowing 
stones also has no effect, but feel free to roll dice each 
time as if it does.) 
00 not place the numbers of the arches on the map or 
indicate them to the players. The fact that every second 
arch teleports a character is the only clue hinting at the 
blind Devourer's true nature. 

Trigger 
The trap is triggered each time a character steps through 
an archway. None of the arches offers an exit from this 
chamber. Instead, each archway is a magic trap whose effects 
are noted below. Except as indicated, an archway affects a 
character the same way each time he or she steps through it. 
A character who cannot be affected by a particular archway 
(for example, a character with no magic items who steps 
through archway 5) instead takes 1d1 0 damage. An even· 
numbered archway teleports the character directly into the 
blind Devourer's open mouth, triggering its attack. See the 
blind Devourer trap statistics block. 

Portal Effects 

See the Portal Effects table below. 


Portal Effects 
1 	 The character ages, causing him or her to become 

weakened and slowed. A Remove Affliction ritual 
reverses this effect, and the effect slowly wears 
off after the character reaches his or her third 
milestone after aging. A character who steps 
through the archway multiple times in the hope 
of reversing the effect might well drop dead of old 
age at your whim, The aging effect could equal one· 
third of a character's normal life span. 

2 	 The character takes damage equal to his or her 
healing surge value and is teleported to the blind 
Devourer. 

3 	 The character's number of healing surges Is reduced 
by one as long as he or she remains within the 
Shadow Tomb. If the character enters this archway 
multiple times, the effect i~ cumulative. 

4 	 The character's size is reduced one category 
(minimum Tiny), and he or she is teleported to the 
blind Devourer. The character's normal·sized gear 
and clothing is scattered around the Devourer. This 
effect can be undone with a Remove Affliction ritual, 
or if the character steps through this archway again 
while not carrying any gear. A smaller creature's 
ability to use its normal equipment and weapons 
is left to your discretion, but Tiny creatures have 
limitations in combat (Player's Handbook, page 282). 

5 	 The character has a magic item (your choice) 
teleported to location 11• 

6 	 The character's mundane clothing and armor are 
destroyed. The characters' magic armor, shield, and 
clothing are teleported to location 11. The character 
is teleported nude (but with weapons and other gear) 
to the blind Devourer . 

7 	 The character becomes dominated (save ends), and he 
or she attacks allies until the condition ends. 

8 	 The character falls unconscious until the start of 
his or her next turn and is teleported to the blind 
Devourer. At the start of the next encounter, the 
character falls unconscious (save ends). 

9 	 The character's head turns into that of a donkey. His 
or her armor and clothing Is modlfled as necessary, 
and the character can speak, but the speech Is 
interspersed with brays. Only a Remove Affliction 
ritual can undo this effect. If the character steps 
through the arch multiple times in the hope of 
reversing the effect, the ritual must be performed 
that same number of times. 

10 	The character is teleported to the blind Devourer 
and is afterward overcome by the pervasive feeling 
that something about his or her person or gear has 
changed. Aside from this feeling, the archway has 
no effect. 



...I 

Blind Devourer Level 15 Lurlcer 
Troll' Xl'l.]OO 

ThcJlendish visa8t' carved into the.floor stares lip with blank 

L)"eso the blackness of its mouth seemin8 to draw in aUli8hr. 


Trap: The featureless black mouth of the blind Devourer is a 
trap that conceals the only exit from this chamber. 

Perception 
• 	 DC 18: The character can see multiple signs of metal 

scrape marks at the edge of the blind Devourer's mouth, 
as if armored characters had carefully lowered themselves 
into it. 

Additional Skill: Arcana 
• 	 DC 1 8: The character recognizes that the mouth of the 

blind Devourer is a fixed sphere of darkness, much like a 
sphere of annihilation (Dun8eon Master's Guide, page 93). 

Additional Skill: Arcana, History, or Religion 
• 	 DC 23: The character recognizes that this imagery is 

wrong-although the green diabolic face is Acererak's 
most infamous symbol, it has never before been pictured 
with its eyes closed. 

Special 

Until the sphere of darkness is disabled (see Counter

measures), the blind Devourer radiates no teleportation 

magic. 


Trigger 
When a creature enters the blind Devourer's mouth, the 
trap attacks. 

Attack 
Opportunity Action Melee 0 
Target: The creature that triggered the trap. 
Attack: +18 vs. Fortitude 
Hit: 4d6 + 5 damage, and ongOing 10 damage (save ends). A 

creature reduced to 0 hit points by the sphere's damage is 
destroyed and reduced to a pile of fine gray dust. 

Countermeasures 
• 	 A character can make a DC 23 Athletics check to climb 

out of the blind Devourer's mouth. Up to two characters 
adjacent to the mouth can aid this check. 

• 	 The sphere of darkness cannot be controlled or destroyed, 
but it can be disabled temporarily in the course of 
activating the exit from this location. A character can 
make a DC 25 Athletics check or make a melee weapon 
attack vs. AC 31 that deals 10 or more damage to break 
the carved stone of one of the Devourer's blind eyes. The 
character who breaks the stone takes 1 dl 0 damage from 
arcane feedback, but the sphere is disabled while the 
Devourer's open eye is revealed. The stone that covers the 
area magically re·forms, restoring the blind eye in 1 round. 

• 	 Iftwo characters break both eyes simultaneously, neither 
character takes damage, the sphere of annihilation is 
disabled for 1 minute, and a portal opens beneath it. 
Characters who lower themselves into the Devourer's 
mouth drop 20 feet into location 2, taking falling damage 
as normal. Characters can lower a rope down to avoid 
this damage, but the rope is severed when the sphere of 
annihilation reactivates. 

FEATURES OF THE AREA 
Illumination: Dim light from the glOWing runes 

and the mist in the archways. 
Ceiling: The ceiling is 20 feet high. 
Chains: Raw necrotic essence seeps like blood from 

chains bolted into the stone ofthe ceiling, hanging to 

form a dripping web around the chamber. The lowest 
chains descend to 20 feet above the floor. 

The chains can be reached by flying, by climbing 
the wall between the arches (DC 25 AthletiCS), or by 
thrOWing a rope and grappling hook (DC 15 Athletics ..... 
or Acrobatics). 

Whenever a creature ends its turn within the Vl 

chains, it takes Id 1 0 necrotic damage and is slowed ~ 

ountil the start of its next turn. Moving through the 
chains reqUires a DC 12 Acrobatics check or Athlet cr: 
ics check. w 

0..
Freeing a body from the chains requires three 

DC 18 Strength checks or Thievery checks in any ~ 

combination. a:: 
False Portal Archways: These stone archways w 

are filled with a roiling white mist that blocks any t-Z 
Sight ofwhat lies beyond. Players or characters :J 
familiar with the original adventure might try to a 
determine the function of these arches, but they do so u 

in vain. See the trap statistics block for information. UJ 

Necrotic Essence: Pure necrotic essence pools 
to a depth of 1 inch where it drips from the chains 
above. These areas are haunted terrain (page 48). 
Whenever a creature enters or starts its turn in the 
necrotic essence, it takes IdlO necrotic damage and 
is slowed until the start of its next turn. 

Portal Archways: Each archway fronts a 5-foot 
deep alcove filled with white mist, and its walls, noor. 
and ceiling are made ofsmooth stone. Characters not 
teleported as part ofan archway's effect can feel their 
way around the alcove, but the mist provides total 
concealment. A character who lingers withill one 
of these archways takes IdlO damage at the start of 
each of his or her turns. 

The Blind Devourer: This graven image ofa 
great green devil's face is recognizable to any players 
or characters familiar with the original adventure. 
The face's mouth is a well of utter darkness, and its 
blind eyes stare upward. See the trap statistics block 
for more information. 



Encounter Level 14 (5,300 XP) 

SETUP 
1 nighthaunt shrine (S) 
3 nighthaunt whisperers (W) 

This empty feast hall offers a mocking obeisance to 
the heroes who hunt Acererak-and a deadly threat. 
The characters enter the room from location 1 
through a portal that opens into the alcove along the 
east wall. This encounter is designed to be played out 
using half ofone side of the poster map. 

When the characters can see into this area, read: 

Aweatfeast hall stands shrouded in shadow, and a fire pit 

blazes with a bri8ht white flame. A number ofhigh tables 

are scattered throughout this area, each set with fine silver 

and porcelain plates and heaped hi8h with succulent roast 

meats and sweetfruit. Brightly colored tapestries hun8 

along the walls and between the tables display scenes of 

battle, with hundreds ofheroes ofa dozen races rendered in 

life-sized detail-all of them swarmed by swirling shadows 

as they fi8ht for their lives. 


History Check 

DC 18: The armor and livery ofmany of the tapestries' 

heroes seems out ofdate. Those ancient warriors fight 

beside others whose gear and garb is entirely contemporary. 


Perception Check (for characters who state that 
they are studying the tapestries) 
DC 23: In the tapestry nearest to the entrance, something 
catches your eye-a shadar-kai warrior wearing the sigil of 
the Raven Q/Jeen seen on the bodies in the tower in Moil. 

The blind Devourer in location 1 destroyed this shadar
kai, so his body was not teleported to the chains in that 
area when he died. 

As soon as the first character reaches the center of 
the chamber, the guardian creatures here attack. 

When the creatures attack, read: 
The white flame ofthe fire pit suddenly dims, a haze of 
smoke and darkness risin8 to take the form offour shriek
in8 creatures. Their illdistinct forms take to the air on 
wings ofshadow as they attack. 

TACTICS 
The nighthaunt shrine targets heavily armed 
deknders or strikers with terrifying visioll, knock
ing a character into reach of a tapestry if possible. It 
uses Shadowfell taint to hinder one or more ranged 

Nighthaunt Level 14 Elite Controller (Leader) 

Shrine (S) 
Mediul11 ~hJd()w hllllhlllOid (undead) XP 2.000 

HP 182; Bloodied 91 Initiative +9 

AC 28, Fortitude 24, Reflex 26, Will 28 Perception +12 

Speed 4 (clumsy), fly 8 (hover) Darkvision 

Immune disease, poison; Resist 15 necrotic, insubstantial; 
Vulnerable 10 radiant 

Saving Throws +2; Action Points 1 
TRAilS 

o Death Shield + Aura 3 
Undead allies and shadow allies within the aura gain a +2 bonus 
to all defenses. 

STANDAIIU Ac liONS 

(J) Claw Touch +At-Will 
Attack: Melee 1 (one creature); +15 vs. Reflex 
Hit: 1d8 + 1 damage, or 3d8 + 3 while bloodied. 

i~ ure Leak (necrotic) + Recharge [!) 
Attack: Area burst 5 within 10 centered on a bloodied enemy 
(enemies in burst); +16 vs. Fortitude 

Hit: 4d6 + 6 necrotic damage. 
Miss: Half damage. 
Effect: Each undead ally or shadow ally in the burst gains 20 

temporary hit points. 

~	Terrifying Vision (rear, gaze, psychic) +At-Will (1/Round) 
Attack: Ranged 5 (one creature); +18 vs. Will 
Hit: 2d6 + 5 psychic damage, and the nighthaunt shrine pushes 

the target 1 square and knocks it prone. 
i~ Shaclowfell Taint (necrotic, lone) +Encounter 

Effect: The nighthaunt shrine creates a zone in an area burst 
1 within 10 that lasts until the end of the shrine's next turn. 
Squares within the zone are totally obscured and block line of 
sight for creatures that do not have darkvision. A creature that 
starts its turn within the zone takes 10 necrotic damage. 

Sustain Minor: The zone lasts until the end of the shrine's next 
turn. In addition, it can use a move action to move the zone 5 

squares. 
Skills InSight +17, Stealth +14 

Str 13 (+8) Dex 14 (+9) Wls 21 (+12) 


Con 10 (+7) Int 16 (+10) Cha 20 (+12) 


Alignment evil Languages Common 


attackers at the edge of the fray, as it targets closer 
foes with its claw touch. 

The nighthaunt whisperers stay in motion to 
become illVisible with shadow wina, then use night's 
embrace a11d night's fell kiss, leaving a stunned creature 
within reach of the tapestry. 

FEATURES OF THE AREA 
Illumination: The fire pit sheds bright light 

throughout the area. 
Ceiling: The ceiling is 30 feet high. 
Fire Pit: Though it burns white, this magical fire 

consumes the raw essence of the Shadowfell. When 
ever a creature enters or starts its turn in the fire pit, 
it takes 2dlO fire and necrotic damage. 



3 Nighthaunt Whisperers (W) Level 12 Lurker 
Medllllll ,h"dow humanoid (und..ad) XP 700 cach 

HP 65; Bloodied 32 Initiative +14 
AC 26, Fortitude n, Reflex 24, Will 23 Perception +8 
Speed 4 (clumsy), fly 8 (hover) Darkvision 
Immune disease, polson; Resist 10 necrotic, insubstantial; 

Vulnerable 10 radiant 

(> Death Whisper (fear, necrotic) • Aura 2 
Any enemy within the aura takes a -2 penalty to Will, and at the 
start of its turn it takes 5 necrotic damage. 

Shadow Wing 
If the whisperer moves at least 8 squares on its turn, it becomes 
invisible until the start of its next turn. 

STANDARD ACTIONS 
CD Claw Touch • At-Win 

Attack: Melee 1 (one creature); +16 vs. Reflex 
Hit: 2d6 + 4 damage. 

+Night's Embrace. At-Will 
Effect: The whisperer uses claw touch twice. If both attacks hit 
the same target, the target is grabbed. The whisperer can grab 
only one creature at a time. 

.,. Night's Fell Kiss (necrotic) • Recharge when the whlsperer uses 
shadowwln8 
Primary Attack: Melee 1 (one creature); +16 vs. Reflex 
Hit: 2d6 + 4 damage. 
Effect: The whisperer shifts up to 2 squares, sliding the creature 

it has grabbed with it. If the whisperer ends this movement 
adjacent to no other enemy aside from the grabbed target, it 
makes the following secondary attack against the creature. 
Secondary Attack: Melee 1 (one creature); +15 vs. Will 

Hit: 2d6 + 4 necrotic damage, and the target Is stunned (save 
ends). 

Skills Stealth +17 
Str 19 (+10) Dex 22 (+12) Wls 15 (+8) 
Con 16 (+9) Int 14 (+8) Cha 20(+11) 
Alignment evil Languages Common 

Tables: Each table is tall enough that a Small crea
ture can move under it and gain cover. It costs 2 extra 
squares of movement for a creature to hop up onto a 
table. A creature can make a DC 10 Strength check 
to tip over a table, which then grants superior cover. 

The fine silverware and porcelain dishes weigh 
100 pounds in total and appear to be treasure worth 
4,000 gpo They become worthless junk if removed 
from the Shadow Tomb. 

Eternal Tapestries Level 15 Blaster 

Irdl' XI' 1.100 


TIle tapestries hanninn Ihroul/hout tlte room have the ability to 

pull creatures into their scenes. 


Trap: These magic tapestries are the last resting place for 

hundreds of heroes that Acererak has slain. 


Perception 

• DC 18: A character can see the tapestries begin to move. 
Additional Skill: Arcana VI 

• 	 DC 18: The entire chamber radiates magic, but the ~ 
character notes a flow of arcane energy that indicates the ~ 
tapestries can animate. . 

Initiative +2 
Trigger 

When a character enters the area, the trap activates and " 
rolls initiative. The trap continues its attacks until the UJr 
tapestry is entirely destroyed or until all the characters exit Z 
this area. ::l 

Attack 0 
Standard Action Melee 1 U 

ZTarget: Each living creature within reach. w 
Attack: + 1 8 vS. Reflex 
Hit: The target takes ongOing 10 damage and is slowed (save 


ends). First Failed Savin8 Tltrow: The target is immobilized 

instead of slowed (save ends). Second Failed Savina Throw: 

The target and its gear are drawn into the tapestry, 

becoming part of the lifelike image there in one of the 

5-foot sections. The target is treated as petrified, and can 

be restored to life with the Remove Affliction ritual. The 

section of tapestry the character is bound into can be cut 

to carry it. 


Countermeasures 
• 	 As an immediate interrupt, a character can make a DC 15 


Acrobatics check to minimize the tapestry's attack. With 

a successful check, the character is slowed only until the 

start of his or her next turn. 


• 	 A character can attack the tapestry to destroy part of 

it. Each 5 -foot section of the tapestry has AC 29, other 

defenses of 27, and 10 hit points. A section of tapestry 

caught by an area attack takes damage to each of 

its squares. 


Acererak's twisted sense of humor grants the 
characters a boon in this chamber. The food set out 
is magical in nature, granting the benefit of having 
taken an extended rest to any character who spends 
5 minutes eating it. A character must make a DC 

23 Arcana check to confirm the food's 
power. Each character can make use of 
this effect only once. 

Tapestries: The flne tapestries hang 
to within 5 feet of the floor, but their 
magic draws living creatures into their 
eternal tableau. See the trap statistics 
block for details. 

The heroes depicted in these scenes of 
battle are a sampling of those who have 
fallen to Acererak's cunning over long 
centuries. Each of the heroes depicted 
here (including the shadar-kai) are 
beyond the reach of a Raise Dead or 
Speak with Dead ritual. 



Encounter Level 15 (6,200 XP) 

SETUP 
The characters must run a dangerous gauntlet 
of hazards and traps to descend deeper into the 
Shadow Tomb. 

When the characters can see into this area, read: 
This chamber collapses into a 8reat chasm, and a steady 
outpourin8 ofblack necrotic slud8e flows over the ed8e 
from weat cracks in the walls. A 8reater torrent jets out 
from faults in the rou8h rock ofthe chasm,jallin8 as a 
hissin8 curtain ofnecrotic rain. 

Show the players The Black Well (page 81). 

l\\fenty feet down from the top of the chasm, the 
stone walls are completely obscured by the fall of 
necrotic rain. 

When a character descends the chasm, or if a 
bright light source is dropped down from above, 
read: 
Rou8h led8es jut out from the chasm's walls as the necrotic 
rain falls 70 feet tofill a wide pool. Above the surface of 
the pool. a circular slab ofwhite stone is set with four trap
doors, each one bearin8 the Devourer's face in dark colors. 

Descending the chasm is most easily done by flying 
or climbing down a rope anchored by characters 
above. A character descending on a rope is held 1 
square away from the chasm wall and the fall of 
necrotic rain. Any attempt at descent is made perilous 
by the crumbling stone ledges and the black rain's 
magic. See the hazard statistics blocks for details. 

THE WAY OUT 
AJI four trapdoors are false and trapped (see the 
"Warded Doors" statistics block). The real exit is 
located halfway down the chasm, 10 feet above a 
ledge and behind the fall of necrotic rain. Characters 
can detect this exit only from the ledge beneath it. 

Perception Check (made from the ledge) 
DC 13: The rou8h led8e shifts beneath your feet. Thou8h 
it holds your wei8ht, it likely won'tfor lono. 
DC 23: Some 10feet above the led8e, the steady hiss of 
black rain echoes stran8e1y. 

A character can use a suitably long object to prod the 
wall behind the black rain, revealing the opening. 

If the ledge beneath the exit collapses, the char
acters must descend on ropes or by flying-first 

Crumbling Ledges Level 16 Warder 
HJl,lI d XI'IA ()() 

Open Icd8cS ofcrumblin8 stone offer the only access to the 

chasm below. 

Hazard: A character moving on a stone ledge triggers a 


collapse. 

Perception 

+ DC 13: A character feels the rock of the ledge shift with 

any movement. 
Trigger 


The hazard attacks when a creature enters one of the 

ledges (the spaces marked X on the map). 


Attack 
Immediate Reaction Melee 
Target: The creature that triggered the hazard. 
Attack: +1 9 vs. Reflex 
Hit: The ledge collapses. The target drops to the bottom of 

the chasm, takes falling damage (based on the elevation of 
the ledge the character is on) and lands in the shadow pool. 

Miss: The ledge collapses. The target returns to the last 

space it occupied adjacent to the ledge and ends its 

movement-


E~ect: The collapsed ledge remains an open area. 

:ountermeasures 


+ A character adjacent to a ledge can make a DC 23 
Athletics check or Thievery check as a standard action to 
trigger the hazard in that location, intentionally collapSing 
the ledge. 

+ A character can make an Athletics check to jump away 
from a crumbling ledge (DC 10 per square, or DC S with 
a running start) to a place of safety. 

+ A Small or smaller character gains a +2 bonus to Reflex 
against the hazard 's attack. 

+ At your discretion, a character who reduces his or her 

weight by dropping armor and other gear gains a +1 

bonus to Reflex against the hazard's attack. 


searching for, then passing through the open portal. 
\Vhenever a character moves through the black rain, 
he or she takes IdlO necrotic damage. 

F EATURES OF THE AREA 
Illumination: Darkness. 
Black Stream: Necrotic essence escapes from 

cracks in the walls and flows across the floor. When
ever a creature enters a black stream or starts its turn 
in one, it takes 2d 10 necrotic damage and is slowed 
until the start of its next turn. 

Hidden Passage: This passage is hidden behind 
the fall of necrotic rain, 10 feet above the nearby 
stone ledge. 

Necrotic Rain: The fall of necrotic rain blocks 
any view of the chasm walls (including the hidden 
passage). The necrotic rain is a hazard for characters 
descending into the chasm (see the statistics block). 
Whenever a creature starts its turn in a square of 
necrotic rain , it takes 3dlO necrotic damage and is 
slowed until the end of its next turn. 



Necrotic Rain Level 17 Elite Obstacle 
11",.IIt! XI' 1 Jon 

A hissill8 curtain of necrotic rain flows down the walls of the 

chasm. 


Hazard: Deadly tendrils lash out from within the necrotic 

rain. 


Perception 

• 	 DC 13: The necrotic rain twists in unnatural patterns as 

it falls . 

Additional Skill: Arcana 

• 	 DC 20: Within the black rain, the character detects 


tendrils that are sensitive to the presence of living 

creatures. 


Trigger 

When a living creature descends more than 10 feet into 

the chasm (most likely by flying or by climbing down 

a rope), the hazard attacks at the start of each of the 

creature's turns. 


Attack • Necrotic 

Standard Action Melee 

Target: The creature that triggered the hazard. 

Attack: +20 vs. Reflex 

Hit: 2d8 +6 necrotic damage. Shadowy tendrils pull the 


target 1 square toward the wall of the chasm. A character 
pulled against the wall is drawn into the fall of necrotic rain. 

Countermeasures 
• A flying character can make a DC 20 Acrobatics check or 

Athletics check as an immediate interrupt to partially evade 
the tendrils' attack. On a successful check, the character 
takes half damage and is not pulled toward the wall. 

• 	 A character descending on a rope cannot evade the 
attack. A character at the top of the rope can make a DC 
23 Athletics check as a standard action to evade the pull. 
Up to two other characters can aid the character making 
this check. 

Shadow Pool: At the bottom of the chasm, the 
necrotic rain collects in a lO-foot-deep pool. This area 
is haunted terrain (page 48). Creatures in the pool 
must make a DC 15 Athletics check to swim through 
the liquid. Whenever a creature enters the pool or 
starts its turn there, it takes 3dl0 necrotic damage 
and is dazed until the end of its next turn. 

Warded Doors 	 Level 17 Warder 
Ir.ll' 	 XI' 1,6tH) 

An arcane ylyph set in Ihe door blasts you with ils power. 

Trap: Each of the four doors at the bottom of the chasm is 

trapped with a greater glyph of warding. 


Perception 

• 	 DC 20: A character notices the faint outline of an arcane 


glyph pulsing within the Devourer's mouth. 

rt'I

Additional Skill: Arcana LIl 
• 	 DC 20: A character identifies a glyph of warding. This a: 

provides a + 2 bonus to Thievery checks made to disable LIJ 
I that particular glyph. 
Z

Trigger :::l 
When a creature tries to open a door or pick its lock, the o 
door's glyph activates and explodes. U 

Attack. Acid, Fire, Necrotic, or Poison 	 Z 
LJJImmediate Reaction Close burst 3 


Target: Each creature in burst 

Attack: +20 vs. Reflex 

Hit: Each door features a different glyph. 


Red: 6d8 fire damage, and ongoing 5 fire damage (save ends). 
Yellow: 6d8 acid damage, and the target gains vulnerable 

5 to all damage (save ends, -5 penalty to saving throws 
against this effect). 

Green: 6d8 poison damage, and the target is slowed (save 
ends, -5 penalty to saving throws against this effect). 

Gray; 6d8 necrotic damage. and the target loses a healing 
surge. 


Countermeasures 

• 	 A character adjacent to one of the doors can make a DC 


28 Thievery check to disable its glyph. 

SP.,ecial 


The characters receive 400 XP for each of the glyphs 

they either activate or disable. The full award of 1,600 XP 

applies only if they affect each of the four glyphs before 

they exit this location. 


Stone Platform: The circular slab of stone into 
which the warded doors are set is a solid surface 
placed in the shadow pool. 

Stone Trapdoors: Images of the Devourer are 
carved into each warded door in dark shades of red. 
yellow, green, and gray. The wide-open mouth ofeach 
Devourer is black-painted stone_ These false trap

doors are locked 
(DC 25 Thievery 
check to open) 
and trapped (see 
the "Warded 
Doors" statistics 
block for details). 



Encounter Levell 5 (6,600 XP) 

SETUP 
1 quickliog blademaster (B) 
2 quickling zephyrs (Z) 
2 terror scarab swarms (1') 

Beyond the door. a decaying laboratory is being ran
sacked by a pack of Fey wild explorers_ 

When the characters can see into this area, read: 
A Ia.boratory stands in a rottin8 shambles_ Sheets of 
red-way mold line the walls, and an oily black fun8us is 
consumin8 the remains ofa few lar8e tables_ Three stone 
vats stand within the room, onefilled with mold_ 

The quicklings have passed into this area through the 
portal in location 9_ Have them make a single passive 
Perception check to hear the characters (automatic 
unless the characters are using Stealth). If the charac
ters enter the laboratory unnoticed. they gain surprise. 

Do not place the terror scarab swarms until they 
attack (see "Features of the Area"). 

TACTICS 
The quickling blademaster darts through the charac
ters making blademaster strikes and uSingfey strike to 
reorient itself ifcornered. 

The qUickling zephyrs use blindin8 speed when they 
can. using short sword to strike with combat advantage 
while invisible. 

Each terror scarab swarm attacks the first charac 
ter who ends his or her turn adjacent to the vat they 
occupy during the first or second round ofcombat. 
Otherwise, they emerge in the third round and attack 
the nearest character or characters. 

DEVELOPMENT 
When only one qUickling remains alive. it flees 
through the open secret door (provoking an attack 
from the hanging mold). The quickling's climb speed 
allows it to bypass the pit by darting along the wall 
above it. after which it flees through the portal at 
location 9. 

FEATURES OF THE AREA 
Illumination: The qUick lings brought torches into 

the laboratory and placed them in wall sconces. filling 
that area with bright light. The pit corridor is dark. 

Ceiling: The ceiling is 15 feet high_ 
Black Fungus: The black fungus on the laboratory 

floor and in the vat has a rank odor but is harmless. 

Fungus Pit Level 13 Obstacle 

HiIl,lld xr HOO 


An open pit 10feet deep and 30feet lon8fills the passa8eway 
ahead, a thick layer ofdrippin8 yellow-weenJulllJUS coverin8 
its.floor. 

Hazard: The ruin of an ancient trap is made more deadly by 
the presence of a hazardous mold. 

Perception 
.. DC 1 8: Nearly hidden beneath the fungus. a field of wide 

spaced rusted spikes thrusts up from the floor of the pit. 
Trigger 

The hazard attacks when a creature moves into the 
fungus field. or when a creature fails an Athletics check as 
indicated in UCountermeasures." 

Attack 
Opportunity Action Melee 
Target: Each creature in the pit when the hazard is triggered. 
Primary Attack: + 1 6 vs. Fortitude 
Hit: The fungus erupts as a cloud of toxic spores: 4d8 poison 

damage, and the target is knocked unconscious (save 
ends). An unconscious character in the pit falls prone. 
whereupon the spikes make a secondary attack. 
Secondary Attack: + 18 vs. AC (an unconscious target 

takes a -5 penalty to AC); 2d1 0 damage. On a critical hit. 
the target also loses a healing surge. 


Countermeasures 

.. Before entering the pit. a character can announce the 


intent to hold his or her breath. Doing so grants a +2 
bonus to Fortitude against the hazard's primary attack. 

• 	 With a running start, a character can make a DC 30 
Athletics check to jump the pit. On a failed check. a 
character falls prone in the pit, taking 3d1 0 damage and 
triggering the hazard. 

.. A character can make a DC 25 Athletics check to climb 
the walls above the pit. On a failed check. a character falls 
prone in the pit, taking 2d1 0 damage and triggering the 
hazard. 

.. A character can attempt to cross the pit on a rope. but the 
corridor offers nowhere to anchor it. Two characters on 
opposite sides of the pit can anchor a rope for a character 
to pull himself or herself across. Each anchoring character 
makes a DC 13 Athletics check; the moving character 
makes a DC 18 Athletics check. If any character fails a 
check. the moving character falls prone in the pit, taking 
2d10 damage and triggering the hazard. 

.. A character can make a DC 20 Athletics check to climb 
out of the pit. 

Special 
The spikes and fungus make the bottom of the pit difficult 
terrain. The fungus is impervious to damage and is too wet 
to burn. 
The characters receive the XP award after all of them 
traverse the pit and exit this location. They do not earn an 
additional reward for visiting this location more than once. 

Fungus Pit: This ancient trap has become a 
hazard every bit as deadly as Acererak originally 
intended. Sec the statistics block for details. 

Hanging Mold: Sheets of red-gray mold obscure 
the walls and the secret door to the southwest. A 



VI 

1 Quickling Zephyrs (Z) 
Small fey humanoid 

HP 81; Bloodied 41 
AC 30, Fortitude 16, Reflex 19, Will 13 
Speed 11. climb 6 

Level 14 Lurker 
XP 1,000 each 

Initiative +10 
Perception +10 
Low-light vision 

Combat Advantage 
With a successful melee attack, the zephyr deals ld6 extra 
damage against any creature granting combat advantage to it, 
and the creature is dazed (save ends). 

Unstoppable 
The zephyr ignores difficult terrain and can move across any 
solid or liquid surface. 

STANDARD ACTIONS 

CD Short Sword + At·WIII 
Attack: Melee 1 (one creature); +19 vs. AC 
Hit: 1d6 + 9 damage. 

Blinding Speed (illusion) + Recharge (;] I3JIf!! 
Effect: The zephyr moves up to 11 squares and becomes invis

ible until it attacks or until the end of its next turn. 
Skills Acrobatics +16. Bluff +13. Stealth +11 
Str 11 (+8) Dex 18 (+16) Wis 17 (+10) 
Con 11 (+13) Int 16 (+10) Cha 11 (+8) 
Alignment evil Languages Eiven 
Equipment short sword 

1 Terror Scarab Swarms (T) Level 15 Soldier 
Medium ~hadow beast (swann) XP 1.200 each 

HP 146; Bloodied 73 Initiative +14 
AC 31, Fortitude 28, Reflex 27, Will 27 Perception +11 
Speed 8, climb 8 Darkvision 
Resist half damage from melee and ranged attacks; 

Vulnerable 10 against close and area attacks 

0: Swarm Attack + Aura 1 
Any enemy that starts its turn within the aura takes 7 damage 
plus 5 extra damage for each terror scarab swarm adjacent to 
the enemy. 

CD Swarm of Mandibles (necrotic) + At·WIII 
Attack: Melee 1 (one creature); +18 vs. Reflex 
Hit: ld1 0 necrotic damage, and ongoing 5 necrotic damage 
(save ends). 

Str 13 (+13) Dex 10(+11) Wis 10(+11) 
Con 18 (+11) Int 1 (+1) Cha 14(+9) 
Alignment unaligned Languages -

Quickling Blademaster (B) 
Small fey humanoid 

HP 154; Bloodied 77 
AC 30 (34 against opportunity attacks), 

Fortitude 17, Reflex 30, Will 17 
Speed 11, climb 6 
SIIINOAIlU ACTIONS 

CD Short Sword (weapon) + At-Will 

Level 16 Skirmisher 
XP lAOO 

Initiative +18 

Perception +13 
Low-light vision 

Attack: Melee 1 (one creature); +11 vs. AC 

Hit: ld6 + 5 damage. 
 o:t 

-I- Blademaster Strike + At-Will 
Effect: The blade master moves its speed. At any point during its c: 

move, the blademaster uses short sword twice. The blade mas- W
Iter cannot use this power while it is immobilized or slowed. Z 

Fey Strike + Encounter :J 
Effect: The blademaster shifts 10 squares. If the blademas o 

ter ends the shift adjacent to a creature against which it has U 

.... .combat advantage, it can use short sword against that creature. 'Z 
u./ 

Maintain Mobility + Recharge r;:;l ~ [j 
Effect: An immobilized blade master is no longer immobilized. 

Skills Acrobatics +11. Bluff +14. Stealth +11 
Str 10 (+13) Dex 16 (+16) Wls 10 (+13) 
Con 18 (+11) Int 17 (+11) Cha 13 (+9) 
Alignment evil Languages Elven 
Equipment two short swords 

character can push through the mold safely by using 
a standard action. A creature that comcs into contact 
with the mold in any other way is subject to an oppor
tunity attack: +16 vs. Fortitude; on a hit, 3d8 poison 
damage. A 5-foot section ofmold can be cut away 
safely as a standard action with any edged wcapon. 

Rubble Slope: The loose scree of this slope can 
be descended normally. Creatures are slowed whilc 
climbing up the slope. 

Ruined Tables: These piles of moldering wood 
are difficult terrain. 

Secret Door: The quicklings left this door open 
when they entered here. A character can make a DC 
20 Perception check to determine that thcrc's an cxit 
on the other side of the mold without disturbing the 
mold. 

Vats: These stone vats are fixed to the floor. The 
westernmost vat is empty. The center one is fillcd 

with black fungus (see above). 
The eastcrnmost one contains 
two terror scarab swarms and 
one ofAcererak's magic kcys 
(see "Treasure"). The swarms 
are hidden within a layer of 
detritus until they attack. 

Treasure: A mithral key 
with a head in the shape 
of a faceted gcm sits in the 
bottom of the easternmost 
vat. A character must make 
a DC 23 Perception check to 
find it beneath a thick layer of 
detritus. 



Encounter Level 15 (6,400 XP) 

SETUP 
2 bodak reavers (8) 

This planar adjunct of the Dead Gods' Tomb (see 
Chapter 4) is a focal point for the energy manipulated 
by Acererak's eldritch engines. The bodak reavers 
here are on alert, and characters who approach the 
north door with a light source are automatically seen. 
[f they detect the characters, the bodaks crouch down 
behind the first and third vat and attempt to attack 
with surprise (+14 Stealth against the characters' 
passive Perception). 

When the characters can see into this area, read: 
A dark laboratory is cluttered with shelves and oversized 
tables strewn with equipment and scrolls. A faint haze of 
mist twists above three stone vats set across the chamber. 

If the bodaks are not hiding, read: 
Two armored bodaks stand at attention alon8 opposite 
walls, raisin8 nreataxes as they lurch forward to attack. 

I Bodak Reavers (B) Level 18 Soldier 
MeJilllll ~ h ,l(Jow hllmanoiJ (undead) XP 2.000 each 

HP 175; Bloodied 87 Initiative +16 
AC 31, Fortitude 31, Reflex 30, Will 31 Perception +17 
Speed 5 Darkvision 
Immune disease. poison: Resist 10 necrotic; Vulnerable 5 radiant 
TRAITS 

o Agonizing Gaze (fear, gaze. necrotic) • Aura 5 
Any creature within the aura that makes a melee or a ranged 
attack against the bodak reaver takes 5 necrotic damage before 
the attack roll is made and takes a -1 penalty to the attack roll. 

Death Drinker 
If a living creature drops to 0 hit points within 5 squares of the 
bodak reaver, the reaver gains a +1 bonus to attack rolls until 
the end of its next turn, as well as 15 temporary hit points. 

Radiant Sensitivity 
If the bodak reaver takes radiant damage, it can't weaken a 
target until the end of its next turn. 
"··'·"'.t.1l'II: 

<D Greataxe (necrotic. weapon) • At-Will 
Attack: Melee 1 (one creature); +13 vs. AC 
Hit: 1dl1 + 6 damage (crit 1dl1 + 18) plus 1 d8 necrotic 
damage, and the target is dazed and weakened (save ends 
both). 

~ Death Gaze (gaze, necrotic) • Encounter 
Attack: Ranged 10 (one living creature); +10 vs. Fortitude 
Hit: If the target is weakened, it drops to 0 hit points. Other
wise, the target takes 1d6 + 6 necrotic damage and loses a 
healing surge. 

Str 22 (+15) Dex 21 (+14) Wis 16 (+12) 
Con 13 (+15) Int 10(+9) Cha 23 (+15) 
Alignment evil Languages Common 
Equipment plate armor, greataxe. mithral key 

TACTICS 
A bodak reaver uses nreataxe on lightly armored char
acters, hitting weakened foes with deathaaze. The 
reavers stay in the thick ofcombat to maximize the 
effect of a80nizina 8aze and death drinker. 

Planar Vats level 15 Blaster 
H,lIo"d Xl'l.lOO 

Two Breal stone vats are filled wilh whirlpools ofroilin8 eldritch 
ener8Y· 
Hazard: The planar essence within the outer vats is 


disturbed by the presence of living creatures. 

Perception 

• 	 DC 18: A character who approaches either vat notices an 

increase in the agitation of the energy within it. 

Additional Skills: Arcana, Nature, Religion 

.. Arcana DC 18: The eldritch essence reacts to the 


presence of living creatures in the laboratory. 
• 	 Nature DC 18: The green whirlpool in the western vat is 

the raw planar essence of the Feywild. 
• 	 Religion DC 18: The black whirlpool in the eastern vat is 

the raw necrotic essence of the Shadowfell. 
Trigger 


The trap activates and rolls initiative 5 rounds after the 

first living creature enters the area. 


Attack 

Standard Action Ranged sight 

Target: Each vat targets two living creatures within the 


laboratory (determined randomly). A Single creature can 
be targeted by both vats in the same round. 

Attack: +20 vs. Reflex 
Hit; Tendrils of eldritch energy wrap around the target. On 

a hit , the Feywild vat deals 3d8 damage, and the target is 
dazed (save ends). On a hit, the Shadowfell vat deals 3d8 
necrotic damage, and the target is slowed (save ends). 

A target that is hit by both the Feywild vat and the 
Shadowfell vat in the same round is subject to a secondary 
attack: 
Secondary Attack: + 2 2 vs. Fortitude 
Hit: 2d8 damage, and the target is stunned (save ends) 

instead of being dazed and slowed. 

Countermeasures 

• 	 A character can make a DC 18 Acrobatics check to 

evade the attack of one vat per round as an immediate 
interrupt. On a successful check, the character takes half 
damage and is not dazed or not slowed. 

• 	 A character can make a DC 23 Arcana check to suppress 
the flow of planar energy in the laboratory as a standard 
action. With each successful check, the hazard takes a 
cumulative -2 penalty to attack rolls. 

• 	 The hazard deactivates 2 rounds after all living creatures 
leave the laboratory, but can be triggered again. 



Force Bridge Levell S Obstacle 
HdI",d XP 1.100 

A shinllnerin8 brid8e offorce covers a 30jool-lon8 and 
IOjoot-,Ieep pit, which has hundreds ofsharpened spikes set 
into ils.lloor. 

Hazard: The bridge offorce allows Acererak's servants to 
cross the pit, but living creatures have a more difficult 
passage. 

Perception 
The characters cannot spot this hazard with Perception. 

Additional Skill: Arcana 
+ DC 18: The force field is steady and should hold any 

creature crossing it. 
+ DC 23: The force field is weakened subtly by the 

approach of a living creature. 
Trigger 

The hazard attacks when a living creature has moved 1 d6 
squares across the force field. 

Attack 
Opportunity Action Melee 
Target: The creature that triggered the hazard. 
Attack: +20 vs. Reflex 
Hit: The force field fails under the weight of a living creature. 

The target takes 2d8 force damage from the collapsing 
field, then falls prone in the pit and takes 3d1 0 damage. 

Miss: The character takes 1 d8 force damage but crosses the 
pit. 

Special 
If more than one character attempts to cross the pit at 
the same time, the hazard gains a bonus to the attack roll 
equal to the number of individuals attempting to cross. 

The force field re-forms immediately after a creature 
has fallen. A character can make a DC 20 Athletics check 
to climb out of the pit. A character in the pit can make a 
DC 25 Athletics check to break through the force field. 
Up to two other characters inside or outside the pit can 
aid this check. On a successful check, the character takes 
2d8 force damage but is freed . If the check fails by 5 or 
more, the character falls prone on the spikes, taking 1 d1 0 
damage. 

Creatures in the pit have line of effect only to each 

other. 


Countermeasures 
+ With a running start, a character can make a DC 30 

Athletics check to jump the force bridge. On a failed 
check, a character triggers the hazard, which gains a + 3 ~ 
bonus to the attack roll. a: 

+ A character can make a DC 25 Athletics check to climb C 
the walls above the force bridge_ On a failed check, the 
character triggers the hazard, which gains a + 3 bonus to 
the attack roll. ~ 

+ A creature that falls while adjacent to a square of the floor cc 
on either end of the hazard can make a saving throw to <tf 

catch the edge of the pit, trapping the character part of Q 
the way through the force field. A creature that ends its 
turn on the edge takes 2d8 force damage, but can make 
a DC 25 Athletics check to climb out. Up to two other 
characters inside or outside the pit can aid this check. L.:.I 

~ 
Z 

FEATURES OF THE AREA :J 
o 

Illumination: Darkness. 	 U 
ZCeiling: The ceiling is 15 feet high. 	 UJ 

Force Bridge Pit: This ancient pit trap is covered 
with a bridge offorce that allows Acererak's servants 
to pass. See the hazard statistics block for details. 

Laboratory Equipment: The tables are strewn 
with ruined gems and pieces offailed e1dritch 
engines. This equipment has no worth to the charac
ters, but it can be recognized by its Similarity to the 
fey engine in the Garden of Graves. 

Secret Door: This door is closed and locked (DC 
20 Perception check to notice; DC 23 Strength check 
or Thievery check to open). Characters who know 
about the door's location from Encounter S4, page 
71,locate it automatically and gain a +5 bonus to the 
Thievery check. 

Tables: A table is tall enough that a Small creature 
can move under it and gain cover. It costs 2 extra 
squares of movement for a creature to hop up onto a 
table. A creature can make a DC 10 Strength check 
to tip over a table, which then grants superior cover. 

Vats: These great stone vats are fixed to 
the floor. The westernmost vat contains a 
rOiling whirlpool of green planar essence 
tapped by the eldritch engines in the 
Feywild. The center vat is empty, waiting 
for Acererak's plans in Pluton to unfold. 
The easternmost vat is a \>vhirlpool of raw 
necrotic essence tapped from the Shadow
fell. See the hazard statistics block for 
details. 

Treasure: One of the bodaks wears a 
necklace on which is strung a mithral key 
with a head in the shape ofa skull. No check 
is required to locate it. 



Encounter Level 14 (5,300 XP) 

S£TUP 
2 eldritch phantoms (P) 
10 ghost tormentors (T) 

This vast ossuary holds the dismembered remains 
of the thousands ofcorporeal undead that were 
destroyed while the Shadow Tomb was being built. 
The characters must make their way across a perilous 
bridge ofnesh and bone, while dealing with restless 
spirits guarding those who have fallen here. 

When the characters can see into this area, read: 
A foul ossuary is filled with shattered bones, dismembered 
bodies, and the stench ofdeath. This boneyard is crossed by 
twistina bridaes ofj1esh and bone risina 20 feet above it. 

Show the players The Boneyard Bridge (page 80). 

The characters' passage alollg the bridge goes easy at 
first (see "Features of the Area"). But the guardians of 
this undead ossuary are watching. 

When a character reaches the first junction, read: 
Faint atfirst, an unearthly moanina beains to rise. From 
the boneyard, ahostly shapes takeform in tiaht ranks, 
shriekina as they soar to the attack. 

Insight Check 
DC 13: The raae in these ahostly auardians 80es beyond 
that ofmindless undead. These are warrior spirits, driven 
by dark oaths. 

2 Eldritch Phantoms (P) Level 12 Lurker 
Medium shadow hUlllanoio (undead) XP ,00 e,1(11 

HP 68; Bloodied 34 Initiative + 16 
AC 24, Fortitude 24, Reflex 26, Will 24 Perception +13 
Speed 0, fly 6 (hover), phasing Darkvision 
Immune disease, poison; Resist insubstantial 
STANDARD ACTIONS 

® Force Blast (force, necrotic) + At·WlIl 
Attack: Ranged 5 (one creature); +15 vs. Reflex 
Hit: 2d8 + 11 force and necrotic damage, and the phantom 
slides the target 3 squares . 

.,. Ghostly Possession (charm) + Recharge [i}J 
Requirement: The phantom must not be dominating a creature 
with this power. 

Attack: Ranged 5 (one living humanoid); +15 vs. Will 
Hit: The phantom enters the target's space and is removed from 

play, and the target is dominated (save ends). While the target 
is dominated, it can attack with the phantom's at·will powers 
in addition to Its own. When the target is no longer dominated, 
or when the phantom chooses to end its ghostly possession (a 
free action), the phantom reappears in a square of its choice 
adjacent to the target and uses force blast. This does not pro
voke an opportunity attack from the target. 

Str 14 (+8) Dex 22 (+12) Wls 15 (+8) 
Con 19(+10) Int 15 (+8) Cha19(+10) 
Alignment unaligned Languages Common 

10 Ghost Tormentors (T) Level 14 Minion Skirmisher 
Medium shadow humanoid (undead) XP 250 each 

HP 1; a missed attack never damages a minion. Initiative +14 
AC 26, Fortitude 27, Reflex 26, Will 25 Perception +11 
Speed 0, fly 6 (hover), phasing Darkvision 
Immune disease, poison: Resist insubstantial 

o Faceless Dread (fear) + Aura 2 
Any living creature that starts its turn within the aura takes a -2 
penalty to saving throws until the end of its next turn. 

i 

<D Shifting Strike (necrotic) + At·WIII 
Effect: The tormentor shifts 2 squares and makes the following 
attack. 

Attack: Melee 1 (one creature); +17 vs. Fortitude 
Hit: 11 necrotic damage, or 14 necrotic damage if the tormentor. 
ends its move flanking the target with another tormentor. 

Str23 (+13) Dex20(+12) Wls18(+11) 
Con 15(+9) Int14(+9) Cha11 (+7) 
Alignment unaligned Languages Common 

TH£ HONOR£D D£AD 
Ghostly guardians protect the twisting bridge above 
the charnel floor, determined to keep the characters 
from passing. 

Setup: Acererak's hold over his intelligent undead 
followers is undermined by his habit ofdisposing of 
his servants when he is done with them. These guard
ians protect the remains of slaves destroyed in the 
Shadow Tomb's construction, but the characters can 
earn their trust. 

Level: 12 (XP 700). 



Complexity: I (requires 4 successes before 3 
failures). 

Primary Skills: Arcana. Diplomacy. Insight, 
Religion. 

Arcana (DC 18. standard action): The character 
detects protective magic imbued in the corpses 
here. This skill can be used to gain I success in 
the challenge. 

Diplomacy (DC 23, standard action): By making 
entreaties to the spirits that guard this place. the 
character can convince them to stand down. 

The Diplomacy skill can provide any number of 
successes in the challenge, but the characters' final 
success must be a Diplomacy check made to win over 
the guardian spirits. If the characters score a fourth 
or subsequent success with other primary skills, the 
challenge continues. 

By sacrifiCing magic items, the characters can gain 
the favor of the spirits here. A character who offers a 
magic item to the charnel floor (a minor action) gains 
a bonus to his or her next Diplomacy check equal to 
the level of the item divided by 3. A character can 
gain a maximum +5 bonus to a Single Diplomacy 
check in this way. Sacrificed items sink down within 
the charnel floor and are destroyed. 

Insi8ht (DC 18, standard action): The character 
determines that these intelligent guardians are fight
ing to protect the sanctity of this mass grave. This 
skill can be used to gain 1 success in the challenge. 

Reli8ion (DC 18, standard action): The character 
recognizes tokens of remembrance and protection 
scattered throughout the charnel floor. This skill can 
be used to gain 1 success in the challenge. 

In addition to earning a success in the challenge, 
a successful Religion check provides the character 
with the knowledge that sacrificing magic items to 
the dead can increase the chance of success with 
Diplomacy. 

Success: The characters demonstrate their respect 
for these guardians' fallen comrades, and they are 
allowed to proceed through the ossuary ul1hindered. 
Award full experience for the monsters and the 
hazard. in addition to the XP for the skill challenge. 

Failure: The characters' failure to honor the 
undead enrages the guardian spirits. Each surviv
ing creature gains a +1 bonus to attack rolls and a +2 
bonus to damage rolls until the end of the encou nter. 

TACTICS 
The eldritch phantoms use force blast to keep attack
ers at bay as they seek targets for 8hostly possession. 
A dominated character uses force blast unless its 
own at-will attacks produce more forced movement, 
attempting to knock other characters off the bone 
bridge to the charnel floor below. 

The ghost tormentors form tight ranks to prevent 
characters from advancing farther along the bone 

bridge. If a character falls to the charnel floor, two 
ghost tormentors swoop down to attack, hindering 
saving throws with faceless dread. a:. 

Charnel Floor 	 level 12 Warder o 
HM,,,d 	 XP 700 IX 

The shiftin8 su~face of the charnel floor swallows any who dis ~ 
UJturb it. 
Z 

Hazard: A character must take care to avoid being buried C 
within the charnel floor. CO ..Perception 

I.Cl 
• DC 10: Any movement causes the charnel floor to shift. V'I 
Trigger IX 

The hazard attacks each creature on the charnel floor at UJ 
I the start of the creature's turn. 
Z

Attack :J 
Free Action Melee o 
Target: A creature on the charnel floor. U 
Attack: +1 5 vs. Reflex Z 
Hit: The target is slowed (save ends). First Failed Savin8 

Throw: The target sinks partially into the charnel floor and 
is restrained (save ends). Second Failed Savin8 Throw: The 
target slips beneath the charnel floor and falls unconscious 
(save ends). Third Failed Savin8 Throw: The target dies. 

Countermeasures 
• 	 A conscious character who sinks partially into the charnel 


floor can make a DC 23 Athletics check or Acrobatics 

check as a standard action to clamber back to the surface. 

Any character not sinking into the charnel floor and 

adjacent to the sinking character can aid this check (a 

standard action). 


• 	 A character not sinking into the charnel floor can make 

a DC 23 Athletics check as a standard action to dig out 

an adjacent unconscious character. Any character not 

sinking into the charnel floor and adjacent to the sinking 

character can aid this check (a standard action). 


FEATURES OF THE AREA 
Illumination: Darkness. 
Ceiling: The ceiling is 20 feet above the bone 

bridge and 40 feet above the charnel floor. 
Bone Bridge: Shattered bones are lashed together 

with mummified flesh and rotting sinews to create 
a twisting 3-foot-wide bridge rising 20 feet above the 
charnel floor. Bone arches support the bridge at each 
junction and where it meets the walls . 

A creature that runs. charges, or makes a double 
move on the bone bridge must make a DC 20 Acro
batics check or fall off. A creature that takes a critical 
hit or that rolls a natural 1 on a melee weapon attack 
loses its balance and falls, taking 2dlO damage and 
falling prone on the charnel floor below. 

A creature on the charnel floor can make a DC 13 
Athletics check to climb back to the bridge at a junc
tion or along the wall. 

Charnel Floor: A sprawling field of severed limbs, 
shattered skulls, dismembered skeletons, and desic
cated flesh covers the floor of this cavern to a depth 
of 30 feet. The charnel floor is difficult terrain and a 
hazard. See the statistics block for details. 



Encounter Level 18 (11,000 XP) 

SETUP 
1 Acererak construct (A) 

The heart of the Shadow Tomb houses the eldritch 
engine that is the center ofAcererak's plans here. 

When the characters enter the corridor from 
location 15, read: 
At the end of the corridor stands a pair ofrune-scribed 
mithral doors. "Vide keyholes in each door pulse with white 
1i8ht-one in the shape ofa skull; the other, a faceted 8em. 

Arcana Check 
DC 18: The two keyholes are attuned to specific ma8ic 
keys and are warded a8ainst any tamperin8 or trespass. 

The mithral doors cannot be opened without the 
magic keys found in Encounter S4, page 70, and 
Encounter S5, page 72. Fitting both keys at the same 
time causes them to turn to ash as the mithral doors 
swing out into the corridor. A character who attempts 
to open the doors by any other means is subject to 
an attack: +21 vs. Reflex; on a hit, 2d8 damage, and 
ongoing 5 damage (save ends). 

When the doors are opened, read: 

A broad circular chamber stands beyond the open doors, 

its floor sunken 20 feet below. In the center of the chamber, 

a fantastic device hanBs in midairjust below the ceilin8
a spillnin8 web ofplatinum cables and black iron rods 

set with hundreds ofblazin8 Berns. A cracklin8 pillar of 

eldritch power arcs down from the en8ine, disappearin8 

into a teleportation circle set into the stone floor. 


Show the players The Shadow Engine (page 81). 

The device's resemblance to that seen in the Garden 
of Graves leaves no doubt that this is an eldritch 
engine-and another part ofAcererak's dark plans. 
Entering this chamber is the characters' initial chal
lenge (see "Features of the Area"). Once down, they 
can take their time assessing the engine. The Acer
erak construct appears after the first check is made 
in the skill challenge. 

When the construct appears, read: 

The pillar ofeldritch ener8Y suddenly flares brilliant white. 

A human skull emer8es from it,floatin8 unsupported in 

midair, eyes and teeth set with brilliant 8ems. "Defilersr it 

shrieks as it rises to attack. 


D ESTROYING THE ENGINE 
This great eldritch engine draws incalculable planar 
power from the Shadowfell, shunting it off to another 
location. 

Setup: Destroying Acererak's shadow engine is 
the characters' most important goal in the Shadow 
Tomb-but they must survive long enough to do so. 

Level: 18 (XP 4,000). 
Complexity: 2 (requires 6 successes before 3 

failures). 
Primary Skills: Arcana, Religion, Thievery. 
Special: The characters' actions in Chapter 1 of 

this adventure had far-reaching implications for Acer
erak's plans. If the characters disabled the fey engine 
in the Garden of Graves, checks in this challenge 
gain a +2 bonus. Likewise, the characters' actions 
here potentially impact Acererak's future plans; see 
Encounter D9, page 150. 

Arcana (DC 20, standard action): The character taps 
into the eldritch power pulsing through the shadow 
engine, disrupting its flow. An Arcana check can be 
made from anywhere in the chamber. This skill can 
be used to gain 2 successes in the challenge. 

Reli8ion (DC 20, standard action): The character 
senses that the shadow engine is shunting planar 
power to Acererak's phylactery in an unknown 
location and can disrupt this transfer. A Religion 
check can be made from anywhere in the chamber. 
This skill can be used to gain 2 successes in the 
challenge. 

Thievery (DC 15, standard action): The character dis
rupts the precise arrangement of the shadow engine's 
gem array. This check can be made only by a char
acter flying adjacent to or climbing on the shadow 
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Acererak Construct (A) Level 16 Solo Artillery 
Tiny natural Jnllllate (homuncu lus , undead) XP 7,000 

HP 628; Bloodied 314 Initiative +13 
AC 29, Fortitude 28, Reflex 28, Will 30 Perception +15 
Speed 0, fly 10 (hover) Darkvision 
Immune disease, pOison, sleep; Resist 10 necrotic, 10 psychic; 

Vulnerable 5 radiant 
Saving Throws +5; Action Points 2 
TRA(T~ 

o Intruding Terror (fear) .. Aura 2 
Enemies within the aura take a -2 penalty to attack rolls. 

GuardArea 
The construct uses drain soul against any creature in its guarded 
area (see "Tactics"). even if the power hasn't recharged. 

Soul Gems 
The construct has four soul gems that can each hold the soul of 
one of the construct's victims. At the start of the encounter, one 
of the soul gems contains a soul. Crushing a gem after the con· 
struct is defeated releases that soul to the Shadowfell. 

• I I " 

® Shadow Ray (necrotic) +At-Will 
Attack: Ranged 20 (one creature); +21 vs. Reflex 
Hit: 2d8 + 11 necrotic damage. 
Special: Using this power does not provoke opportunity attacks. 

~ Shadow Ray Flurry (necrotic) + At-Will 
Effect: The construct uses shadow ray four times, each against a 
different target. 

~	Drain Soul (necrotic) + Recharge ~ I!!J 

Attack: Ranged 5 (one creature); +21 vs. Fortitude 

Hit: The target is dazed and restrained (save ends both). 

first failed Saving Throw: The target is instead stunned (save 

ends). 
Second failed Suvlng Throw: The target dies, and its soul is 

trapped in one of the construct's soulBems until the construct 
is destroyed; see "Fate of Drained Souls," page 155. 

Special: Using this ower does not provoke opportunity attacks. 

gems and regains 157 hit points. 
lidiH6i;ji"iiir.,V; 
~	Soul Shriveling Pulse (fear, necrotic) .. At-Will 

Tri88er. A creature fails a saving throw against drain soul. 
Attack (Immediate Reaction): Close burst 5 (enemies in burst); 

+19vs. Will 
Hit: 2d6 + 12 necrotic damage, and the target takes a -2 penalty 

to saving throws (save ends). 

Str 16 (+11) Dex 21 (+13) WIs 15(+10) 

Con 21 (+13) Int 17 (+11) Cha 24(+15) 

Alignment evil Languages 

engine. This skill can be used to gain 2 successes in 
the challenge. 

Success: The shadow engine collapses to the floor, 
cables and gems shattering as its flow of pJanar power 
is cut. Ifit survives, the Acererak construct takes 157 
damage and loses its consume soul power. 

Failure: The characters' attempts to disable the 
shadow engine succeed only in overloading it. Even 
though the engine is destroyed, it unleashes a burst 
of arcane power. Each living creature in the cham· 
ber takes 3d8 damage, and ongoing 5 damage (save 
ends). None of the gems of the shadow engine can 
be claimed as treasure. Ifit survives, the Acererak 

construct gains a +2 bonus to attack rolls and to all Lo.J 

defenses until the end of the encounter. 

TACTICS 	 z 
UJ 

The Acererak construct flies high enough to avoid 3 
melee attacks as it uses drain soul. It falls back on 0 
shadow ray flurry only until drain soul recharges and ~ 
as long as no creatures are in its guarded area. When 1: 
a target's soul is trapped in one of the construct's soul Vl 

aems, it uses consume soul as soon as pOSSible. ,..... 
The construct's guarded area is within 1 square Vl 

of the suspended shadow engine, and on the floor ~ 
within 2 squares of the teleportation circle. If any I-

character is within the guarded area (including char- ~ 
acters on or flying adjacent to the eldritch engine), 0 
the construct uses drain soul against him or her. U 

Z 
LI.J 

FEATURES OF THE AREA 
Illumination: While it is operational, the shadow 

engine fills the area with bright light. When it is 
destroyed, the chamber is dark. 

Ceiling: The ceiling is 40 feet above the floor and 
20 feet above the mithral doors. 

Mithral Doors: The doorway stands 20 feet above 
the floor. Climbing down the smooth stone wall 
requires a DC 23 Athletics check. 

Pit Traps: Pit traps throughout the area (see 
page 58 for details) are meant to impede characters 
descending into and exploring the chamber. 

Shadow Engine: This elaborate eJdritch engine is 
a spinning web of platinum cables and blazing gems, 
magically suspended in midair in the center of the 
chamber. The bottom of the engine is 15 feet above 
the floor; its perimeter extends to within 20 feet from 
the doorway (a character can make a DC 20 Athletics 
check to jump to it with a running start) and 20 feet 
in all other directions from the center of the cham· 
ber. Once a character reaches the engine. a character 
can make a DC 13 Athletics check to climb along its 
surface. 

The shadow engine's artifact·level magiC makes it 
impervious to damage. 

Teleportation Circle: This portal shunts c1dritch 
energy from the shadow engine to Acererak's phylac
tery. (The demilich is presently scouting the location 
of his final eldritch engine in Pluton.) 

The teleportation circle is shut down by the 
destruction of the shadow engine, but it can be reac· 
tivated with a Planar Portal or a Linked Portal ritual. 
See ''The Exit Portal" (page 46) for information on 
the characters' destination. 

Treasure: if the characters are successful 
in the skill challenge , sixteen of the gems that 
shower down to the floor when the shadow engine 
implodes remain intact-a mix of emeralds, white 
and black diamonds, sapphires, and rubies worth 
2,000 gp each. 



Th£ Scything Blades 

The Frozen Dead 

CHAPTER 2 I The Tomb of Shadows 



The Devourer 

CHAPTER 2 I The Tomb of Shadows 





The Shadow EnBine 

CHAPTER 2 I The Tomb of Shadows 



CHAPTER 3 


By NOW, the characters have at least the first 
inklings of what-and perhaps more important, who
is beh)nd everything. One way or another, whether 
they traveled there in search of information or found 
themselves transported there against their will, the 
characters' path leads eventually to Skull City. 

Skull City's once·bustling society has largely col· 
lapsed, due in part to the actions ofAcererak, leaving 
behind multiple squabbling factions. While in the 
city, the characters must navigate these different 
sects, perhaps allying with one against the others, as 
they struggle to unearth the secrets hidden within 
this dying community. To gain information, they 
need to locate and defeat the peculiar and utterly 
mad Moghadam, an undead entity responsible for 
many of the tricks and traps for which Acererak is 
known. In the process, the characters will explore 
the infamous Tomb of Horrors, which, UlOugh now 
largely abandoned and bereft of its array of traps, 
still holds the occasional hazard-and perhaps a 
secret or two of its own. 

This chapter assumes that the characters are at 
about 18th level when they reach Sku\J City, though 
you can adjust this up or down to account for the 
abilities and tastes ofyour own group. (As previ
ously mentioned, you can consider starting them a 
bit lower if you want to continue evoking the sense of 
overwhelming danger for which the original adven· 
ture was known.) This chapter also assumes that the 
characters have deliberately traveled here, seeking 
out knowledge ofAcererak and his schemes. You 
might choose to have them appear here immediately 
after completing the events described in Chapter 
2. See "No Rest for the Weary," page 45, ifyou take 
this approach. In that case, the characters should 
begin this chapter no lower than 17th level, and you 
might adjust at least some of the earlier encounters 
accordingly. 
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Founded by an order of necromancers and raised 
around the site of the legendary Tomb of Horrors, 
Skull City was never a part ofAcererak's overall plan 
for power. The demilich made good use of the endave 
and its inhabitants as long as it suited him-only to 
disown them and the tomb as his new plans for god
hood took shape. The city, the Abandoned Tomb, and 
the secrets it holds are instrumental in the characters' 
fight against the demilich. 

BACKGROUND 
In yc.ars past , a group ofheroes overthrew Acererak's 
plots by destroying the demilich and his phylactery. 
The phylactery, a large gem, held not only Acererak's 
soul but the souls of thousands of victims that would 
fuel his apotheosis- the ritual by which the demilich 
sought control over the power of undeath. This band 
of adventurers quailed at the prospect ofconsigning 
to oblivion the innocent souls Acererak had claimed. 
As a result, they undertook a ritual of their own as the 
phylactery was shattered, safely sending its fragments 
to the Shadowfell so that the souls trapped within it 
could pass on in peace. 

Through this act of pity, Acererak's evil endured. 
Before his destruction, the demilich had so nearly 

completed his plans that his soul had commingled 
with the souls captured within the phylactery. 
When its fragments scattered to the Shadowfell , the 
demilich's consciousness scattered with them- but it 
was not wholly destroyed. For uncounted years, this 
consciousness was without form, but in the end, the 
blind burning hatred that is Acererak took shape 
within a Single fragment of the great gem. From this 
fragment, the phylactery and its master were reborn. 

Over the years ofAcererak's broken exHe, Skull City 
and the Black Academy (see "Factions ofSkull City," 
page 86) played a Significant part in his process of res
toration. Originally deSigned to shunt the souls of those 
it killed to the demilich's phylactery, the Tomb of Hor
rors instead sent that energy to the scattered fragments 
of the gem-each a part ofAcererak 's consciousness, 
which drank deep of that power. 

Refusing to believe that Acererak had been 
destroyed , the necromancers of Skull City actively 
encouraged new generations of would-be heroes to 
seek out the tomb. Many of these adventurers fool 
ishly believed that the demilich's downfall meant 
easy pickings of his remaining wealth. The hundreds 
that died screaming in that darkness gave Acererak 
the strength he needed to restore himself to physical 
form. By the time he was reborn in the Shadowfell, 
Acererak had spent years dwelling on the failure of 
his apotheosis, and he had already sown the seeds of 
a more daring and dangerous plan. 
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WHAT THE 

CHARACTERS KNOW 

After the events ofChapter 2, the characters' knowl 
edge ofAcererak's plots is incomplete-perhaps 
frustratingly so for players familiar with the demilich 
and the original adventure. Ifyour group contains 
such players, don't ask them to feign ignorance as 
they roleplay. Stress that in the world of the cam
paign, Acererak was categorically destroyed in the 
aftermath of those backs tory adventures, and no sign 
of his evil has been seen or heard since. 

By the end of this chapter, the characters should 
discover the whole truth of what befell the demilich, 
the story of how he survived his apparent destruction , 
and the full extent ofhis plots .. 

_._ -.-._.~ ___ . __,_._ -0'--'-,

GETT1NG STARTED 

Like the previous chapters, this section of the adven
ture is meant to be separated from what precedes it 
by other encountcrs ofyour own choice or deSign. 
Ifyou choose to run this chapter immediately after 
"The Tomb of Shadows," you will need to reorder 
the events and encounters of this chapter to suit that 
alternate path. You have any number ofways to bring 
the characters into this stage of the adventure; the 
hooks below outline two broad approaches. 

HOOK: THE SEARCH 

FOR SKULL CITY 

Ifyou want to break up the action between Chapters 
2 and 3, the exit portal in the Shadow Tomb takes 
the characters back to a location ofyour choice in 
the mortal realm. The characters have the first clues 
connecting Acererak to the Shadow Tomb and the 
Garden of Graves, and any search they do for more 
information regarding the demilich leads them to 
Skull City and the legendary Tomb of Horrors. 

This search can form the spine of whatever adven 
tures you choose to play between Chapters 2 and 3; 
see "Future Adventures," page 46, for more informa 
tion. Chapter 3 starts when the characters arrive at 
Skull City; go to page 86 for details. 

QUEST: ARRIVE AT SKUll CITY 
18th-level Minor Quest (2,000 XP) 
The characters complete the quest if they reach 
Skull City. 

QUEST: DESTROY MOGHADAM 
18th-level Major Quest (10,000 XP) 
The characters complete the quest if they destroy 
Moghadam, claim the artifact Ruinblade, and uncover 
the truth behind Acererak 's plots. 



HOOK: 

STRAIGHT TO THE TOMB 

Ifyou are playing Chapters 2 and 3 back to back, the 
exit portal in the Shadow Tomb takes the characters 
to location 3 in the Abandoned Tomb. (Players who 
know the tomb might panic at this outcome, espe
cially with their resources as depleted as the final 
battle in the Shadow Tomb most likely left them.) 

Start this chapter with "The Abandoned Tomb," 
page 99. As the characters explore the tomb, they 
should realize quickly that this is not the death-trap 
dungeon of rumor and legend. The planar crossover 
encounters do provide a challenge, however, as well 
as a pair of keys that are important later in the chap
ter. The need to discover what disaster befell the 
tomb takes the characters into Skull City and the rest 
of this part of the adventure. (The XP awards for the 
quests assume a party of 17th level; see "No Rest for 
the Weary," page 45.) 

QUEST: DISCOVER THE TRUTH OF THE TOMB 

17th-level Minor Quest (1,600 XP) 

The characters complete the quest if they ascertain 

that the Tomb of Horrors has been drained of its 

power by a reborn Acererak. 


QUEST: DESTROY MOGHADAM 

17th-level Major Quest (8,000 XP) 

The characters complete the quest if they destroy 

Moghadam, claim the artifact Ruinblade, and uncover 

the truth behind Acererak's plots. 


CONCLUDING SKULL CITY 
No matter which way you play this chapter, its climax 
is the characters' assault on Moghadam's Vault of 
Betrayal. This archwraith once served Acererak as 
the architect of the Tomb of Horrors and the Shadow 
Tomb. Having abandoned the tomb and turned his 
back on Skull City, Acererak is unaware of the charac
ters' activities there. As such, he does not recognize the 
fatal mistake he made in letting Moghadam survive. 

aThe information discovered in Moghadam's lair 
I.LJ 

unveils the full extent ofAcererak 's plots. Likewise, t
o::the characters' possession of the sword Ruinblade 

gives them an edge over Acererak, putting them in a ~ 
V1

position to take the fight to the demilich in the final 
I..Jchapter. Z 

l
UNWROUGHT PLANS I.LJ 

I

In the aftermath of this part of the adventure, the I..J 
characters should understand that Acererak has not 
yet launched the next phase of his plan, and that their 
goal in subsequent adventures is to determine where 
and when the demilich will put his endgame into 
play. Be careful that the players aren't too anxious 
to go after Acererak immediately, so that they don't 
view the intervening adventures as arbitrary delays. 
Instead, build the adventures between this chapter 
and "The Dead Gods' Tomb" around the search for 
Acererak and the location of the eldritch engine that 
will steal the power ofdead gods [rom the Astral Sea. 

FUTURE ADVENTURES 
As Acererak's plans continue to unfold , the charac
ters' adventures bring them closer to the discovery of 
the demilich's ultimate goal. Acererak's theft of the 
Eye ofVecna (see the final encounter, page 154) can 
be a substantial plot hook, giving the characters a 
specific focus for their investigations. 

Ideally, the revelation that the lost astral dominion 
of Pluton is the site ofAcererak's final eldritch engine 
should come in the second-to-Iast adventure before 
you're ready to begin "The Dead Gods' Tomb." The 
adventure following that can then involve the char
acters seeking a portal or passage to Pluton. See the 
adventure hooks in "The Dead Gods' Tomb" (page 
130) for more information. 

Whether facing down the hazards of the Astral 
Sea or seeking those who know the lost location of 
Nerull's dominion, the characters' journey to Pluton 
should be a memorable one, with dangers that pre 
sage the deadly climax ofAcererak's revenge. 

STAND-ALONE O PT10NS 

Ifyou want to play "Skull City" as a stand-alone adventure, 
you can use the following options to integrate it into your 
own campaign. 

The Tomb of Horrors is an abandoned and cleaned-out 
ruin in your campaign, but the characters hear rumors 
regarding a legendary magic blade called Ruinblade still 
hidden there. A mission to Skull City and the tomb reveals 
that the sword exists, but that it is in the hands of the 
archwraith Moghadam. 

The characters seek a legendary necromancer-sage 
dwelling in the ruined City of Skulls. After interacting 

with the various factions within the city, they discover 
that the sage is dead and that Moghadam has stolen the 
lore they seek. 

The characters are entrusted with sealing away a danger
ous artifact called Ruinblade within a legendary tomb. When 
they arrive at the site, they discover that the tomb and the 
surrounding city have been all but destroyed by a natural 
disaster. With the tomb's power drained, it seems clear that 
the artifact must now be secured in Moghadam's vault. 

In any of these scenarios, alter the properties and 
powers of Ruinblade to fit your own campaign. 
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The Tomb of Horrors was already ancient when the 
first necromancers journeyed here to found Skull 
City. Worshiping Acererak as a demigod, they named 
his divine aspect the Devourer, taking as his symbol 
the great green devil mouth that haunts the dreams 
of adventurers who survived the Tomb of Horrors. 

At its height, Skull City housed nearly five hun· 
dred necromancers, apprentices, and slaves, plus 
twice that many zombies, skeletons, and corporeal 
undead servants. Nagas, golems, and fouler creatures 
patrolled the city's gates and streets, and the masters 
of its Black Academy escorted a stream of adventur· 
ers to the Tomb of Horror's doors. Skull City's heyday, 
however, was long ago. 

ARRIVING IN SKULL CITY 
You can place Skull City in any isolated location in 
your campaign world-from the remote hills of a 
malevolent kingdom, to the heart ofa great swamp, to 
an unmapped island in a vast sea. 

When the characters approach the city. read: 
As you draw closer, a haze ofsmoke alon8 the horizon 
slowly resolves itselfabove an expanse ofblack walls. What 
must once have been a substantial fortified city is in ruins 
with no sians of life visible. A barren trench about three 
hundred paces across surrounds the walls, and dried peat 
and a screen of dead-black vines fills this area. 

Show the players Through the Gates of Skull 
City (page 116). then read: 
Skeletal faces in the crumblinn black wall seem to watch 
you as you approach. A areat 8ate ofbone. lon8 collapsed, 
reveals a sprawlin8 ruin ofshattered buildin8s. Sinkholes 
have torn the city apart, belchin8 smoke and li8htnin8 
to the sky. Near the city's center, a w eat hill rises like a 
barrow mound; at its base, an enormous shattered skull sits 
wreathed in blackj1ame. 

The characters can see other entrances where the 
waJJ has collapsed , any of which grant safe access 
to the city. (They can also make a DC 20 Athletics 
check to scale the wall.) They find themselves caught 
up in a pitched battle as soon as they enter the city. 
See Encounter Cl: Crossfire, page 90. 

If the characters are coming directly from the 
Shadow Tomb, they arrive at the Abandoned Tomb, 
entering Skull City only afterward (see the "Straight 
to the Tomb" hook, page 85, and "The Abandoned 
Tomb," page 99). In this case, the characters' first 
view of the city is Iikely to be from the courtyard in 
the aftermath of Encounter C3, page 94. Adjust the 
read-aloud text above as necessary. 

THE FALL OF SKULL CITY 
For years after his rebirth, Acererak designed and 
constructed his e1dritch engines while his undead 
servants labored to build the Shadow Tomb. During 
this time, Acererak drew some magic from the original 
Tomb ofHorrors, but only in a slow, controlled fashion. 
Eventually, the magic proved insufficient for his needs. 

With his plans set and the fey engine in operation, 
Acererak returned six months ago to the Tomb ofHor
rors. (This event is meant to come after the characters' 
adventures in the Garden of Graves, so adjust the 
timeframe to your own campaign.) At the site of the 
demilich's masterpiece ofevil-and the heart of his 
failed plan to seek the power of the gods-Acererak 
performed variants of the dark rituals that had first 
infused the tomb with dread power. Then after draw
ing that incalculable arcane energy into his phylactery, 
he laid waste to his greatest creation. 

As the tomb was drained of power, earthquakes 
and arcane storms rocked the city around it. Great 
eldritch vents blasted ash and lightning into the air. 
In the aftermath, most of the city's necromancers and 
intelligent undead fled or were killed as Skull City 
fell into ruin. 

FACTIONS OF SKULL CITY 
At the height ofAcererak's power, the Black Academy
a cabal ofnecromancers dedicated to worship of the 
demilich and his arcane secrets-ruled Skull City. 
When Acererak was lost after the destruction of the 
Fortress ofConclusion, the academy's leaders rechris
tened and reshaped the cabal as the Black Academy, 
believing that Acererak's disappearance heralded a 
time of darkness for his followers. 

With the fall of the tomb, they were proved right: 
The Black Academy was destroyed. The months 
since have seen anarchy take over Skull City's ruined 
streets-driven by the factions that fight to define 
Acererak's legacy. 

BLACKFlRE DISCIPLES 
This order of necromancers and undead believes that 
the tomb's fall marked Acererak 's true death. Though 
they have given up any reverence for the demilich, 
they continue to study his lore and his tomb for their 
remaining secrets. Their order is named for one such 
secret that they have mastered-the mystery of black
fire, which was created in Moil. (See the winter wight 
statistics block in Encounter Ml, page 51, for details 
of the properties of this substance.) 

FAlTHMARKED 
The necromancers of the Faithmarked and their 
undead servants worship Acererak zealously. They 
believe that the demilich is alive, but that his aban
doning the tomb shows his wrath against unknown 
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transgressions on their part. The Faithmarked seek 
their deity's favor and pardon, primarily by destroy
ing the "heathen" Disciples ofBlack fire wherever 
they find them. 

SKULLBREAKERS 
Smaller in number and significance than either the 
Blackfire or Faithmarked factions, the Skullbreakers 
are not the descendants of those who settled Skull 
City. Rather, this loose band consists of adventur
ers who heard that the Tomb of Horrors had been 
drained of power-and who intend to make sure it 
stays that way. 

The Skullbreakers are named for the shattering 
of Acererak's skull-the legendary (though ulti
mately false) means by which the demilich was said 
to have been destroyed for eternity. (The devious 
Acererak long spread rumors that an Acererak con
struct guarding the tomb's final vault was in fact the 
demilich.) They control a well-defended portion of 
the residential ruins, from which they make strikes 
against the Faithmarked and Blackfire factions. 

KNOW YOUR ENEMIES 
The various factions ofSkull City have come to know 
each other well. Each faction recognizes the tools and 
symbols of the others, and each one knows some of its 
foes by sight. The characters, of course, have no such 
advantage, and they might at first battle potential 
allies, or futilely negotiate with potential enemies. 
You can base skill challenges, or entire side quests, 
on the characters' efforts at figuring out who's who in 
Skull City. 

Ifyou would rather have the characters move 
directly to the main plot, you can consider making 
the allegiances of the various nonplayer characters 
more obvious. In this case, all the undead and necro
mancers in Skull City bear glowing, magical marks 
on their foreheads-for the Faithmarked, the image of 
a skull; for the Blackfire Disciples, a circular orb sur
rounded by black names. This same symbol adorns a 
faction member's weapons and armor. This practice 
might have begun so that members of a faction could 
readily identify one another in battle, or it might have 
started with a curse as one faction performed a great 
ritual to permanently mark its foes. 

In any event, the key encounters in this section 
are patrols that have no interest in negotiation or 
detente, and the leadership of Skull City's evil fac · 
tions is outside the scope of this adventure. However, 
the characters might be able to talk their way out of 
random encounters with faction patrols. The char
acters can use weapons and gear taken from the 
Blackfire Disciples to prove their allegiance to a Faith
marked patrol (and vice versa) with an impromptu 
skill cha1lenge. Displaying a faction's tokens to its own 
members inspires an automatic attack. 

SKULL CITY ENCOUNTERS >
f-

The Blackfire Disciples, the Faithmarked, and the U 
Skullbreakers constantly patrol the streets and ruins ...I 

...I
of Skull City, targeting each other and the characters. ::J 
Whenever the characters travel 500 feet within the ~ 

city, pass from one section of the city to another, or VI 

complete an extended rest, roll a d6. On a result of 1, 
the characters have a random encounter. 

You can choose random encounters from the ones 
described below, or use these encounters as inspira
tion to create your own. Undead and necromancers 
the characters encounter can be associated with the 
Faithmarked or the Blackfire Disciples as you see fit. 

IfSkullbreakers are shadowing the characters, 
read: 
Beyond the smoke and rubble, a shadowy fi8ure matches 
your pace as itfollows you. Suddenly seemin8 to sense that 
it has been spotted, it slips back, vanishin8from si8ht. 

If the characters choose to pursue their pursuer, they 
trigger Encounter C4: Skullbreaker Standoff, 
page 96. Once the characters have engaged the Skull
breakers, they are no longer followed. 

BONE NAGA GUARDIANS 
Level 17 Encounter (XP 8,600) 
+ 2 bone nagas (level 16 elite controller, MM 194) 
+ 10 skeleton deathguards (level 15 minion skir

misher, page 90) 

Former guards ofthe city walls, these nagas and their 
servants attempt to ambush the characters in the ruins. 

NECROMANCER WATCH 
Level 17 Encounter (XP 9,600) 
+ 2 bodak skulks (level 16 lurker, MM 36) 
+ 1 bone golem hulk (level 18 elite brute, page 92) 
+ 2 Blackfire battle mages (level 16 skirmisher, 

page 94) 

The necromancers and the bone golem attack at the 
first sight of the characters, which allows the bodaks 
to maneuver to catch targets unawares. 

UNDEAD PATROL 
Level 16 Encounter (XP 7,600) 
+ 1 slaughter wight (level 18 brute, MM 263) 
+ 1 vampire lord (level 16* elite lurker, MM 258) 

*Modify from the text as follows: +5 to attacks; +5 
to all defenses; +2 to initiative and checks; +2 to 
damage; hp 246, bloodied 123. 

+ 8 zombie ragers (level 16 minion brute, page 91) 

Living prey is a rare delicacy for this undead patrol, 
and they attack the characters on sight. 
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TERRAIN AND FEATURES 
Unless otherwise noted in an encounter description, 
the information given here pertains to each location 
in Skull City. 

Illumination: Dim light (smoke and ash obscures 
the sun by day, and a sickly green glow emanates 
from the stones at night). 

Eldritch Vent: Magical lightning flares within 
these deep sinkholes (depicted in dark blue on the 
maps). The depth ofeach eldritch vent is indicated 
in the encounters that contain one or more; a crea
ture that falls into a vent takes damage as normal. In 
addition, whenever a creature enters an eldritch vent 
or starts its turn in one, it takes 2d6 + 6 lightning 
damage. A creature can make a DC 20 Athletics 
check to climb out ofan eldritch vent. 

High Walls: The remains of buildings stand 10 
feet high. These walls are blocking terrain and pro 
vide superior cover. A creature can make a DC 20 
Athletics check to climb a high wall. 

Low Walls: These shattered walls stand 5 feet 
high and provide cover for Medium creatures. A 
Small creature has superior cover behind a low wall. 
A creature can make a DC 13 Acrobatics check or 
Athletics check to hop over a low wall. 

DEATH IN SKULL CITY 
The barrier between the world and the Shadowfell is 
thin around Skull City (part of the reason Acererak 
chose this location for his tomb). A creature slain 
within the city has a 50 percent chance of rising in 
Id6 hours as an undead of the same level under your 
control. The undead must be destroyed before the 
slain creature can be raised. (The creature can be 
raised normally before it rises as an undead.) 

SKULL CITY OVERVIEW 
Skull City was split into a number of zones, whose 
flavor still influences the ruins . The details of build
ings, features, and other unmarked portions of the 
city are left up to you , especially ifyou are adding 
encounters to this section to play Chapters 2 and 3 
back to back. Use the following gUidelines to generate 
the contents ofspeCific locations or to spur ideas of 
your own for an area. 

BLACK TRENCH 
A wide bog that surrounded and protected Skull City 
is now a 6-foot-deep trench ofdead-black vines and 
dried peat. The area is difficult terrain, and creatures 
in the trench have total concealment. 

THE WALL 
Skull City's unguarded black stone wall is breached 
in around a dozen places, each opening offering easy 
access to the city. Cha racters who insist on'climbing 

DETAILS OF SKULL CITY 
d8 	 Result 

1 	 Ruined living quarters, temple, shrine, or shop 
(shattered furniture, personal effects, well-gnawed 
bonesl 

2 Undead nest (rags, bones, desiccated skin) 
3 Skeletal remains (skulls, splintered bones, shattered 

carapaces) 
4 Worthless art objects (broken statuary, mangled 

jewelry, scraps of tapestry or parchment) 
S-sittle site (ruined weapons and armor) 
6 Religious relics (images of the Devourer, broken holy 

symbols of evil gods) 
7 - Reb-uilt living quarters (rough furniture, sacks of 

rancid food, buckets of stale water, .personal effects) 
8 Waste dump (filth, offal. mounds of destroyed undead 

or body parts) 

the 10-foot-high wall can do so by making a DC 23 
Athletics check to either ascend or descend. The top 
of the wall is less than 1 foot wide, meaning that crea
tures can't stand atop it without balanCing (DC 20 
Acrobatics check). 

THE TOMBS 
Inside the eastern wall, an expansive cemetery once 
served as the site of vile experiments. The eldritch 
energy that consumed Skull City caused the corpses 
interred in the tombs to rise as undead, and these 
undead started ranging farther into the ruins. Faith
marked and Blackfire patrols skirmish constantly 
here. 

RESIDENTIAL RUINS 
Slaves and apprentices once occupied ramshackle 
huts along the border of the tombs, while their necro 
mancer masters lived in low stone buildings closer to 
the city's center. Most such structures have collapsed 
into rubble, and the ruins now mark the hidden sanc 
tum of the Skullbreakers. This area is tinted yellow 
on the overview map. 

OLD MARKETS 
The site ofSkull City's magical and mundane mar
ketplace now serves as a camp for Faithmarked 
necromancers and intelligent undead. Mindless 
undead patrol the perimeter constantly. This area is 
tinted rose on the overview map. 

THE BLACK ACADEMY 
The great skull at the center of the city once marked 
the entrance to the Black Academy, which was built 
into the hillside that hides the Tomb of Horrors. 
When Acererak drained the tomb of its magic, a 
feedback blast of eldritch power consumed this great 
school of magic and slew most of its residents. 



The characters trigger Encounter C3: Courtyard 
Clash (page 94) when they first enter this location. 
Beyond that encounter, the ruins of the Black Acad
emy are a warren of collapsed chambers and sagging 
passageways, which become desolate when they lead 
to the entrance of the Abandoned Tomb. 

BLACKFlRE HILL 
The Blackfire Disciples named the great hilI beneath 
which the Abandoned Tomb is buried, claiming one 
slope as their primary camp. Necromancers and 
intelligent undead live in tents and rebuilt stone shel
ters among the blackened trees. 

ENCOUNTERS >
I-

The following encounters U 
can occur in various loca- ...J 

tions, depending on the ~ 
actions of the characters, ~ 

so they do not have fixed Vl 

locations on the overview 
map. 

1. INTO THE CITY 
As they enter the city, the 
characters are caught up 
in a skirmish between 
B1ackfire DiSciples and 
Faithmarked forces-and 
they come under attack 
from both sides. 

See Encounter Cl: 
Crossfire, page 90. 

2. FAITHMARKED 

AMBUSH 
A dark flameskull and 
the patrol it leads shadow 
the adventurers, waiting 
for an opportune time to 
strike. 

See Encounter C2: 
Faithmarked Ambush, 
page 92. 

3. COURTYARD 

CLASH 
Near the ruins of the 
Black Academy, the char
acters face off against 

powerful necromancers, ghostly wrath spirits, and a 
deadly Moilian heart. 

If the characters visited the Abandoned Tomb 
before coming to Skull City, they have this encounter 
as their first experience in the city. 

See Encounter C3: Courtyard Clash, page 94. 

4.SKULLBREAKER STANDOFF 
Mysterious figures that have been shadowing the 
characters make their move. The characters might 
intuit that these are not members of the murderous 
Blackfire Disciples or Faithmarked factions and can 
seek a truce. 

See Encounter C4: Skullbreaker Standoff, 
page 96. 
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Encounter Level 18 (10,900 XP) 

SETUP 
1 Blackfire necromancer 
2 Faithmarked necromancers 
10 skeleton deathguards (S) 
10 zombie ragers (Z) 

Shortly after they enter Skull City, the characters find 
themselves witnessillg-and about to become involved 
in-a running battle between Faithmarked and 
Blackfire Disciples necromancers and their undead 
servants. Place the characters along the appropri
ate edge of the map, depending on their direction of 
travel. 

When the characters can see the area, read: 
Black rubble hems you in, and the crackedfla8stones ofa 
ruined street lead throu8h a maze ofcrumblina walls. 

Perception Check 
DC 13: A staccato din comin8from beyond the wall 
ahead breaks the silence of the streets. 
DC 20: The sound is unmistakably that ofcombat, but 
amid footsteps and the dash ofswords, no voices can be 
heard. 

When the characters move so that they can see 
into the center of the area, read: 
Four zombies face off a8ainst the same number ofskele
tons, flail inn at each other with rottin8 talons and battered 
broadswords. 

Perception Check 
DC 25: More footsteps are audible close by. Anotherforce 
ofskeletons moves throunh the shadows, led by a human in 
silver robes. The staffhe raises above his head explodes in 

blackflame as the skeletons lurchforward to attack. 

Position the Blackfire Disciples necromancer and 
six skeletons along the same side of the map where 
the characters entered, most or all of them sheltered 
behind the cover of walls. If the characters do not 
notice the new group's approach, the monsters attack 
with surprise. 

In the third round after the characters enter 
combat, another force enters the fray along any edge 
of the map-two Faithmarked necromancers with six 
more zombies. Do not place their miniatures until 
they appear. 

Blackfire Necromancer Level 17 Controller (Leader) 
Mediulll natural humanoid. human XP 1.600 

HP 164; Bloodied 82 Initiative +11 
AC 31, Fortitude 28, Reflex 29, Will 30 Perception +13 
Speed 6 
Resist 5 necrotic 
STANDAIID ACTIONS 

CD Blackflre Staff (cold, necrotic, weapon) + At·WIII 
Attack: Melee 1 (one creature); +22 vs. AC 
Hit: 3d8 + 10 cold and necrotic damage. 

~	Reaving Bolt (Implement. necrotic) + Recharge t;:;) [!J 
Attack: Ranged 10 (one creature); +20 vs. Refiex 
Hit: 3d10 + 5 necrotic damage, and ongoing 10 damage (save 
ends). 

First Failed Savin8 Throw: The target is immobilized (save ends). 

Second Failed Savin8 Throw: The target falls unconscious (save 


ends). 
-i~ Call of Death (Implement. necrotic) + At·WiII 

Attack: Area burst 1 within 10 (creatures in burst); +20 vs. 
Fortitude 

Hit: 3d8 + 10 necrotic damage, and the target is slowed (save 
ends). 

Raging Dead + At·WIII 
Tri88er: An undead minion ally within 5 squares of the necro· 

mancer drops to 0 hit points. 
Effect (Immediate Interrupt): The undead minion ally gains resist 
20 to all damage against the triggering attack, and gains a +2 
bonus to attack rolls until the end of its next turn. 

Skills Arcana +19. Intimidate +20. Religion +19 
Str 18 (+12) Dex 17 (+11) Wis 20 (+13) 
Con 20(+13) Int22 (+14) Cha24(+15) 
Alignment evil Languages Common 
Equipment silver robes, blackfire staff 

10 Skeleton Level 15 Minion Skirmisher 

Deathguards (S) 
Medium natural Jn il11ate (undead) XP 300 each 

HP 1; a missed attack never damages a minion. Initiative +14 
AC 29 (31 against opportunity attacks), 

Fortitude 28, Reflex 27, Will 26 Perception +11 
Speed 6 Darkvision 
Immune disease, poison 

,... 
CD Broadsword (weapon) + At-Will 

Attack: Melee 1 (one creature); +20 vs. AC 
Hit: 11 damage. 

® Shortbow (weapon) + At-Will 
Attack: Ranged 15/30 (one creature); +20 vs. AC 
Hit: 11 damage. 

Shifting Strike + At-Will 
Requirement: The deathguard must have attacked in this round. 
Effect: The deathguard shifts 2 squares. 

Str 23 (+13) Dex 20 (+12) Wis 19 (+11) 

Con 20 (+12) Int 5 (+4) Cha 9 (+6) 

Alignment unaligned Languages 
Equipment broadsword, shortbow, 10 arrows 




2 Faithmarked Level 16 Controller (Leader) 

Necromancers 
M~d 'i ll n IId tllr,l l hlll1 ldnoid, human XP 1,'100 ~ac h 

HP 157; Bloodied 78 Initiative +12 
AC 30. Fortitude 28. Reflex 28. Will 30 Perception +11 
Speed 6 

o Grave Taint + Aura 1 
Any enemy that starts its turn within the aura takes a -2 penalty 
to attack rolls. 

G) Bone Staff(necrotic. weapon) + At-Will 
Attack: Melee 1 (one creature); +21 vs. AC 
Hit: 2d8 + 12 necrotic damage. and the target is immobilized 
until the end of its next turn. 

~	Faith Bolt (implement, necrotic) + At-Will 
Attack: Ranged 10 (one creature); +19 vs. Reflex 
Hit: 4d6 + 2 necrotic damage. and the target is weakened until 

the end of its next turn. 
<.. Horrific Visage (fear. Implement) +Recharge [:;:1~-IJ 

Attack: Close blast 3 (creatures in blast); +19 vs. Will 
Hit: 3d12 + 11 damage. and the target is pushed 3 squares. 

Dark Pact (necrotic) + At-Will 
Tri88er: An undead minion ally within 5 squares of the necro· 
mancer drops to 0 hit points. 

Attack (Immediate Reaction): Close burst 2 (creatures in burst); 
+19vs. Will 

Hit: 2d6 + 5 necrotic damage. and the target is immobilized 
(save ends). 

Skills Arcana +18, Religion +18 
Str 17 (+11) Dex 18 (+12) Wls 16 (+11) 
Con 21 (+13) Int 21 (+13) Cha 24(+15) 
Alignment chaotic evil Languages Common 
Equipment black robes. bone staff 

10 Zombie Ragers (Z) Level 16 Minion Brute 
M" d'lllllllollll r,,1 ,lIl1m,n " (lillIIl',1<11 Xf' 350 ~"t h 

HP 1; a missed attack never damages a minion. Initiative +13 
AC 28. Fortitude 30, Reflex 28, Will 27 Perception +12 
Speed 4 Darkvision 
Immune disease, poison; Resist 10 necrotic; Vulnerable 5 radiant 

G) Slam + At-Will 
Attack: Melee 1 (one creature); +21 vs. AC 
Hit: 15 damage. or 17 if the target is bloodied. 

, . 
G) Death Grab 

Tri88er: The zombie rager drops to 0 hit points. 
Attack (No Action): Melee 2 (one creature); +19 vs. Reflex 
Hit: 15 damage. and the target is grabbed. A creature takes a -5 
penalty to checks to escape the zombie's death grab. 

Str25 (+15) Dex20(+13) Wls19(+12) 
Con 18 (+12) Int 3 (+4) Cha 6 (+6) 
Alignment unaligned Languages 

TACTICS 
The members of each faction initially assume that the 
characters are on the other faction's side unless they 
are displaying a faction emblem, and they focus their 
attacks on the characters for the first 2 rounds. The 
Blackfire DiSCiples necromancer uses reavin8 bolt on a 
spellcaster. or it uses call ofdeath against two or more 

characters. The Faithmarked necromancer targets 
strikers or defenders with faith bolt. or it uses horrific 
visane against two or more characters. 

Starting in the third round, the necromancers 
(including the newly arrived faithmarked necroman- a: 
cer) have a 50 percent chance ofdirecting attacks I J 

at the other faction rather than the characters. The 
undead attack the nearest enemies. but focus on U 

living targets when they can. c.. 
L..;

The skeleton deathguards in the second group stay t
on the edge of melee to use shortbow. Those in the c

first group wade into the fray with broadsword attacks. 5 
The zombie ragers stay in the thick of melee to U 

make best use of death8rab. Z 
Ifevery creature from one faction is killed. sur. UJ 

vivors from the other faction flee if a necromancer 
leads them. If the necromancers are all killed. the 
undead fight until destroyed. 

MINION AGAINST MINION 
To help keep this fight from becoming too easy, you 
can decide only attacks from the characters deal 
damage to the skeleton and zombie minions. If that 
seems unrealistic. bring in reinforcements from off 
the map after some of the minions are destroyed by 
other monsters. The key is to challenge the characters 
enough to show that these factions are dangerous. 

FEATURES OF THE AREA 
Illumination: Dim light by day or night. 
Eldritch Vent: Magical lightning flares within 

this 20 ·foot-deep sinkhole. See page 88. 
High Walls: See page 88. 
Low Wall: See page 88 . 
Rubble: Loose stone and scree spreads across the 

paving stones. These squares are difficult terrain. 



Encounter Level 19 (13,000 XP) 

SETUP 
1 bone golem hulk 
1 dark f1ameskull 
10 skeleton deathguards 
2 slaughter wights 

As the characters pass through an area of sunken 
ruins. they attract the attention of a Faithmarked 
patrol. Place the characters along the appropriate 
edge of the map. depending on their direction of 
travel. 

When the adventurers enter this area, read: 

A nuntber ofruined walls stili stand here.The wound. in 

tile cellter of the area has collapsed to fonn a steep. crum

bling slope. The air is a haze of smoke and ash that cuts 

Visibility to nearly nothin8. 


The dark flameskull attempts to draw the characters' 
attention while the other undead move into position. 
Place the flameskull 15 feet in front of the characters. 
Start the bone golem. the wights. and the skeletons 
along the map edge opposite the characters. behind 
the cover of walls. Do not place their miniatures 
unless the characters move around the walls or until 
the undead attack. 

When the f1ameskull attacks, read: 
A humanoid skull with 81eamin8 Berns set in its eyes and 
teeth suddenly shootsforwardfrom out ofthe haze. It 
erupts into da rk flames as it shrieks: "I am Acererak, and 
Shill City is minel Kneel. irifldelsl" 

TACTICS 
The bone golem hulk uses double spurs repeatedly 
against the same lightly armored characters. switch
ing to bone voHey against armored foes. It flanks with 
the slaughter wights if it can. 

The flamesku}] hits as many characters as pos
sible with shadowfire. It then attacks from the edge of 
the fray with black ray against heavily armored char
acters, driving a target over the crumbling slope if 
pOSSible. 

The skeleton deathguards use shortbow from the 
edge of the fray for as long as pOSSible. entering melee 
only if pressed. 

The slaughter Wights stay in the thick of combat, 
flanking lightly armored characters and using claw 
attacks. 

Bone Golem Hulk Level 18 Elite Brute 
Lnge 11 .11111.11 .1111111 .111' II 011\ "11< t 1 	 XP -I .oon 
HP 422; Bloodied 211 Initiative +15 
AC 30. Fortitude 31. Reflex 30. Will 30 Perception +15 
Speed 6 (cannot shift) Darkvision 
Immune disease. poison. sleep 
Saving Throws +2; Action Points 1 
TRIlIT S 

(5 Bone Spikes + Aura 1 
Any enemy that enters the aura takes 7 damage. 

Osseous Retaliation 
Whenever a creature makes an opportunity attack against the 
bone golem hulk. that creature takes 2d8 damage. 

CD Bone Spur +At-Will 
Attock: Melee 2 (one creature); +23 vs. AC 
Hit: 4d10 + 10 damage. 

~ Double Spurs +At-Will 
Effect: The hulk uses bone spur twice. making each attack 
against a different target. If both attacks hit. the targets are 
dazed until the end of the hulk's next turn. 

~	Bone Volley +Recharge fi! 
Attock: Close burst 3 (creatures in burst); +21 vs. Reflex 
Hit: 5d8 + 6 damage, and the target is dazed (save ends). 

Bone Death 
Triaaer: The hulk is first bloodied or it drops to 0 hit points. 
Effect (No Action): The hulk uses bone voller if the power is not 
expended; otherwise. it uses bone spur. 

Str 25 (+16) Dex 22 (+15) Wis 22 (+15) 
Con 21 (+14) Int 7 (+7) Cha 6 (+7) 
Alignment evil Languages 

DEVELOPMENT 
In the aftermath of the battle. a DC 15 Arcana. His
tory. or Religion check identifies the flameskull. 
revcaiing that its claim ofbeing the infamous 
demiHch is false. The same check shows clear signs 
that the other undead worship the flameskull. and 
that they are pa rt of a faith connected to the skull 
tattoo that they all wear. 

FEATURES OF THE AREA 
Illumination: Dim 'light by day or night. Crea

tures more than 5 squares away from each other have 
concealment as a result ofthe ash in the air. 

Crumbling Slope: This rubble slope drops 10 
feet. Any creature that moves adjacent to the top edge 
of the slope causes the space it occupies to collapse. 
The creature takes IdlO damage in the resultant 
rubble fall. slides to the bottom of the slope, and falls 
prone. 

High Walls: See page 88. 
Rubble: Loose stone and scree spreads across the 

ruined ground. These squares are difficult terrain. 
Treasure: To emulate its master. the dark flame 

skull has set its eyes and teeth with the most valuable 



Dark Flameskull Level 18 Artillery 
5Jll.lII ndlUle,1 ellwnale IlInd",,,I) XP 1.000 

HP 116; Bloodied 58 Initiative +14 
AC 30, Fortitude 30, Reflex 31 , Will 30 Perception +17 
Speed 0, fly 10 (hover) 
Immune disease, poison; Resist 15 fire, 10 necrotic; 

Vulnerable 5 radiant 

illumination 
The dark f1ameskull sheds dim light out to 5 squares. 

Regeneration (healing) 
The dark flameskull regains 10 hit paints whenever it starts its 
turn and has at least 1 hit point. 

STANDAHD ACTIONS 

ill Fiery Bite (fire) • At-WID 
Attack: Melee 1 (one creature); +23 vs. AC 
Hit: 2d4 damage plus 2d10 fire damage. 

~	Black Ray (fear, necrotic) • At-Will 
Attack: Ranged 10 (one creature); +23 vs. Reflex 
Hit: 2d8 + 13 necrotic damage, the flameskull slides the target 
3 squares, and the target is dazed until the end of its next turn. 

i~ ShadowfJre (fire, necrotic, zone) • Encounter 
Attack: Area burst 3 within 10 (enemies in burst); +23 vs. Reflex 
Hit: 2d6 + 7 fire and necrotic damage. 
Miss: Half damage. 
Effect:The burst creates a zone that lasts until the end of the 
flameskull's next turn. Any creature that starts its turn within 
the zone takes 10 fire and necrotic damage. 

SldllsStealth +19 
Str8(+8) Dex 21 (+14) Wis 17(+12) 
Con 22 (+15) Int 25 (+16) Cha 22 (+15) 
Alignment unaligned Languages Abyssal, Common 

10 Skeleton Level 15 Minion Skirmisher 

Deathguards 
rvll'dlllfll n,Hur"I,llllln~t" IlIndl'"dl XI' 300 palh 

HP 1; a missed attack never damages a minion. Initiative +14 
AC 29 (31 against opportunity attacks), 

Fortitude 28, Reflex 27, Will 26 Perception +11 
Speed 6 Darkvision 
Immune disease, poison 
STANDARD ACTIONS 

CD Broadsword (weapon) • At-Will 
Attack: Melee 1 (one creature); +20 vs. AC 
Hit: 11 damage. 

® Shortbow (weapon) • At-Will 
Attack: Ranged 15/ 30 (one creature); +20 vs. AC 
Hit: 11 damage. 

~ShlftJnl Strike. At-Will 
Requirement: The deathguard must have attacked this round. 
Effect: The deathguard shifts 2 squares. 

Str23(+13) Dex20(+12) Wls19(+11) 

Con 20 (+12) Int 5 (+4) Cha 9 (+6) 

Alignment unaligned Languages 
Equipment broadsword, shortbow, 10 arrows 


gems it could find. The teeth consist of two black 
sapphi res (worth 10,000 gp each) and seven smaller 
diamonds, jac inths, and amethysts (2,000 gp eac h). 

2 Slaughter Wights Level 18 Brute 
Ml'dlllJll n ,Hul,,1 hUlllallold (lI nd ,·"u I XI' 2 ,(lOO ,'dC h 

HP 182; Bloodied 91 Initiative +14 
AC 30, Fortitude 30, Reflex 27, Will 26 Perception +13 
Speed 7 Darkvision 

. , . .' . 
Immune disease, poison; Resist 20 necrotic; 

Vulnerable 10 radiant 

ill Claw (healing, necrotic) • At-Will 
Attack: Melee 1 (one creature); +21 vs. AC 
Hit: 3d6 + 8 necrotic damage, the target loses a healing surge 
and is weakened (save ends), and the slaughter Wight regains 
15 hit points. 

~ Death Wall (necrotic) 
Triager:The Wight drops to 0 hit points. 
Attack (No Action): Close burst 5 (enemies in burst); +21 vs. 

Fortitude 
Hit: 2d6 + 4 necrotic damage. 
Effect: Undead allies in the burst can make a basic attack as a 
free action. 

Str 26 (+17) Dex20(+14) Wis 9 (+8) 
Con 22 (+15) Int 12 (+10) Cha 18(+13) 
Alignment chaotic evil Languages Common 



Encounter Level 19 (13,600 XP) 

SETUP 
2 Blackfire battle mages (B) 
4 wrath spirits (W) 

This courtyard entrance to the fallen Black Academy 
and the Tomb ofHorrors beyond is a recurring flash
point in battles between the B1ackfire Disciples and 
Faithmarked factions . 

When the characters can see this area, read: 
The nreat hill before you is a rubble-strewn slope studded 
with dead trees. A8reat shattered skull rises from the broad 
courtyard at the base of the slope. its surface scarred and 
smolderin8 with blackfire. The skull's teeth stand 20 feet 
hi8h and frame a vast doorway leadin8 into darkness. 

The great skull marks the entrance to the ruined 
Black Academy. Its magic flames are a sign of the 
Blackfire Disciples' upper hand in recent skirmishes. 

When the characters move closer, read: 
Haphazardly piled rubble walls rise across the courtyard. A 
stone pool at its center appears cracked and empty except 
for the skulls and shattered bones strewn within it. 

Perception Check 
DC 13: Two robed humans move amona the rubble. 

If the characters have this encounter before visiting 
the Abandoned Tomb. these Blackfire battle mages 
are stationed along the south edge of the area, pro
tecting their nearby camp from a Faithmarked attack. 

1 Blackfire Battle Mages (B) Level 16 Skirmisher 
Mediurn natural humanoid XP 1,400 ('deh 

HP 157; Bloodied 78 Initiative +13 
AC 30 (32 against opportunity attacks). 

Fortitude 28. Reflex 30. Will 28 Perception +12 
Speed 6 
STANDAI!LJ Au IONS 

<I> NeaotJc Mace (necrotic. weapon) .. At-Will 
Attack: Melee 1 (one creature); +21 vs. AC 
Hit: 3d8 + 10 necrotic damage. 

@) Death Bolt (force. Implement. necrotic) .. At-Will 
Attack: Ranged 10 (one creature); +19 vs. Reflex 
Hit: 3d6 + 9 force and necrotic damage. and the target is dazed 
until the end of its next turn. 

+~ Running Attack" At-Will 
Effect: The battle mage moves 8 squares and makes one basic 
attack at any point during that movement. 

Black Step (necrotic) .. At-Will 
Effect: The battle mage shifts 3 squares. Any creature adjacent 

to the battle mage at the end of the shift takes 1 d8 necrotic 
damage. 

Summon the Fallen" At-Will (1/round) 
Effect: Choose one corporeal undead minion ally within sight 
of the battle mage that was destroyed in the previous round. 
That ally rises with 1 hit point and makes a melee basic attack 
against the nearest enemy as a free action. 

Skills Arcana +20. Religion +20 
Str 18 (+12) Dex 17 (+11) Wis 18 (+12) 
Con 21 (+13) Int 24 (+15) Cha 21 (+13) 
Alignment evil Languages Common 
Equipment mace 

lfthe characters are coming from the Abandoned 
Tomb. they meet the Blackfire Disciples as they are 
entering this area from the east. Place their minia
tures at one of the two locations marked on the map. 

The wrath spirits are under the mages' control. 
but they are hidden in the roiling smoke that rises 
from the skull. Do not place their miniatures until 
they attack. 

Perception Check (within 20 feet of the pool) 
DC 20: Amid the rubble of the ruined pool. a blackened 
humanoid heart sits within a nest ofshredded flesh. 

A character who spots the Moilian heart is close 
enough to activate the trap. See the statistics block. 

TACTICS 
The battle mages open with death bolt. then move 
quickly toward the characters. making use of runnin8 
attack and black step to stay in motion as they fight. 
They do their best to draw characters toward the 
Moilian heart without triggering the trap. 

Each wrath spirit attacks in the second round of 
combat by materializing a flaming semblance of a 



4 W rath Spirits (W) Level 17 Soldier 
1\1ediulll ,h"dow humanoid (unde.lei) XP I.GOO eMh 

HP 111; Bloodied 55 Initiative +13 
AC 31, Fortitude 27, Reflex 29, Will 30 Perception + 12 
Speed 0, fly 6 (hover), phasing Darkvision 
Immune disease, poison; Resist insubstantial 

, . 
CD Keening Sword (psychic) + At-Will 

Attack: Melee 1 (one creature); +22 vs. AC 
Hit: 5d8 + 11 psychic damage, and the target is marked until 
the end of the wrath spirit's next turn. 

i~ Exploding Head (fear. necrotic) + Recharge ':.: l!.!] 
Attack: Area burst 2 within 10 (creatures in burst); +20 vs. 

Fortitude 
Hit: 3d10 + 7 necrotic damage, and the target is immobilized 
and marked (save ends both). 

Miss: Half damage, and the target is marked (save ends). 

Burning Challenge (psychic) + At-Will 
Tri88er: A target marked by the wrath spirit makes an attack 
that does not include the wrath spirit. 

Effect (Immediate Reaction): The triggering enemy takes ongoing 
10 psychic damage and is dazed (save ends both). 

Str16 (+11) Dex17{+ll) Wls18(+12) 
Con 15 (+10) Int 22 (+14) Cha 24 (+15) 
Alignment evil Languages Common 

missing head and hurling it (explodin8 head). Until 
explodin8 head recharges, they drop down to attack 
with keenin8 sword. They mark characters fighting the 
battle mages to draw off those foes' attacks. 

DISABLING THE HEART 
The characters can undertake the following skill 
challenge to render the Moilian heart inert. 

Level: 18 (XP 2,000). 
Complexity: 1 (requires 4 successes before 3 

failures) . 
Primary Skills: Arcana, Religion. 
Arcana (DC 20, standard action): The character uses 

arcane knowledge to disrupt the flow of magic to the 
Moilian heart. 

Reli8ion (DC 20, standard action): The character 
uses knowfedge of the undead to disrupt the flow of 
spiritual power to the Moilian heart. 

Success: The characters render the heart inert for 
1 hour, ending its attacks on all creatures that previ
ously triggered it. 

Failure: The Moilian heart makes an attack: close 
burst 20; +21 vs. Fortitude; on a hit, 2d6 cold damage. 

DEVELOPMENT 
vVhenever the characters decide to enter the Aban
doned Tomb, they do so by traveling south from this 
location into the doorway framed by the teeth of the 
shattered skull. The 5-foot-wide passage continues 
south for 100 feet or so before widening slightly 
where it becomes the actual entrance to the tomb. 
See "Abandoned Tomb Overview," page 99, for more 
information. 

Moilian Heart Level 18 Elite Warder 

Tr.ll' xr ·[ (WO 


A black humanoid heart sits within a tannle ofarteries and 

veins. 


Trap: Once triggered, a Moilian heart's dark power infects a 0 
creature regardless of its proximity to the heart-eventually ~ 
killing it unless the heart is destroyed or disabled. >

Perception I-
ex:+ DC 20: A character within 4 squares of the heart sees it in :l 

the rubble of the ruined fountain. 0 
+ DC 25: A character within 4 squares of the heart hears a U 

faint and erratic heartbeat. 
Trigger 

The trap activates when a living creature approaches 
within 4 squares of the Moilian heart, or if a living creature ~ 
attacks the heart (see "Countermeasures"). The creature t-
that triggers the trap is subject to the trap's attack at the Z 
start of each of its turns until the heart is rendered inert, :l 
regardless of the creature's distance from the heart. 0 

Attack ~ 
Free Action Special w 
Target: The triggering creature 
Attack: + 25 vs. AC 
Hit: 3d8 damage. 
Special: A creature slain by the heart rises as a free-willed 

Moilian zombie at the start of its next turn, appearing in 
the space where it died or in ·the nearest unoccupied space 
if that space is occupied. The Moilian zombie must be 
destroyed before the creature can be raised. 

Countermeasures 
+ Characters can engage in a skill challenge to render the 


heart inert. See the "Disabling the Heart" skill challenge. 

+ A character can render the heart inert with a special 


use of a cleric's turn undead power. For the purpose of 

that attack, the heart has Will 30. On a hit, the trap is 

disabled for 1 hour and ends its attacks on all creatures 

that previously triggered it. On a miss, the heart makes a 

special attack: close burst 20; + 21 vs. Fortitude; on a hit, 

2d6 cold damage. 


+ A character can destroy the heart by hitting it with a 

Single attack that deals at least 50 acid, fire, or radiant 

damage. Any attack against the heart automatically hits it, 

but the trap makes another attack against the triggering 

creature if the trap is not destroyed by that attack. 


FEATURES OF THE AREA 
Illumination: Dim light by day or night. 

Low Walls: Sec page 88. 

Rubble: The eldritch explOSion that destroyed the 


Black Academy spread rubble across the courtyard. 
These areas are haunted terrain (page 48). 

Ruined Pool: The bottom of this dry, 3-foot-deep 
stone pool is strewn with skulls and shattered bone, 
and it is the location ofa Moilian heart (see the sta
tistics block). A creature can make a DC 13 Athletics 
check to hop into or out of the pool. 

Treasure: The undead of Skull City make offer
ings of wealth to the Moilian heart. If the characters 
spend 5 minutes searching beneath the skeletal 
remains in the pool, they find 200 pp, an opal neck
lace (6,000 gp), a jeweled dagger scabbard (4,000 gp), 
and a mithral holy symbol of Acererak (12,000 gp). 



Encounter Level 18 (10,800 XP) 

SETUP 
Njall, Skullbreaker fighter/sorcerer (N) 
Daud Jatmor, Skullbreaker ranger (D) 
Kobhein. Skullbreaker barbarian (K) 
Myshal, Skullbreaker warlock (M) 

After shadowing the characters through the city, a 
Skullbreakers strike team attacks. 

When the Skullbreakers approach, read: 
From various places around the area.four fi8ures emer8e, 
weapons at the ready. Each is a livin8 humanoid, but none 
look like those you'vefou8ht before. 

Insight Check 
DC 18: Somethin8 about these people-other than the 
fact that they're livin8-appears different from many of 
the others you've encountered in Skull City. They appear 
resi8ned, rather than malevolent, thou8h that's not slowin8 
them down as they move toward you. 

Njall Level 11 Sldrmisher 
Mt:diulll 'hlllH.J l lllJlT1.lI1oid. human XP 3.100 

HP 195; Bloodied 97 
AC 35 (37 against opportunity attacks). 

Fortitude 35, Reflex 33, Will 32 
Speed 6 
STANDARD ACllONS 

<D Bastard Sword (weapon) + At-Will 
Attack: Melee 1 (one creature); +26 vs. AC 
Hit: 3d10 + 10 damage. 

+Surging Strike + At-Will 

Initiative +16 

Perception +13 

Effect: Njall moves 6 squares and uses bastard sword at any point 
during that movement. If Njall ends his movement when he 
attacks. the attack deals 5 extra damage. 

<.. Ughtnlng Strike (lightning. weapon) + At-Will 
ReqUirement: Njall must be wielding a bastard sword. 
Attack: Close burst 2 (creatures in burst); +26 vs. AC 
Hit: 2d10 + 4 lightning damage, and the target is dazed until the 
end of its next turn. 

i:. Storm Burst (Implement. lightning, thunder) + Recharge 
~IO] 
Attack: Area burst 2 within 10 (enemies in burst); +24 vs. 

Fortitude 
Hit: 2d8 + 3 lightning and thunder damage, and the target is 
stunned (save ends). 

Skills Arcana +21, Dungeoneerlng +18. Endurance + 19 
Str26(+18) Dex18(+14) Wls17(+13) 
Con 19 (+14) Int 23 (+16) Cha 21 (+15) 
Alignment good Languages Common, Elven 
Equipment chainmail. bastard sword 

Daud Jatmo r Level 10 Artillery 
Med iulll Il a lura l hum.lI1o;d. h.,lf'e lf XP 2,ROO 
HP 149; Bloodied 74 
AC 32, Fortitude 32, Reflex 35, Will 31 
Speed 6 
SlANDARIJ ACT IONS 

<D Short Sword (weapon) + At-Will 

Initiative +19 
Perception +20 
Low-light vision 

Attack: Melee 1 (one creature); +25 vs. AC 
Hit: 3d6 + 7 damage. 

® longbow (weapon) + At-Will 
Attack: Ranged 20/40 (one creature); +27 vs. AC 
Hit: 2d1 0 + 10 damage, and the target is marked until the end 
of its next turn. 

~ Rapid Shot (weapon) + Recharge GlI f3] [!] 
Requirement: Daud must be wielding a longbow. 
Attack: Ranged 20/40 (one or two creatures); +25 vs. Renex 
Hit: 2d10 + 9 damage. 

MI NOR ACT IONS 

Hunter's Quarry + At-Will (1/round) 
Effect: Daud designates the enemy nearest to him as his quarry. 
Once per round, he deals 2d6 extra damage to his quarry with 
an attack. This effect lasts until the end of the encounter, until 
the quarry is defeated. or until Daud uses this power again. 

Skills History +20, Intimidate +18 
Str 19 (+14) Dex28(+19) 
Con 23 (+16) Int 20 (+15) 

Wls 21 (+15) 
Cha 17(+13) 

Alignment unaligned languages Common, Elven, Giant 
Equipment leather armor, short sword, longbow, 30 arrows 

TACTICS 
Njall fights with sur8il18 strike, switching to li8htnin8 
strike ifhe can target three or more characters. He 
reserves storm burst for foes that are surrounding 
another Skullbreaker. 

Daud avoids melee to target lightly armored char
acters with rapid shot and hunter's quarry. 

Kobhein uses areataxe until he is bloodied, then 
moves through the fray with frenzied charBe. 



Kobhein Level 19 Brute 
Medium IIdtufJI hUII,Jlloid. shifter XP 1.'100 

HP 221; Bloodied 110 Initiative +15 
AC 31, Fortitude 32, Reflex 31, Will 30 Perception +14 
Speed 6 

. . low-light vision 

<D Greataxe (weapon) + At-Will 
Attack: Melee 1 (one creature); +14 vs. AC 
Hit: 4d11 + 8 damage (crit 1d11 + 56). 

~ Frenzied Charge (weapon) + Recharge I:;;J ~-~ 
Requirement: Kobhein must be bloodied. 
Effect: Kobhein charges and makes the following attack in place 
of a melee basic attack. 

Attack: Close burst 1 (enemies in burst); +14 vs. AC 
Hit: 4d11 + 14 damage (crit 1d11 + 61), and Kobhein knocks 
the target prone. 

, . 

Longtooth Shifting (healing) + Encounter 

Tri88er: Kobhein first becomes bloodied. 
Effect (No Action): Until the end of the encounter or until he 
becomes unconscious, Kobhein gains a +1 bonus to damage 
rolls. In addition, while he is bloodied, Kobhein gains regenera
tion 4 (he regains 4 hit points whenever he starts his turn and 
has at least 1 hit point). 

Roar ofTriumph 
Tri8ger: Kobhein's attack reduces an enemy to 0 hit points or 
fewer. 

Effect (free Action): Each enemy in a close burst 5 takes a -1 pen
alty to all defenses until the end of Kobhein's next turn. 

Skills Endurance +19. Nature +19 
Str15 (+16) Dex11(+15) Wls 10 (+14) 
Con 11 (+14) Int 17 (+11) Cha 16(+11) 
Alignment good Languages Common, Goblin 
Equipment greataxe 

Myshal attacks with eldritch strike, using eldritch 
blast to defend allies until that power recharges. 

UNEASY TRUCE 
The SkuIlbreakers are inclined to attack any outsid
ers at large in SkuIl City. but savvy characters have a 
chance to avoid hostilities. 

The SkuIlbreakers are hardened foes with a strict 
"Shoot first. Speak with Dead later" approach to 
outsiders. As with the Tortured Vestige in Moil (see 
Encounter M4. page 56), this encounter is meant to 
assess the players' ability to avoid a needless fight. 

Level: 18 (XP 10,800, replaces XP for fighting 
Skullbreakers). 

Complexity: 5 (requires 12 successes before 3 
failures). 

Primary Skills: Arcana, Bluff. Diplomacy, History. 
Special: The characters automaticaIly succeed on 

the skill challenge if they surrender before defeating 
three of the Skullbreakers, or if they defeat three of 
the Skullbreakers, whereupon the last one standing 
surrenders to them. 

Regardless of how this encounter ends, see "The 
Haven" on the following page. 

Arcana or History (DC 20, minor action): The char
acter draws on knowledge ofAcererak 's past plots to 
prove that the party is working against the demilich. 

Myshal Level 1 9 Soldier 
Medlulll ornlllorta l humanoid. cleva XP } .'100 

HP 181; Bloodied 91 Initiative + 15 
AC 35, Fortitude 31, Reflex 31, Will 31 Perception +11 
(+1 to all defenses against attacks made by bloodied creatures) 
Speed 6 low-light vision 
Resist necrotic 15, radiant 1 S 
Saving Throws +S against charm effects 
T RAITS 

Spirit Distraction (charm) + Aura 1 
Any creature that ends its turn within the aura grants combat 
advantage until the end of its next turn. 

STA NOARD A CTIONS 

CD Spirit Blade (psychic. radiant. weapon) + At-Will 
Requirement: Myshal must be wielding a longsword. 
Attack: Melee 1 (one creature); +14 vs. AC 
Hit: 1d10 + 10 damage plus 6 psychic and radiant damage, and 'IT 
the target is marked until the end of Myshal's next turn. U 

® Eldrltch Blast (Implement) + At-Will a: 
Attack: Ranged 10 (one creature); +11 vs. Reflex uJ 

f 
Hit: 1d10 + 16 damage. 

+Eldrltch Strike (weapon) +Recharge [B"I !111 :l 
Z 

Requirement: Myshal must be wielding a longsword. o 
Attack: Melee 1 (one or two creatures); +14 vs. AC u 
Hit: 1d10 + 14 damage, and the target is marked and immobi Z 

L.W
lized (save ends both). 

Memory of a Thousand LIfetimes + Encounter 
Tri8ger: Myshal makes an attack roll, a skill check, or an ability 
check. 

Effect (free Action): Myshal adds 1d6 to the triggering roll. 
Skills Arcana +10. Religion +20 
Str 18 (+13) Dex 19 (+13) Wls16 (+12) 
(on 11(+15) Int11(+15) (ha 25 (+16) 
Alignment unaligned Languages Common, Elven, Draconic 
Equipment longsword 

Bluff(DC 13, minor action): The character distracts 
the Skullbreakers with lies or boasts. 

Diplomacy (DC 20, minor action): The character 
attempts to convince the Skullbreakers to stand 
down . In addition to earning a success in the chal
lenge. a successful Diplomacy check grants a +2 
bonus to all further Arcana checks or History checks. 

Success: The Skullbreakers decide the charac
ters aren't a threat. As long as further hostilities are 
avoided, they escort the characters to the Haven. 

Failure: The Skullbreakers reject any overtures of 
diplomacy and cease hostilities only after the charac
ters have surrendered or fallen. 

FEATURES OF THE AREA 
Illumination: Dim light. 
Eldritch Vent: See page 88. The northern vent is 

30 feet deep, and the southern one is 20 feet deep. 
High Walls: See page 88. 
Low Walls: See page 88. 
Rubble: A mix of rubble and ash spread through

out the area is difficult terrain. A creature that runs, 
charges, or makes a double move in the rubble must 
make a DC 20 Acrobatics check or fall prone at the 
end of its move. 



After their encounter with the Skullbreakers, the 
characters are taken to the Skull breakers' sanctum in 
Skull City-the Haven. 

When the characters arrive at the Haven, read: 
You are led alon8 hidden passa8eways to the place the 
Skullbreakers call the Haven. Buried beneath the ruins, the 
buildin8 is rou8h·walled and furnished from the former 
domiciles ofthe city's leadin8 necromancers. A fire bums in 
the central hall, and a feast awaits all in attendance. 

If the characters were killed in Encounter C4, the 
Skullbreakers use Speak with Dead to learn of the 
their search for Acererak. A few days later, the char
acters awaken in the Haven, raised and rested-and 
with the cost of Raise Dead rituals removed from 
their belongings. 

Show the players The Skullbreakers (page 116) 
when the characters arrive at the Haven. 

A POINT OF LIGHT 
The Skull breakers' sanctum can serve as a safe haven 
for the characters as the rest of the adventure unfolds. 
The adventurers are given the sigil codes for a per
manent teleportation circle in the complex, and they 
can come and go at any time. vVhen the characters 
are brought to the Haven, the Skullbreakers give 
them two potions ofvitality and a level 21 magic item 
as a way ofapologizing for attacking them in the city. 
(These items will more than offset the cost of Raise 
Dead rituals for any characters who died.) 

The Skullbreakers have a dozen members aside 
from the four the characters encountered. Four of 
those other members are currently present in Skull 
City: Valdir (level 18 human paladin), Xophus (level 
19 half-eJfbard), Gwin (level 18 eladrin wizard) , and 
Calein (level 19 half-elf rogue). 

Develop these non player characters as you see fit. 
Each shares one element of history-these heroes went 
up against the Tomb ofHorrors and failed . Now, only 
Njall will set foot in the Abandoned Tomb. For the rest, 
the memory of the terrors experienced there- and the 
friends lost-is still too raw. (Depending on how you 
develop the group, some of the SkuJlbreakers might 
carry a darker memento from the tomb-a lingering 
madness, hidden from their compatriots. These indi 
viduals might betray the characters in the long term, 
desiring Acererak 's lore or power for themselves.) 

ANSWERS AND QUESTIONS 
The SkuJlbreakers are anxious to know more about 
the characters' search for Acererak and to share what 
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they know. Give the adventurers the information 
presented in the "Background" section of this chapter 
(page 84) and in Skull City's overview (page 88). 

From what the characters have discovered in 
their previous adventures, Acererak has clearly put 
another plan into motion. The Skullbrcakers have no 
more idea than the characters what that plan might 
be. They do, however, have some knowledge. 

When one of the Skullbreakers is asked about 

Skull City and Acererak, read: 

"The Black Academy never had any connection to Acer

erak worth talkin8 about. Useless sycophants, all ofthem. 

Whatever's 80ill8 on, M08hadam's likely the only one in 

Skull Cit), who'd know. The lich's architect. An archwraith. 

Evil as his master, and twice as mad." 


If the characters ask about Moghadam, paraphrase 
the following material. More information is on page 
114, but do not reveal it until the characters have won 
through to the Vault of Betrayal. 

Moghadam was responSible for many ofAcererak's 
deadliest traps and defenses. He led the construc
tion of each ofAcererak's dungeons, but when the 
demilich abandoned the tomb, the archwraith fell 
further into madness. 

The former masters of the Black Academy took 
pride in their collected lore of Acererak and his 
plots. That lore was stolen shortly after the tomb was 
drained of power. Survivors tell of how a vengeful 
wraith beSieged the academy's ruined libraries. 

Moghadam's lair is beneath location 8 in the Aban
doned Tomb. The characters can enter it only with 
keys hidden in the Abandoned Tomb's planar cross
over encounters. 

The characters' progress through this part of the 
adventure determines how they discover those keys 
in the planar crossover locations of the Abandoned 
Tomb. If the characters enter the tomb before meet
ing the Skullbreakers (as they will if this chapter 
immediately follows Chapter 2, or if they enter the 
tomb after Encounter C3), they might already have 
both keys. 

Characters can recall how the keys that granted 
access to the Shadow Tomb's eldritch engine were 
hidden in that dungeon's planar crossover loca 
tions. Knowing that Moghadam deSigned Acererak 's 
defenses, they might guess that the archwraith would 
use the same tactic, inspiring a foray into the planar 
crossover locations in the Abandoned Tomb. (If the 
characters haven't yet entered the tomb, Njall can tell 
them about an excursion there shortly after the old 
Tomb of Horrors was drained of power. He describes 
the planar crossover effects, perhaps inspiring the 
realization that the Abandoned Tomb might still con
tain planar crossover locations as well.) 
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THE ABANDONED TOMB / 

Buried inside Blackfire Hill in Skull City is the most 
infamous, most fearsome dungeon ever conceived. 

Well, what's left of it, anyway. 
At the start of his latest scheme, Acererak used 

the flow ofarcane energy through his tomb as a 
dimensional conduit linking his various interplanar 
dungeons and eldritch engines, feeding power from 
one to the other. When he returned and drained 
the magiC from this place in one fell swoop, leaVing 
it abandoned and also devastating portions ofSkull 
City, those planar links remained. As such, although 
the bulk of the Abandoned Tomb is truly vacant, 
it does have several locations of planar crossover 
where the characters might yet encounter substantial 
danger. The characters can find the keys to Mogha
dam's "undertomb" here also. The keys are in the 
locations where the Shadow fell and the Feywild over
lap (locations 14-16 and 19-22, respectively), and the 
entrance to the undertomb is in the location of the 
Pluton overlap (locations 8-10). 

BUILDING TENSION 
Prior to the characters' arrival at Skull City and their 
excursion to the Abandoned Tomb, consider dropping 
detailed accounts of the terrible deaths that befell 
adventurers foolish enough to breach the original 
tomb. Since the characters are likely researching 
Acererak after the events of Chapter 2 , it shouldn't 
be too hard to reveal such details, but you might also 
have the characters encounter old, crippled adventur
ers who scarcely escaped the tomb with their lives. 
(Of course, the Skull breakers have plenty of terrible 
tales to share.) Make the characters sweat a bit before 
they realize that, although they must face many ter
rors as they endeavor to defeat Acererak's schemes, 
the tomb, for the most part , is no longer one of them. 

TERRAIN AND FEATURES 
Unless otherwise noted in an encounter description, 
the information given here is true throughout the 
Abandoned Tomb. 

Illumination: Darkness. 
Doors: The wooden doors are unlocked and 

require no roll to open. 
Pits: Each square marked with an X on the over

view map is a 1O -foot-deep hole. A character who falls 
or jumps into a pit can climb out with a DC 15 Ath
letics check. 

Secret Doors: Each secret door requires a DC 24 
Perception check to locate, but the characters can 
open one they locate without further checks. 

ONE MORE ENCOUNTER .. co 
~ 

As written, encounters in the Abandoned Tomb 0 
occur only at locations ofplanar crossover. Ifyou ~ 


want to include an additional encounter, you can 8 

take advantage ofone ofAcererak's old spells. In the Z 

original adventure, teleportation and other sorts of 0 

magical travel were prevented through the use of ~ 


bound demons. You might decide that when Acererak « 

ripped the magic from the tomb, one pair ofdemons CO 


was stranded here. « 


DEMON PATROL 

Level 20 Encounter (XP 14,350) 

-+ 1 glabrezu (level 23 elite brute, MM 54) 

-+ 1 hezrou (level 22 brute, MM 56) 


ABANDONED TOMB 
OVERVIEW 
Although the characters might be tripping over them
selves in fear, the truth is that, except for the locations 
of pia nar crossover, the traps and hazards of the tomb 
are gone. You can add descriptions of flickering shad 
ows and distant sounds to heighten the tension, but 
no random dangers or wandering encounters pose 
any threat to the characters these days. 

GETTING IN 
If the characters come directly here after the events 
of Chapter 2, as described in the "Straight to the 
Tomb" hook on page 85, they arrive in location 3. 

If the characters travel through Skull City and 
investigate the opening in the mouth of the skull that 
they see during encounter C3 (page 94), they dis
cover that this is the way to access the tomb from the 
outside. 

1. ENTRANCE 
This unremarkable opening in the hillside is the way 
to enter (and exit) the tomb. 

2. MAIN HALL 
When the characters enter this location, read: 
Several pits aape open alona this lona hall, and bent, 
corroded spikes adorn the bottom ofeach one. Decay
ina murals and paintinas on the walls hint at humanoid 
shapes. Despite the current scraped condition of the floor, 
several sections have the remains ofdesians and inscrip
tions. One corridor leads off to the west, and its position 
requires you to bypass one ofthe pits to reach it. 

If the characters experienced a vision of the Aban
doned Tomb while in the Garden of Graves. they 
recognize this as the hall they observed. 
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3. DEFACED HALL 
When the characters can see the south end of 
the hall, read: 
The southern wall once held aweat desi8n-a sculpture or 
a bas· relief-but it has been chiseled away, leavin8 nothin8 
but scarred stone in its place. To the east, an ornate arch
way in the stone leads to an empty niche in the wall. If the 
niche ever had a purpose, it has lon8 been lost. 

This wall once displayed the infamous demonic 
face known far and wide as Acererak 's own symbol. 
Moghadam removed the sculpture and took it below. 
In the process ofdoing this, he disrupted most of the 
magic once held within the feature. The last of the 
lingering energy causes the characters to appear here 
if you have linked the Shadow Tomb to this tomb. 

4. DOORS TO NOWHERE 

This complex of doors and secret doors was once part 

of an intricate trap, but now it serves only to confuse 

those who brave the Abandoned Tomb. 


5. NOTHING TO SEE 

Like location 2, this hall once had figures painted 

on the walls. The characters can barely make out 

humanoid shapes, and they can see shallow indenta 

tions that might have held circular pieces ofglass, 

though only broken shards cover the floor now. 


6. WINDING WAY 

This corridor slopes downward, passing beneath loca

tion 5, then ascends to intersect with the north wall 

of location 8. 


1 LOST TREASURES 

When the characters enter this chamber, read: 

Broken bits ofwood cover thefloor of this chamber. Enou8h 

remains to SU[mest that the wood once made up three 8ood

sized chests, but someone or somethinB has shattered them. 


B-I0. UNHOLY SHRINE 
This chamber contains a planar crossover with the 
astral dominion of Pluton, and is one of the greatest 
lingering threats within the Abandoned Tomb. 

See Encounter Tl: Chorus of the Dead, page 102. 

11. BROKEN HALL 
The door near the north end of this corridor is 
jammed. If the characters break through it (DC 
20 Strength check), only broken stone lies beyond, 
because the passage north of this door has collapsed. 

12. STAIRS DOWN 
The passageway leading south from the bottom of the 
pit to the top of the staircase is not hidden. 

13. CHAMBER OF BONES 
This room once served as Acererak's false crypt. Now 
nothing but wood, stone, and bone rubble filJ the room. 

14-16. NECROMANCER'S LABORATORY 
This planar crossover location contains the laboratory 
of a long-gone necromancer of the Shadow fell. 

See Encounter T2: Shrouded Dead, page 104. 

11 FALSE DOOR, FALSE TRAP 

If the characters open this door, read: 

NothinB but blank stone lies beyond the door. Despite this, 

you hear the BrindinB ofmetalfrom all around. 


This used to be a lethal trap, but like almost every
thing else in here, it has fallen apart. The sounds 
come from the remnants of the mechanism, but the 
apparatus is now harmless. 

lB. SECRET PASSAGE 
Characters who locate the secret trapdoor in the floor 
here can enter an underground passage that connects 
with the corridor to the north and allows access to 
location 23 from the west. 

19-20. FEARSOME FEY 
This portion of the Abandoned Tomb contains a 
planar crossover with the Feywild-and perhaps the 
most unusual foe the characters might encounter in 
this adventure. 

See Encounter T3: Lady of the Mists, page 106. 

21. POOL CHAMBER 

When the characters enter this location, read: 

The floor here is covered in several inches ofwater that 

slowly sloshes and trickles throu8h cracks in the stone. 

Alon8 one wall, a pair ofdemonic stone faces spout water 

in a low arc into a circular pool rin8ed by rocks. 


The water in the pool is about 2 feet deep and is 
difficult terrain. 

22. HALL OF PILLARS 

When the characters enter this hall, read: 

Orderly rows of pillars stand within this enormous hall. 
To the north is a trio ofsmall chambers. A dais looms up 
aBainst the south wall. 

Nothing occurs here now, but the characters even
tually face Acererak here once they've thwarted his 
plans in the astral dominion of Pluton (page 122). 

The chambers to the north-small and large-are 
empty of anything but dust and gravel. 

23. DAIS 

The dais is empty at the moment. When the charac

ters return to this location, they find a worktable with 

various arcane and alchemical equipment that Acer

erak placed here. 
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Encounter Level 20 (14,400 XP) 

S£TUP 
3 callers in darkness (C) 

Before the planar crossover between the Abandoned 
Tomb and Pluton came into being, this area was a 
shrine to evil. Now that it appears partly within the 
realm ofa dead god, that evil has grown more per
vasive. A veritable congregation ofsouls has been 
trapped within it, combining into three ghostly enti 
ties who seek to destroy any living beings that enter 
the area. Moghadam chose this as the entryway for 
his own domain precisely because of the danger of 
the chamber. 

Do not place any of the callers in darkness on the 
map ulltil they appear (see 'Tactics"). 

When the characters first enter this area from 
the Abandoned Tomb, read: 
Youfeel a sudden shudder, as thou8h your soul briefly 

attempted to flee your body. The rou8h-hewn walls of the 

chamber before you chan8e into what looks like smooth 

white marble. From somewhere beyond, afearsome wind 

wails. and a chorus offunereal voices accompanies it. 


If the characters look more closely at the wall, 

read: 

Closer inspection of the wall reveals that it is a sheet of 

stone:flecked ice. 


Religion Check 

DC 25: You know that you have left the mortal realm-but 

unlike on prior occasions, you're not certain where you are. 


CHAPEL 
When the characters enter location 8, read: 
Granite pews stand in rows here. The son8 you heard ear
lier, lost upon the wind, is louder here. You cannot make 
out the words, but it sounds like a reli8ious hymn. 

Two low walls, 2 feet in hei8ht. separate the pews from 
the south side of the room. 

DAIS 
When the characters enter location 9, read: 
Beyond the low walls rises a small dais. A8ainst the back of 
the chamber on top of the dais, a rou8h stone block seems 
to serve as a primitive altar. Two candelabrasframe the 
dais. and the blood-red candles within them are partially 
melted. To the west, a stone arch in the wall provides access 
to a shallow alcove. On the eastern wall, a narrow openin8 
leads away from this chamber. 

HALL 
When the characters enter location lO, read: 

A lon8 hallway stretches beforeyou. Several doorways 

divide it into sections, and those doors han8 open to expose 

what lies beyond. Multiple pits 8ape in the floor. 


3 Callers in Darkness (C) Level 19 Elite Soldier 
Large shadow hUrll,lIloid (walt-ad) XI' 4.HO() each 

HP 254; Bloodied 127 Initiative +15 
AC 31, Fortitude 33, Reflex 28, Will 33 Perception +16 
Speed O. fly 8 (hover). phaSing Darkvision 
Immune disease, poison; Resist insubstantial 
Saving Throws +2; Action Points 1 
SII\NDI\HD AI l IONS 

CD Spirit Bite (necrotic. psychic) + At-Will 
Attack: Melee 2 (one creature); +24 vs. AC 
Hit: 1 d1 0 + 7 necrotic damage, and ongoing 10 psychic damage 
(save ends). 

+Double Bite + At-Will 
Effect: The caller uses spirit bite twice. 

+Steal Essence (necrotic. psychic) + At-Will 
Attack: Melee 2 (a creature marked by the caller); +22 vs. 

Fortitude 
Hit: 1 d 10 + 9 necrotic damage, and ongoing 5 psychic damage 
(save ends). 
First Failed Saving Throw: The target is weakened and takes 

ongoing 5 psychic damage (save ends both). 
Second Failed Saving Throw: The target is stunned instead of 
weakened and takes ongoing 10 psychic damage (save ends 
both). 

Advantage ofFear (fear) • At-Will (l/round) 
Effect: One creature within 10 squares of the caller is marked 
and grants combat advantage to the caller (save ends both). 

TRIGC,UIEO Al lIONS 

<.. Soulstorm (necrotic, psychic) + Encounter 
Trigger: The caller is first bloodied. 
Attack (Free Action): Close burst 2 (enemies in burst); + 22 vs. 

Reflex 
Hit: 1 d1 0 + 9 psychic damage plus 1 d1 0 + 9 necrotic damage. 

In addition, a target that grants combat advantage to the 
caller takes ongoing 5 psychic damage and ongoing 5 necrotic 
damage (save ends both). 

Str 24 (+16) Dex 18 (+13) Wis 24 (+16) 
Con 21 (+14) Int 10 (+9) Cha 25 (+16) 
Alignment chaotic evil Languages Common 

TACTICS 
Once the characters spend 3 rounds at location 8 or 
9, roll a d6 for each ofthe thre.e callers. On a result 
of 4-6. that particular caller arrives, moving through 
the nearest wall to appear in or near one of the spots 
marked C. In each follOWing round, continue to 
roll for any of the callers that have not yet entered 
combat, until all three have appeared. 

As soon as a caller appears, it attempts to use 
advanta8e offear and then steal essence on the nearest 
characters. 



When the first caller in darkness appears, show 

the players Chorus of the Damned (page 117), 

then read: 

The sepulchral sin8in8 rises to a nearl), deafenin8 crescendo 

as a hideous apparition emer8es throu8h the wall. Horror

stricken faces appear and disappear across the surface ofthe 

pillar ofraiIin8 darkness that forms from the apparition. 

Their mouths han8 open, emittin8 a terrible h),mn. 


Although they are soldiers, the callers use tactics sim
ilar to those of skirmishers in this fight. They move 
constantly and frequently pass through the walls, 
disappearing from the battle for a time-sometimes 
as long as 2 or 3 rounds-before reappearing from a 
different direction. The callers remain in this area if 
the characters leave before defeating them, and the 
monsters resume combat if the characters return 
after obtaining the keys (see below). 

THE HIDDEN DEPTHS 
Location 8 includes the only access point to Mogha
dam's lair-and the mad wraith has taken advantage 
of the region's planar instability to ensure his privacy. 
Ifanyone enters this location without carrying both 
keys (found in Encounters T2 and T3), the entrance 
to his sanctum does not exist. A search of the area 
cannot reveal it-it literally is not present. Only if the 
characters carry both keys does it exist, and it takes 
the form ofa pit hidden beneath a large trapdoor in 
the floor (marked with an F on the map) that leads 
into a lO-foot-wide passage. 

If the characters have both keys, they can find the 
trapdoor with a DC 32 Insight check or Thievery 
check. By succeeding on this check, they figure out 
that if they touch both keys to the floor at this spot, 
the trapdoor becomes visible and drops away to 
reveal the pit. The Skullbreaker Njall (page 96) also 
knows where the passage is and is willing to describe 

its location to the characters if none of them succeeds 
in finding it. 

o 
When the characters open the trapdoor leading w 
to the pit, read: :r: 
The darkness in the pit before )'ou shimmers with subtle ~ 

waves ofdark purple and deep peacock blue. o 
u.. 

VI 
Once the characters prepare to descend. continue :J 

c::with "The Vault of Betrayal" (page 108) and Encoun oter VI (page 110). :I 
U 

FEATURES OF THE AREA 
Illumination: Darkness. c::
Ceiling: The ceilings throughout the area are 15 w 

kMh~h. ~ 
Alcove: Anyone standing in the alcove on the west :J 

side ofiocation 9 has cover against attacks from nOIl- 0 
adjacent foes. ~ 

Altar: The altar prOVides cover. It costs 1 extra w 
square of movement for a creature to move up onto 
the altar. Anyone standing on or adjacent to the altar 
gains vulnerable 5 necrotic. 

Candelabras: Characters can use the candelabras 
as improvised weapons. If the candles are lit. they do 
not shed light, but they instead extinguish each non
magical light source within locations 8 and 9. 

Dais: It costs 1 extra square of movement for a 
creature to step up onto the dais. 

Essence of the Divine: Whenever a creature 
in this area uses a divine attack power, it gains a +1 
bonus to the attack roll and can score a critical hit on 
a roll of 19-20. In addition, divine characters gain 
vulnerable 3 to all damage while in this area. 

Low Wall: It costs 1 extra square of movement for 
a creature to cross a low wall. Creatures adjacent to 
the wall have cover against adjacent creatures on the 
other side. 

Narrow Passage: Medium creatures must 
squeeze through the opening between locations 9 
and 10, costing 1 extra square of movement. Com
batants on the east side of the opening have cover 
against attacks from the west side. 

Pews: The pews provide cover. It costs 1 extra 
square of movement for a creature to step onto a pew. 

Pits: The pits here are 20 feet deep, and a charac
ter can make a DC 25 Athletics check to climb them. 

Stairs: These steep stairs are difficult terrain. 



Encounter Level 19 (12,000 XP) 

SETUP 
6 shambling mummies (M) 

Place one mummy on the map when the characters 
first enter the area. The others rise from the sarcoph
agi as noted below; when a mummy rises, place it in 
any unoccupied square adjacent to its sarcophagus_ 

When the characters enter location 14, read: 
A wrenchin8 sensation,felt in the soul more than the body, 
overcomes you for a moment, and the world around you 
channes. The tunnels that had been carvedfrom natural 
rock now consist ofstone bricks, and a hideous black sludne 
seeps throuah the cracked mortar. You feel as thouah a 
weiaht has settled upon you. Colors, and the very linht 
around you, are muted. 

Religion Check 
DC 25: You recoanize that you're in the Shadowfell due to 
the oppressive sensation that has overcome you. 

WORKROOM 
After the wrenching sensation fades, read: 
You've entered a chamber that looks like a cross between 
a crypt and a laboratory. Several stone sarcophani stand 
throunhout it, and a sinnle round worktable occupies the 
chamber's center. Parchments, various decanters and bea
kers, bowls ofherbal powders, and strips of linens cover the 
table. A desiccated corpse, partially wrapped in linens, lies 
slumped on thefloor beside the table. 

Arcana or Religion Check 
DC 20: The materials on the table are required for proper 
mummiflcation of a body. The process on this corpse was left 
partially completed, which is an act ofheretical disrespect in 
manyandent faiths. 

DC 20 (only after the first mummy rises, and 
only if a character has succeeded on the prior 
check): It occurs to you that completin8 the mummifica
tion mi8ltt have prevented this mummy from risinn. 

THE KEY 
Buried slightly beneath some of the trappings on the 
worktable is one of the keys to Moghadam's sanctum. 
At first glance, it looks like a decoration, but if the 
characters examine the contents of the table more 
carefully (which happens automatically if they engage 
in the skill challenge), they see some features about 
the piece that indicates that it is used as a key_ 

When the characters identify the key, read: 
A small piece ofmetal that seemed atfirst to be a trinket 
now looks like a key. It has a number ofnotches and teeth 
alonn its lennth, and the head has been forned in the shape 
ofa sword hilt. 

HALL 
When the characters enter location 15, read: 
Lifelike imanes of humanoid hands are carved alonn the 
walls and across the floor. 

The images don't move or otherwise interact with the 
characters in any way, but those who enter this corri
dor for the first time might tread carefully until they 
discover there's nothing to fear. 

STOREROOM 
When the characters enter location 16, read: 
The chamber smells ofdust and mildew. Shelves aronn 
opposite walls contain bottles ofpowders, decanters ofvari
ous substances, and carefully coiled strips oflinen_ 

THE RISING DEAD 
The mummy in full view rises as soon as a character 

moves adjacent to it, attacks it, or 
spends 1 minute in the workroom_ 
Once this occurs, roll a d6 at the 
start of the first mummy's turn each 
round. On a result of5 or 6, one 
sarcophagus opens (your chOice) 
and its mummy emerges (as a move 
action) and joins the fight. This pro
cess continues until all the mummies 
are destroyed or until the characters 
succeed on enough skill challenges 
to prevent the remainder from rising 
(see "Ending the Rising"). Award XP 
either for destroying a mummy or for 
putting it to rest. 



6 Shambling Mummies (M) Level 18 Brute 
Medium ndtllral hlimarlOld (undead) XP 2.000 each 

HP 213; Bloodied 106 Initiative +14 
AC 30, Fortitude 32, Reflex 29, Will 30 Perception +15 
Speed 6 Darkvision 
Immune disease, poison; Resist 10 necrotic 

o Despair (fear) + Aura 5 
Any enemy within the aura takes a -2 penalty to attack rolls 
against the shambling mummy until it damages that mummy. 

Deathless Wrath 
The shambling mummy gains a +2 bonus to attack rolls and 
deals 1 d6 extra damage on a hit against the last enemy to 
damage it and against any enemy marked by it. 

Regeneration (healing) 
The shambling mummy regains 10 hit paints whenever it starts 
its turn and has at least 1 hit point. If it takes fire damage, its 
regeneration does not function until the end of its next turn. 

<D Rotting Slam (necrotic) + At-Will 
Attack: Melee 1 (one creature); +23 vs. AC 
Hit: 4d8 + 10 necrotic damage, and the target is marked until 
the end of the mummy's next turn. On a critical hit, the target 
also contracts mummy rot (Dunaeon Master's Guide, page 49). 

<Eo Mummy's Curse + Encounter 
Attack: Close blast 5 (enemies in blast); +21 vs. Will 
Hit: The target is weakened (save ends). It is also marked (save 
ends). 

;r Winding Wrap + Encounter 
Attack: Ranged 8 (one creature); +21 vs. Reflex 
Hit: The shambling mummy pulls the target adjacent to it and 

immobilizes the target until the end of the mummy's next turn. 
Str 27 (+17) Dex20(+14) Wls22 (+15) 
Con 23 (+15) Int 7 (+7) Cha 17 (+12) 
Alignment evil Languages Common 

Ifa character opens a sarcophagus or attempts 
to take steps to keep it from opening (such as piling 
materials on the lid or chaining it shut), the mummy 
inside emerges automatically at the start of the first 
mummy's next turn. 

TACTICS 
The mummies are not shrewd. Each one attacks a 
chosen target and shifts its attention only if another 
character proves to be a greater threat (such as by 
using fire attacks). They use mummy's curse at the ear· 
Iiest opportunity to catch at least two characters, and 
use winding wrap to drag a weak-looking target into 
melee range. 

ENDING THE RISING 
The various substances on the stone worktable, when 
properly applied , can send the corpses here to their 
final rest by allowing them to slough offthe dire radi
ance of the Shadowfell. This process prevents them 
from rising as shambling mummies. 

The characters can attempt this skill challenge as 
frequently as they like until each of the five mum
mies in the sarcophagi have either been destroyed or 

prevented from rising. The materials on the table are 
sufficient for only two complete attempts (whether 
they succeed or fail). The characters have to acquire 
more materials from the storeroom if they want to C 
attempt the challenge more than twice. i.IJ 

Level: 18 (XP 2,000). o 
:::lComplexity: 1 (requires 4 sllccesses before 3 o 

failures). 
Primary Skills: Athletics, Arcana. History. :r" 

VI
Religion. 

Athletics (DC 28, standard action):The character N 
l-

opens the lid ofa sarcophagus to reveal the partially 
0:: 

mummified corpse inside. This skill can be used to ... 
gain 1 success in the challenge. and it must be used suc
cessfully before anyone can attempt an Arcana check. ::l 

Arcana (DC 24, standard action): The character 	 o 
IJuses the materials spread across the table to prepare Z 

a mummy for its final rest. This skill can be used to LoU 

gain 2 successes in the challenge, and it must be used 
successfully at least once to succeed on the challenge. 

History (DC 28, standard action): The character rec
ognizes some obscure detail among the items on the 
table that he or she links to knowledge of historical 
societies, which helps prepare the mummy. This skill 
can be used to gain 2 successes in the challenge. 

Religion (DC 24, standard action): The character 
determines what specific burial rites can prevent a 
particular mummy from rising. This skill can be used 
to gain 1 success in the challenge. 

Secondary Skills: Nature. Perception. 
Nature (DC 24, standard action): The character llses 

knowledge of the natural world to identify some of 
the substances on the table. aiding his or her compan
ions. A success on this check grants the characters a 
+2 bonus to Arcana, History, and Religion checks in 
the chaHenge. 

Perception (DC 24. immediate reaction when another 
character fails a check in the challen8e): The character 
spots a mistake before it's too late to correct it. A suc
cessful check negates a failure , but this skill can be 
used in this way only once in the challenge. 

Success: The characters have successfully put one 
of the mummies to rcst, preventing it from rising. 

Failure: The characters continue to face rising 
mummies. They can choose to start the skill chal
lenge over again. 

FEATURES OF THE AREA 
Illumination: Darkness. Light sources brought 

into the area have the radius of their illumination 
reduced by half. 

Ceiling: The ceiling is 10 feet high. 
Sarcophagi: A sarcophagus provides cover, and 

it costs 1 extra square of movement for a creature to 
move on top of one. 

Stairs: The steep stairs throughout this area are 
difficult terrain. 



Encounter Level 19 (12,000 XP) 

SETUP 
Mindressa (M) 
Golden mist trap 

Many years ago, Acererak trapped a harmless fey 
inside a cavern within his tomb. Inspired by the fun 
he had watching adventurers futilely attempt to free 
her, he has created a similar situation here, where the 
Feywild overlaps with the Abandoned Tomb. 

When the characters first enter this area, read: 
A moment ofverti80 washes over you. The walls, which 
were solid stone tunneled throu8h the hillside, now consist 
ofsmaller bits ofrock haphazardly stacked and mortared 
t08ether. Everythin8 appears to slide into sharp focus, and 
from outside you hear the distant call ofbirds. 

Religion Check 
DC 25: You've experienced this sensation before-you 
must now stand within the Feywild. 

HALL OF RUNES 
When the characters enter location 19, read: 
Glowin8 arcane runes adorn the walls throu8hout this hall
way-so many that they overlap each other. 

The runes that produce the magic that powers the 
golden mist trap are hidden here; see the trap statis
tics block. 

GROTTO 
When the characters can see into location 20, 

read: 

Within a cavern that is partly natural and partly con

structed, a faint 80lden mist fills the air. Shallow water 

covers most of the floor, and a lar8e formation ofstone is in 

the center. 


MINDRESSA AND THE GOLDEN MIST 
The mist within the grotto is a magic trap created by 
Acererak through the use of powerful rituals. Crea
tures that come into contact with it find their minds 
overrun by hatred and bloodlust. 

Mindressa is a victim of the golden mist; the char
acters might kill her without ever finding out that 
she's no more evil than they are . If the characters 
disable the trap, she regains her true persona. (Ifshe 
is freed, she leaves the area of planar crossover and 
returns home.) 

At the start of the encounter, Mindressa is in the 
southwest corner of the grotto. She remains in place 
until a character moves close enough to see her 
despite the concealment granted by the mist. 

When Mindressa becomes visible, read: 

The fi8ure ofa female stands before you, beautiful in 

appearance butforebodin8 in demeanor. She does not seem 

pleased to see you. 


Show the players The Maiden in the Mist 
(page 117). 

THE KEY 
Hanging in plain view on Mindressa's body is one of 
the keys to Moghadam's sanctum. The characters can 
gain it if they defeat Mindressa or if they disable the 
trap, whereupon she presents it to them as a reward. 

When the characters obtain the key, read: 

What you first took to be a bit ofjewelry is obviously more 

than that. Notches alon8 one ed8e look like the teeth ofan 

ornate key. One end is sculpted in the shape ofa closed fist. 




Golden Mist Level 18 Blaster 
lr .lp Xl' 2.000 

Glemnin8 aolden mist hovers throuahout the cavern. 

Trap: The magic of the mist threatens to turn friends against 
one another in brutal violence. 

Perception 
No check is required to notice the mist. 

Additional Skill: Arcana 
.. DC 28: The character feels the presence of charming 

magic within the mist. 
Trigger 

When a living creature not already dominated by the mist 
ends its turn within the mist, the mist attacks. 

Attack .. Charm 
Opportunity Action Area burst 1 centered 

on the triggering creature 
Target: Each creature in burst 
Attack: + 1 9 vs. Will 
Hit: The target is dominated (save ends). Second Failed Savina 

Throw: The target becomes controlled by the trap and 
gains the chaotic evil alignment. He or she continues to 
act as dominated victims do (see below), but is no longer 
dazed and can make use of any powers and abilities. 
The target can be restored to normal with the Remove 
Affliction ritual or (possibly) by the disabling of the trap. 

Special: Dominated creatures attempt to slay any creatures 
that are not already dominated or controlled by the trap, 
and they pursue creatures into location 19. If they are 
drawn into location 19, they focus on creatures trying to 
disable the trap. 

Countermeasures 
.. The trap's magic is connected to the various runes scrawled 

on the walls of location 19. A character can make a DC 24 
Perception check to identify the correct runes only after 
he or she is aware that the trap exists. Once the runes are 
identified, a character can make a DC 25 Arcana check or 
Thievery check while in location 19 to disable the trap . 

.. If the trap is disabled, each dominated and trap-controlled 
individual can make a saving throw with a + 5 bonus. On a 
save, the creature is no longer dominated or controlled, and 
its alignment and behavior return to normal. On a failed 
saving throw, the creature continues to attack prior allies, 
and only a Remove Affliction ritual can negate the effect. 

.. A successful use of dispel maBie against a Will of 30 causes 
the mist to instantly disappear, and its domination and 
control effects end. 

TACTICS 
Mindressa attacks as soon as the characters discover 
her presence, using crashin8 tide if the characters are 
clumped together. She uses fey stride to teleport when
ever she can, which allows her to attack characters 
from behind or attack weaker targets that stand away 
from melee. 

FEATURES OF THE AREA 
Illumination: Dim light from the mist and runes . 
Ceiling: The ceiling is 10 feet high in location 19 

and 15 feet high in the grotto. 
Mist: In addition to its effect as a trap, the mist 

grants concealment to creatures more than 1 squares 
distant and total concealment to creatures more than 
5 squares distant. 

Mindressa Level 18 Solo Controller 
Medium fpy hUllldllOIJ Xl' 10.000 

HP 688; Bloodied 344 Initiative +17 
AC 32, Fortitude 29, Reflex 30, Will 30 Perception +13 
Speed 6, fly 8 (hover), swim 9 low-light vision 
Resist 15 fire, 20 radiant 
Saving Throws +5; Action Points 2 
TnAll5 oo Swirling Tides" Aura 5 

>Squares withjn the aura are difficult terrain for any creature o 
without a swim speed (even if flying). < 

.J 

If Mindressa is within water at least 1 foot deep, she can move 
at her swim speed rather than her base speed, and she shifts 2 
squares rather than 1 whenever she shifts. 

Necrotic Lethargy 

Water Dance 

I-
If Mindressa takes necrotic damage, she is slowed until the end Z 
of the attacker's next turn. ::J 

STANDARD ACTIONS 

CD Drowning Touch" At-Will U 
o 

Attack: Melee 1 (one creature); +21 vs. Fortitude Z 
Hit: 2d10 + 11 damage, and the target takes a -2 penalty to For I.\J 

titude and saving throws until the end of Mindressa's next turn. 
® Piercing Stream" At-Will 

Attack: Ranged 6 (one enemy); +21 vs. Reflex 
Hit: 2d1 0 + 11 damage, and the target is immobilized until the 
end of Mindressa's next turn. 

Fury of the Sea .. At-Will 
Effect: Mindressa makes three basic attacks in any combination, 
or five basic attacks while she is bloodied. 

<~ Crashing Tide" Recharge IIJi 
Attack: Close blast 5 (enemies in blast); +21 vs. Fortitude or 

Reflex, whichever is lower 
Hit: 3d8 + 8 damage, and Mindressa pushes the target 5 
squares and knocks it prone. The target is dazed (save ends). 

Miss: Half damage, and Mindressa pushes the target 2 squares 
and knocks it prone. 

Fey Stride" Recharge Hi 
Effect: Mindressa teleports 8 squares, remaining within the 
area of this encounter. She does not reqUire line of Sight to her 
destination. 

TRI('('[RED ACTIONS 

+Drowning Wave" At-Will 
Tri88er: An enemy moves into pOSition to flank Mindressa. 
Effect (Immediate Reaction): Mindressa uses drownin8 touch 
against the triggering enemy. On a hit, she pushes the target 2 
squares. 

Blood Tide" Encounter 
Trl88er: Mindressa is first bloodied. 
Effect: She recharges crashin8 tide and uses it immediately. 

Skills Arcana +17. Bluff +22. History +17, Intimidate +22. Nature 
+18 

Str 15 (+11) Dex 26 (+17) Wls 19 (+13) 
Con 20 (+14) Int 16 (+12) Cha 27 (+17) 
Alignment unaligned (chaotic evil) Languages Common, Elven 
Equipment key 

Stone Ring: This hollow cylindeT of stones stands 
4 feet high , proViding cover to anyone inside it or 
adjacent to it. An opening in the northeast side is 
large enough for a Medium creature to pass through 
without squeeZing. 

Water: The shallow water in the grotto is difficult 
terrain (except for Mindressa). 



After Acererak drained and abandoned the Tomb of 
Horrors, the archwraith Moghadam fled to his lair, 
the Vault ofBetrayal. 

DESCENT INTO MADNESS 
A powerful spirit, a master of arcane powers, and a 
genius engineer, Moghadam was Acererak's most 
ardent follower for centuries. Moghadam designed 
much of the original Tomb of Horrors and the For
tress ofConclusion. Aided by the power of his sword 
and phylactery Ruinblade, he led the undead con
struction effort that built both sites. All the while, 
the archwraith yearned for his freedom, hoping in 
vain that each triumph achieved in his master's name 
might earn it. 

vVhen Acererak finally returned after the fail
ure of his apotheosis, Moghadam was tasked with 
designing the Feywild tombs while the demilich 
crafted his first eldritch engines. The Shadow Tomb 
was the architect's next task, and when it was done, 
Moghadam once more sought his freedom. This time 
Acererak laughingly granted his wish-casting him 
aside as he drained the Tomb of Horrors of arcane 
power and quit its empty halls. 

After Moghadam had spent centuries in servitude, 
his dream of freedom was shattered by the shock 
of having his greatest creation destroyed. The mad 
wraith claimed the lore ofAcererak from the ruined 
Black Academy and returned to his vault beneath the 
Abandoned Tomb, where he yet dwells. 

VAULT OVERVIEW 
Moghadam's private sanctum beneath the Aban
doned Tomb includes several ofhis own traps and 
tricks. vVhen he was cast aside by Acererak, the 
insane spirit reshaped this "undertomb" to make it 
deadlier. Unlike his former master, Moghadam has 
no interest in matching wits with intruders. He wants 
them dead. 

1. THE DEVOURER'S WELCOME 
The keys obtained in two of the planar crossover 
locations of the Abandoned Tomb grant access to 
Moghadam's lair. The archwraith has this entrance 
guarded by powerful wards-and by replicas of the 
characters themselves. 

See Encounter VI: The Devourer's Welcome, 
page 110. 

C HAPTER 3 I Skull City 



2. Up AND OUT 
The dreaded four-armed gargoyle mauler from the 
original adventure stands guard at this location. This 
fight literally turns the characters' world upside down. 

See Encounter V2: Up and Out, page 112. 

3. SKULL SHRINE 
A mock temple to Acererak conceals the entrance to 
the heart ofMoghadam's vault-and a deadly trap. 

See Encounter V3: Skull Shrine, page 113. 

4. MOGHADAM'S END 
At the heart ofhis Vault ofBetrayal, Moghadam meets 
the characters in a fight to the death. The characters 
have an unexpected ally in this battle: the sword Ruin
blade, which seeks the destruction ofAcererak and 
comes to realize that the characters are its best chance. 

See Encounter V4: Moghadam's End, page 114. 

RUINBLAD£ 
This artifact, which begins the adventure in the pos
session ofMoghadam (see page 115), is appropriate 
for high paragon tier and low epic tier characters. 

'Ruinblade Paragon/Epic Tier 
The weapon-phylactery of the betmyed archwrairh M08hadam 
has been imbued with a sin8le purpose- to destroy the demilich 
Acererak. 

Ruinblade is a +4 terror 8reatsword (player's Handbook, page 
236) with the following properties and powers. 

Weapon: Greatsword 
Enhancement: Attack rolls and damage rolls 
Critical: +4d8 psychic damage, or +4dl 0 psychic damage 

against undead 

Property: Ruinblade deals 1 dl 0 extra damage against 


undead. 

Power (Encounter): Immediate Interrupt. Tri88er: An en


emy scores a critical hit against you. Effect: You become 

insubstantial until the end of your next turn. 


Power (Encounter. Divine, Radiant): Standard Action. 

You can use turn undead (Player's Handbook, page 62). 

You cannot use this power with an implement, but you 

gain a bonus to attack rolls and damage rolls with it 

equal to Ruinblade's enhancement bonus. 


Power (Daily): Free Action. Tri88er: You score a critical 

hit using Ruinblade. Effect The target is weakened (save 

ends). While it is weakened, the target cannot deal 

ongOing damage. 


GOALS OF RUINBLADE 
• See the plans ofAcererak disrupted. 
• Slay the servants of the demilich. 
• Destroy the demilich and his phylactery. 

ROLEPLAYING RUINBLADE 
Ruinblade seethes with the desire for vengeance 
against Acererak, whispering constantly to its wielder 
of this dark goal. 

....JCONCORDANCE « 
Ruinblade bonds only to a wielder who swears an oath ~ 
to see Acererak destroyed. The sword's concordance " 
starts at 1 unless such an oath is sworn, in which case tw 
it starts at 5. CD 

CONCORDANCE 
Starting Score 1 or 5 

Owner gains a level +1 d6 

Owner slays a creature loyal to Acererak (max l/day) +1 

Owner destroys an undead creature + 1 
Owner squanders a chance to hinder Acererak's plans -2 
Owner undertakes a major quest that does not 

involve Acererak or his plans -2 

Owner flees a fight with Acererak or his servants -5 


PLEASED (16-20) 
"The path is complete. The demilich dies at my hands." 

Ruinblade has found its champion. Ruinblade's 
enhancement bonus increases to +5. 

Critical: +5d8 psychic damage, or +5dl 0 psychic damage 
against undead. 

Property: Ruinblade deals 2dl 0 extra damage against undead. 
Power (At-Will. Zone): Standard Action. Close burst 5; the 

burst creates a zone of darkness that lasts until the end of 
your next turn. Enemies within the zone are blinded. 

SATlSfIED (12-15) 
"The servants ofAcererak tremble before me." 

The pursuit of the demilich requires patience, but 
Ruinblade has faith in its wielder. 

Power (Daily): Minor Action. You gain a + 2 bonus to skill 

checks against undead creatures. 


NORMAL (5-llJ 
"] accept the power Ruinblade offers." 

Ruinblade withholds its full power, assessing a new 
wielder's desire to see Acererak destroyed. 

UNSATlSfIED 0-4) 
"] am no matchfor the demilich, and Ruinblade knows it." 

Special: You take a -2 penalty to all defenses against attacks 
by undead creatures, and you take a -2 penalty to all 
attack rolls and all damage rolls. 

ANGERED (0 OR LOWER) 
"By my failure, I aid Acererak-and] must pay the price." 

Special: You must make a DC 25 Charisma check (a minor 
action) to use any of Ruinblade's powers. While you are 
bloodied, whenever you make an attack (whether you 
attack with Ruinblade or not), you take 20 psychic damage. 

MOVING ON 

"With the demilich destroyed, Ruinblade's quest is done." 


With the destruction ofAcererak, Ruinblade's sin
gular purpose has been fulfilled . The blade turns to 
black mist and vanishes from the campaign. 

CHAPTER 3 I Skull City 



Encounter Level 19 (12,000 XP) 

SETUP 
Tbe entrance to Moghadam's vault is guarded by the 
Devourer-the original green stone devil's face that 
destroyed intruders in the original adventure. The 
mad archwraith has reshaped this trap's power to 
make it deadlier. 

In this encounter, the characters face eldritch simu
lacrum versions of themselves. To make this work, 
you'll need to lise the rules on page 186 of the Dun8eon 
Master's Guide to create nonplayer characters who 
match the characters in terms of race and class. Choose 
powers based on those that the characters themselves 
use most frequently. (If this feels like too much prepara
tion, choose humanoid monsters ofthe appropriate size 
and with similar proclivities, and then swap out a few 
powers and alter their appearance to match.) 

INTO THE VAULT 
Characters can make a DC 15 Athletics check to 
descend into the secret pit in the Pluton planar cross 
over site within the Abandoned Tomb (location 8). 

When the characters can see into the pit, read: 
The floor ofthe pit appears indistinct, but a rou8h 8au8e 
of the distance sU88ests thatyou descend only 30feet or so 
throu8h shadow. The familiar lurch ofa planar crossover 
hits halfway down-you are in the world a8ain, but the 
darkness herefeels no less oppressive. At the bottom of the 
pit, a Sjoot-wide twistin8 passa8e leads east and down. 

The passage runs about 300 feet before reaching 
location 1. 

As the characters approach the end of the pas
sage,read: 
Ahead, an archway opens up into a chamber more than 50 
feet lon8. Twisted stone columns support the roof, and their 
misshapen forms makin8 them seem almost alive. 

When the characters can see the eastern end of 
the chamber, read: 
At thefar end ofthis entrance hall, a familiar ima8e looms: 

the Devourer. The ween face is set into a fractured mass of 

rock, as if it had been torn whole from another location and 

fused to these walls. It has been marred with black scorch 

marks and rouiJh-carved8'yphs. 


Perception Check 

DC 22: Scar marks across both of the Devourer's eyes par

tially conceal two keyholes in the shape ofa dosed fist and 

a sword. 


Moghadam tore the Devourer from location 3 in the 
Abandoned Tomb and set it here-a symbol of his 
enmity for his former master. The defaced Devourer 
phYSically and magically blocks the only access 
deeper into the Vault of Betrayal. (The archwraith is 
immune to the wards here, and he can phase through 
the Devourer to reach his lair.) 

The glyphs carved into the ancient stone face are 
in the Barazhad script. 

Intelligence Check (for a character who can read 
the Barazhad script) 
DC 22: The 81yphs crudely carved into the stone face 
repeat the same phrase, over and over: "My Master, Dread 
Devourer, Die Forevermore . .." 

ONE WAY IN 
The characters must use the keys obtained in 
Encounters T2 and 1'3 to enter Moghadam's vault. 
The archwraith 's powerful wards make the Devourer 
impervious to damage, and prevent attempts to 
phase or teleport through it. Fitting the keys to the 
face's eyes disables those wards, making it possible 
to destroy the Devourer and gain entry to the cor 
ridor beyond. Fitting the keys also activates a trap, 
forcing those who seek Moghadam to fight against 
themselves. 

TACTICS 
The eldritch simulacra should be played 
to take maximum advantage of the 
characters' powers. They are mindless 
constructs that do not coordinate their 
tactics (though they can flank with each 
other). 



III 

Defaced Devourer Level 19 Obstacle 
rr.l p XI' 1.'100 

The moutlt ~f the Devourerflares with an infernal1i8ht. 

Trap: Taken from the Abandoned Tomb above, the visage 
of the Devourer has been set here and enchanted with 
powerful wards that are both a trap and a means of gaining 
access to Moghadam's sanctum. 

Perception 
The characters cannot learn anything about this trap by 
using Perception. 

Additional Skill: Arcana 
• 	 DC 27: A character recognizes that the Devourer's mouth 

is a well of arcane energy that is set to lash out at any 
creatures that approach it. 

Initiative + 2 
Trigger 

When both keys are fitted to the Devourer's eyes, the trap 
rolls initiative and attacks. 

Attack. Necrotic 
Standard Action Close burst S 
Target: Each creature in burst 
Attack: +20 vs. Reflex 
Hit: 3d8 necrotic damage, and the target is dominated 

{save ends}. While the target is dominated, it makes at·will 
attacks against its allies. 

Aftereffect: A hazy eldritch simulacrum of the target 
appears in a square adjacent to it. The duplicate is 
functionally identical to the target, possessing all its 
weapons and gear. A simulacrum is immune to the effect 
of the Devourer. A simulacrum and its gear are destroyed 
when it is reduced to 0 hit points. 

An eldritch simulacrum rolls initiative when it appears, 
entering combat in the following round. The Devourer can 
create more than one simulacrum of the same character, 
but can't create more than four simulacra in total. 

Countermeasures 
• 	 As an immediate interrupt, a character in the burst can 

make a DC 27 Acrobatics check to minimize the effect 
ofthe Devourer's attack. With a successful check, the 
character takes half damage if the Devourer hits, and 
the character is not dominated. The character takes no 
damage if the Devourer misses. 

• The characters can engage in a skill challenge to disable 
the trap: DC 22 Arcana or Thievery; complexity 2 
{requires 6 successes before 3 failures}; success safely 
disables the trap; failure disables the trap but causes an 
explosion of arcane essence: close burst 10; on a hit, 
4dlO damage, and the target loses a healing surge. 

• 	 A character can make a DC 22 Athletics check or 
Acrobatics check to leap or climb onto the Devourer. A 
character doing so is subject to an extra attack by the trap 
{an immediate reaction}, but that character gains a + 2 
bonus to Thievery checks and Arcana checks while he or 
she remains on the Devourer. 

• 	 The characters must attack the Devourer to destroy it. 
The great stone face has Fortitude 33, other defenses 29, 
and 300 hit points. Ifthe Devourer is destroyed before 
being disabled, it makes one last attack with a +S bonus 
to the attack roll. If the trap is disabled first, the Devourer 
can be destroyed without causing it to make this final 
attack. 

• 	 Once the trap is disabled, the characters can make a DC 
28 Athletics check to move the Devourer aside and reveal 
the opening beyond. (The stone image is large enough for 
up to four characters to proVide aid on this check.) 

EXPERIENCE 
The XP total given for the encounter assumes that a 
party of five 19th-level characters fights four 19th
level e1dritch simulacra before successfully shutting 
down the trap. Adjust the XP depending on the par
ty's levd and how many duplicates arc created. 

a::Any active e1dritch simulacra are destroyed if the 
U.J 

Devourer is destroyed (not merely disabled). Award 	 a: 
::JhalfXP for any simulacra defeated in this way. o 
>wTHE BLACK STAIRS Q 

Once the characters have destroyed or moved I.IJ 

the stone face, read: :r 
I-Beyond the Devourer, an iron portcullisfills an arched 

portal. On the other side ofthis barrier are a landin8 and a r 
>fli8ht ofblack8fanite stairsleadin8 down into dead silence. a:: 
w 
~The portcullis's bars are spaced too narrowly for a 
Z

Small creature to squeeze through them. A charac ::J 
ter can make a DC 28 Athletics check to raise the o 

Uportcullis, and up to two other characters can aid the 
Z

character making the check. 	 I.IJ 
Powerful warding magic protects the portcullis. 

Each character who makes an unsuccessful attempt 
to raise it, or who assists another character on an 
unsuccessful check, is subject to an attack: +24 vs. 
Will; on a hit , the target loses a healing surge. 

FEATURES OF THE AREA 
Illumination: Darkness. 
Ceiling: The ceiling is 30 feet high. 
Columns: These twisted black columns reflect the 

light in ways that make them appear to movc. With 
a DC 14 passive Perception check, a character "sees" 
a nearby column shift as if about to topple. A DC 22 
Perception check (a minor action) shows the effect to 
be an optical illusion. A column is blocking terrain 
and proVides cover. A character can climb a column 
with a DC 24 Athletics check. 

Defaced Devourer: This great green devil's face 
once lured an untold number of adventurers to their 
deaths in the original Tomb of Horrors. Moghadam 
has placed it here in the hope of adding more victims 
to its tally. The defaced Devourer is a trap that blocks 
the entrance to Moghadam's vault. See "One Way In" 
and the statistics block for details. 



Encounter Level 19 (12,400 XP) 

SETUP 
1 gargoyle mauler (G) 

A gravity effect and a sinister gargoyle protect this 
chamber. 

When the characters can see into this area, read: 
An empty chamber opens up beyond thefoot ofthe stairs. 
On a central pedestal. an enormous stone statue ofa four· 
armed 8ar8oyle crouches. Identical pedestals are set into 
each ofthe walls and the ceilin8. 

The gargoyle is in stone form when the encounter 
begins. It attacks when the characters enter the 
chamber and trigger the special gravity effect. 

The experience award for this encounter includes 
an extra 2.400 XP for negotiating the special gravity 
effect and finding the exit from the chamber. 

TACTICS 
The gargoyle stays airbome as often as possible to 
use flyin8 strike. Until that power recharges. it attacks 
with maulin8 claws. 

FEATURES OF THE AREA 
Illumination: Darkness. 
Walls, Floor, and Ceiling: Each surface in this 

chamber has its own gravity. A character can make 
a DC 20 Perception check to notice dust and rubble 

clinging to the walls and ceiling. which provides a 
hint about the gravity effect. 

When a creature moves (includillg shifting, tele· 
porting. or forced movement) more than 2 squares 
on a surface. it is pulled off its feet toward a random 
surface (roll a d6. rerolling if the result indicates the 
surface on which the creature begins). The creature 
takes 4d1O damage from the impact and falls prone. 
Creatures that are f1ying are not subject to this effect. 

Moving from a square on one surface to an adja· 
cent square on another surface requires a move 
action or a DC 20 Acrobatics check or Athletics 
check made as part of a move action. 

The map displays the surfaces of the chamber in 
two dimensions. Arrows connect the edges of sur· 
faces that would be adjacent if the map was folded 
to create a three·dimensional shape. Creatures on 
different surfaces are no more than 10 squares apart 
for the purpose of determining weapon range. power 
range. and distance to fly or teleport. 

Pedestals: Each stone pedestal is 2 feet tall. An exit 
leads out from beneath the pedestal on the back wall 
(though no Perception check can detect it). A character 
can make a DC 27 Athletics check as a standard action 
to move this pedestal. revealing the 1O·foot·wide tunnel 
beyond. GraVity returns to normal in the tunnel. 

Gargoyle Mauler (G) Level 18 Solo Lurker 
Large clcrnelltJI hUIllJlloid (earth) XP 10.000 

HP 692; Bloodied 346 Initiative +20 
AC 33. Fortitude 32. Reflex 32. Will 30 Perception +12 
Speed 6. fly 8 (hover) Darkvision 
Immune petrification 
Saving Throws +5; Action Points 2 

<D Claw + At-WIll 
Attack: Melee 1 (one creature); +23 vs. AC 
Hit: 2d8 + 6 damage. and ongoing 10 damage (save ends). 

+Mauling Claws + At-Will 
Effect: The mauler uses claw four times. no more than twice 
against a single target. If two attacks hit the same target. the 
target is dazed (save ends). 

+Flying Strike + Recharge [;:~ I!.!. or when the mauler uses stone 
form 
Effect: The mauler flies 8 squares and makes the follOWing 
attack four times at any point during its move. This move does 
not provoke opportunity attacks. 

Attack: Melee 1 (one creature); +21 vs. Reflex 
Hit: 4d8 + 12 damage. and the mauler slides the target 3 squares. 

Stone Form + At-Will 
Effect: The mauler becomes a statue and gains resist 30 all. 

tremorsense 10. and regeneration 5 (it regains 5 hit points 
whenever it starts its turn and has at least 1 hit point). It loses 
all other senses and can take no actions in stone form other 
than reverting to its normal form (a standard action). 

Str 25 (+16) Dex 24 (+16) WIs16 (+12) 
Con 21 (+14) Int 15 (+11) Cha 20(+14) 
Alignment chaotic evil Languages Primordial 
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ENCOUNTER V3: SKULL SHR1NE 


Encounter Level 19 (12,000 XP) 

SETUP 
A mock altar to Acererak conceals the entrance to 
Moghadam's lair-and a deadly trap. 

When the characters can see into this area, read: 
You see what seems to be a simple shrine, with a human 
skul1 sittin8 atop a white stone altar. Flashes ofcolor come 
from jewels set in its eyes and teeth. 

The altar is a trap that activates when it is touched. 

fEATURES OF THE AREA 
Illumination: Darkness. 
Ceiling: The ceiling is 20 feet high before the 

floor falls ; it is 110 feet above the bottom of the pit. 
Doorway Arch: The archway through which the 

characters enter is 90 feet above the floor of the pit . 
Walls: A character can make a DC 20 Athletics 

check to climb the side of the pit or the pillar that 
supports the altar. 

Altar: This pillar 
ofwhite granite is 
95 feet high. Before 
the floor falls, the 
top 5 feet are visible 
as a slab holding an 
effigy ofAcererak. 
Once the floor 
falls , a character 
can make a DC 13 
Perception check 
to notice a lO-foot
wide hole halfway 
up the pillar. It 
leads into the pil 
lar's hollow interior, 
which connects to 
location 4. The char
acters must descend 
the pillar's interior 
(Athletics DC 30 
to climb; DC 10 if 
a rope is fixed) to 
reach the passage
way that leads to 
that location. 

Treasure: The 
bejeweled skull is 
worth 35,000 gpo 

.FlWhite Altar Level 19 Solo Obstacle 
lr ,11' XI' 12.() ()O ...J 

...J 

The ellfmnce to MOBhadam's lair is concealed within a trap. ::::l 
~ 

Trap: The floor collapses when the altar is disturbed. 
Perception 
.. DC 13: A character searching next to the altar before M 

:> 
the floor collapses notices that it sits loosely within the 

~ 
solid stone of the floor-as if the floor and the altar were w 
separate. f 

.. DC 15: A character searching away from the altar before 7' 

:Jthe floor collapses notices a concealed seam where the ofloor meets the walls. U 
.. DC 15: After the floor collapses, a character notices a Z 

tremor in the ceiling (1 round before the ceiling falls). w 
Trigger 

If the altar or the skull is touched, the trap attacks. 
Attack 
Immediate Reaction Melee 
Target: Each creature on the floor of this chamber 
Primary Attack: +14 vs. Reflex 
Hit: The stone floor collapses to rubble. The target falls 90 

feet down into a pit, takes 9d1 0 damage, and falls prone. 
Miss: Half damage, and the target falls prone at the bottom 

of the pit. 
Effect: A Hoot-deep pile of rubble fills the pit. The rubble 

is difficult terrain. Make a secondary attack against each 
creature in the chamber 1 rounds later. 
Secondary Attack: +14 vs. Reflex 
Hit: A false stone ceiling shatters and falls, dealing 9d1 0 

damage and knocking the target prone. 
Miss: Half damage, and the target falls prone. 

Countermeasures 
.. A character adjacent to the open archway or the altar 

when the floor collapses can make a DC 15 Acrobatics 
check. With a successful check, the character moves back 
into the passageway or to the top of the altar. 

.. A character adjacent to the base of the pillar when 
the ceiling falls can make a DC 15 Acrobatics check 
or Athletics check as an immediate reaction to dodge 
the worst of the falling debris. With a successful check, 
the character takes half damage if the attack hits, or no 
damage if it misses. 

.. A character climbing or flying in the pit when the ceiling 
falls must make a DC 15 Athletics check as an immediate 
interrupt. With a successful check, the character takes 
damage as above but stays in place and does not fall 
prone. On a failed check, the target falls to the bottom of 
the pit, taking falling damage in addition to the damage 
from the ceiling. 



Encounter Level 21 (16,000 XP) 

SETUP 
Moghadam (M) 

At the heart of his Vault ofBetrayal, Moghadam nur
tures the murderous hatred that is his legacy. A dark 
crawlspace twists more than 300 feet from location 3 
to open up in the ceiling oflocation 4-ending with a 
40-foot drop into a room full of pit traps. 

When a character descends into the area, read: 
This circular chamber is bathed infaint silver liaht. Arches 
alona the wall are filled with stone blocks. Suddenly. an 
enormous wraith holdina a black areatsword in its translu
cent arasp rises before you. 

Show the players Moghadam and Ruinblade 
(page 117). 

TACTICS 
Moghadam uses mind wrack as frequently as possible, 
resorting to blade storm while waiting for mind wrack 
to recharge. He spends his action points to use dark
ness or mind wrack and attack with blade storm in the 
same round. Moghadam reserves cripplina weakness 
for leaders or defenders. He tries to maneuver ene
mies into moving on top ofpit traps (or into the holes 
created when some of the traps are triggered). 

SILENT ALLY 
Using powerful rituals, Moghadam long ago placed 
his soul within Ruinblade, which acts as his phylactery 
and prevents his permanent destruction. The sword 
has long shared Moghadam's yearning for freedom
and has gained a thirst for vengeance since Acererak 's 
betrayal. Now, the sword has grown impatient after 
being locked in Moghadam's lair for so long, and a rift 
has arisen between artifact and master. Ruinblade is 

A TROVE OF LORE AND MORE 

In Moghadam's lair, the characters gain access to the lore 
that once filled the Black Academy-a complete history of 
Acererak and his plots. Reveal any information you have 
not yet dispensed from Acererak's entry in Open Grave or 
the "Lore of Acererak" sidebar on page 61. In addition, 
Moghadam's lair contains any lore from the earlier versions 
of this adventure that you want to use in your campaign. 

More important to the characters, in his madness, 
Moghadam gained an understanding of what Acererak's 
betrayal implied for the demilich's future plans. In addi
tion, the archwraith had agents in the Shadow Tomb, and 
he has learned of the shadow engine's destruction. As the 
characters examine the contents of Moghadam's libraries, 
give them the information presented in "Descent into 
Madness," page 108, then paraphrase the following. 

The epic rituals that drained the Abandoned Tomb 
captured its arcane power and spiritual energy. Acererak 
drained away eldritch essence underlying centuries of 
terror to fuel his dark plots. The full nature of those plots 
remains unknown, but Acererak's ambition has grown 
since his failed apotheOSiS. Where once he yearned for 
godlike power, he believes now that he can become some
thing greater. 

The demilich's eldritch engines tap into planar energy. 
The fey engines stole the burgeoning life energy native 
to the Feywild. The larger engine in the Shadow Tomb 
tapped into the essence of death in the deepest Shadow
fell. Acererak's plan now rests on the creation of one final 
eldritch engine-this one designed to steal enough energy 
to elevate Acererak to godhood. Moghadam believed that 
this engine would be set in the Astral Sea, but he had no 

knowledge of where it would be built or when its construc
tion would begin. 

The spiritual energy drained by Acererak's eldritch 
engines has been stored in the demllich's phylactery. The 
numerous engines elsewhere in the Feywild meant that 
the characters' actions in the Garden of Graves could only 
slow his plans. The destruction of the shadow engine, 
however, dealt the demilich a serious blow and has cost 
him considerable time and resources. Acererak has not yet 
completed the construction of his final eldritch engine, 
which gives the characters a reasonable amount of time 
to find and stop him. 

Any information needed to set up the adventures 
between this chapter and "Dead Gods' Tomb" can be 
added to Moghadam's vault-but the knowledge that 
Acererak's plan is to steal the life force of dead gods should 
not be revealed until the latter part of the next chapter. If 
this information is given out too early, the players might 
intuit that Pluton is one of Acererak's possible goals, which 
creates problems for the campaign if they decide to make 
that their immediate destination. 

Treasure: From the scrolls, bound volumes, and frag
ments of writing in Moghadam's libraries, the characters 
can cull 100 pounds of materials worth 54,000 gp to a 
notable library or sage. (If you want, part of that total can 
be converted to ritual scrolls for the characters' use.) 

Also hidden within Moghadam's libraries are a staffof 
storms +4 (Player's Handbook, page 141), a auardian's cape 
+4 (Player's Handbook, page 150), an loun stone ofperfect 
lanauaae (Adventurer's Vault, page 143), and a deadblast 
bone (Adventurer's Vault, page 169). 



Moghadam (M) Level 21 Solo Lurker 
Largl' , hadow humanoId (undea d) xr 16.000 

HP 552; Bloodied 276 Initiative +22 
AC 33, Fortitude 32, Reflex 35, Will 33 Perception +12 
Speed 0, fly 8 (hover), phasing Darkvision 
Immune disease, poison; Resist 20 necrotic, insubstantial; 

Vulnerable 10 radiant 
Saving Throws +5; Action Points 2 

\> Dread Vengeance (psychic) + Aura 2 
While Moghadam is not bloodied. any enemy that starts its turn 
within the aura takes 2d1 0 psychic damage and is dazed until 
the start of its next turn. 

Spawn Wraith 
Any humanoid killed by Moghadam rises as a free·willed sword 
wraith (page 63) at the start of its creator's next turn, appearing 
in the space where it died, or in the nearest unoccupied space if 
that space is occupied. Raising the slain creature (using a Raise 
Dead ritual) does not destroy the spawned wraith. 

CD Blade of Vengeance (necrotic, psychic) + At·WIII 
Requirement: Moghadam must be wielding a greatsword. 
Attack: Melee 1 (one creature); +24 vs. Reflex 
Hit: 2d1 0 necrotic and psychic damage, and ongoing 10 psychic 
damage (save ends). 

+Blade Storm +At·WlII 
Requirement: Moghadam must be wielding a greatsword. 
Effect: Moghadam uses blade ofvenBeance four times, but no 
more than twice against a Single target. Against a blinded 
target, each attack deals 1d10 extra damage. 

~ ·Darkness (zone) +At·WIII 
Attack: Close burst 5 (enemies in burst); +24 vs. Reflex 
Hit: The burst creates a zone that lasts until the end of Mogha
dam's next turn. Enemies within the zone are blinded. 

<.. Mind Wrack (psychic) + Recharge ~:l ijl. 
Attack: Close blast 5 (enemies In blast); +24 vs. Fortitude 
Hit: 4d8 + 14 psychic damage, and the target gains vulnerable 

10 psychic (save ends). 

·Crlppllng Weakness +Dally 
TriBBer: Moghadam scores a critical hit with blade ofvenBeance. 
Effect (Free Action): The target is weakened (save ends). While it 

is weakened, the target cannot deal ongoing damage. 
Indestructible 

TriBBer: Moghadam drops to 0 hit points. 
Effect (No Action): Moghadam's body fades into shadow, but he 

is not destroyed. Unless Ruinblade bonds to a new wielder, 
Moghadam reappears in 1dl0 days within 1 square ofthe 
sword. 

Skills Stealth +23 
Str 18 (+14) Dex 26 (+18) Wls15(+12) 
Con 21 (+15) Int 15 (+12) Cha 23 (+16) 
Alignment chaotic evil Languages Common 
Equipment Ruinblade 
'Powers marked with an asterisk are granted to Moghadam by his 

possession of Ruinblade. 

willing to forsake Moghadam in return for a chance to 
defeat the demilich. 

When Moghadam is first bloodied, Ruinblade's 
concordance drops to 5, causing the archwraith to lose 
darkness and decreasing the critical damage for blade of 
ven8eance to +4d8. When Moghadam drops to 100 hit 
points, Ruinblade's concordance falls to 1, and Mogha
dam takes a -2 penalty to attack rolls and damage rolls. 

After Moghadam is destroyed, a character must 
claim Ruinblade by swearing an oath to destroy Acer
erak (see "Concordance"). Moghadam otherwise 
re-forms in IdlO days at Ruinblade'slocation. 

FEATURES OF THE AREA 
Illumination: Dim light suffuses the area. 
Ceiling: The ceiling is 40 feet high. 
Archways: The stone seals on these nonmagical 

arches protect Moghadam's libraries. A character 
can make a DC 27 Athletics check to pull down the 
stones that block an archway, revealing an alcove 
filled with tattered scrolls and rotting books. "A 
Trove ofLore and More" details what the characters 
find here. 

Pit Traps: Each of the pit traps in Moghadam's 
lair is disguised by a false floor that gives way when 
a creature enters a square of that trap. Ihe creature 
falls 20 feet, takes 2d 10 damage, and is knocked 
prone at the bottom of the pit. 

A character in a square adjacent to a pit trap can 
detect the false stonework with a DC 24 Perception 
check. A character who makes a DC 24 Thievery 
check can bypass the trap by discerning where to step 
to avoid caving in the false floor. and can pass this 
information along to the other characters. 

It's possible to avoid the falling damage by climb
ing down into the pit. Doing this requires a DC 
15 Athletics check made as part ofa move action. 
(Using a rope or a ladder lowers the DC to 10 or 0 
respectively.) Climbing out of a pit requires a DC 20 
Athletics check. 

Rubble: Areas of debris scattered throughout the 
area are haunted terrain (page 48). Moghadam is 
immune to this effect. 





M08hadam and Ruinblade 

Chorus of the Damned The Maiden in the ,\list 
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CHAPTER 4 


To MOST folk of the world, the gods are tran 
scendent beings-ultimately powerful and uniquely 
immortaL Those who have a strong grasp of ancient 
history know a forbidden truth: Even gods can die. 
These lost deities are known to sages and scholars 
who study the history and lore of the Dawn War, the 
Blood War, and the Astral Sea. Tuem, Amoth, Khala, 
Semuet, NerulJ- alJ gods who fell in battle or were 
slain by usurpers. Asmodeus murdered He Who 
Was, a god whose name is now lost, and the divine 
ranks of the dead include countless others fallen 
beyond the memory ofeven their fellow immortals. 

The astral dominion of Pluton is a wasteland 
whose name is known to many, but whose dark his
tory is understood by only few. The dominion of 
Nerull, god of the dead, was a realm ofJavish excess 
and extreme suffering, where the deity also known as 
the Reaper bound souls to his service. When Nerull 
was slain by the mortal sorcerer who claimed his 
power and became the RaveIl Queen, Pluton was 
abandoned and fell to ruin. A host of undead still 
dwell here, and the tombs of the dominion hold rich 
treasure and lore, but the divine power of the Reaper 
has long since been lost. 

Or so it was thought. 
Pluton is the site ofAcererak's final eldritch engine, 

the construction of which has occupied his feverish 
efforts since the destruction of the shadow engine 
disrupted his plans. The demilich's phylactery now 
contains the incalculable eldritch energy channeled 
by his previous engines and drained from the Aban 
doned Tomb. With that power, Acererak intends to 
tap into the shrines ofdead gods, draining away their 
spiritual essence where it permeates the Astral Sea. 

By drawing on the souls ofdead gods, the demilich 
hopes to attain godhood- or greater power. When 
infused with the immortal might ofNerull and the 
other gods who died before him, Acererak will be 
able to challenge any of the surviving gods-and 
only the characters can stop him. 

"Dead Gods' Tomb" is the climax of this adven
ture, and it assumes the characters are 22nd level 
when they reach this point in the adventure arc. 

CHAPTER 4 I Dead Gods ' Tomb 





"Dead Gods' Tomb" brings the characters to Pluton
the astral dominion that was once home to Nerull 
but now is an abandoned ruin. Here, Acererak has 
assembled his greatest eJdritch engine-a device that 
taps into the shrines of dead gods beneath Nerull's 
fallen fortress, Necromanteion. In its own newly 
constructed shrine, Acererak's gem phylactery drives 
this astral engine-infusing the last of the power the 
demilich needs to raise himself to godhood. 

BACKGROUND 
The Shadowfell is the Raven Queen's domain. When 
Acererak's soul was shattered and cast into that realm 
after his phylactery was destroyed, the demilich's 
disembodied spirit spent years in unwitting commu
nion with the god ofdeath. As her presence touched 
Acererak's, unaware, he felt the sorrow that is the 
unforgiving core of the Raven Queen's portfolio-and 
he saw a dark vision that became the demilich's 
greatest inspiration. 

The Raven Queen came to power after slay
ing Nerull, the god of the dead. In the echo of that 
cataclysmic event as held within her consciousness, 
Acererak recognized the power he had long sought. 
When Nerull died, his spirit was shattered and spread 
across the Astral Sea-but in the same manner as the 
fate that had befallen Acererak's black and undead 
soul. that spirit was not destroyed. As with the gods 
who died before him, the e1dritch energy that was the 
Reaper's life force still endured in diffuse form-an 
energy that Acererak believed he could seize. 

For more information on Pluton, see Manual ofthe 
Planes, page 111. 

WHAT THE 
CHARACTERS KNOW 
The characters should have assembled the pieces 
of the puzzle ofAcererak's plan in the adventures 
between "Skull City" and this chapter. The facts that 
Acererak seeks the power of the dead gods and that 
he plans to do so in the astral dominion of Pluton are 
the two key revelations leading up to this chapter, 
and they should form part of the climax of previous 
adventures. In addition, the characters should know 
the history of Pluton and the story ofNerull's down
fall. (See "Rise of the Raven Queen," page 111 of 
Manual of the Planes, and "The Ruins ofPluton," page 
122 of this book.) 

Before their journey to Pluton, the characters 
discover that Acererak has reached the astral 
dominion and has activated his e1dritch engine. 
Time is of the essence if the characters have any 
hope of stopping him. 
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ACERERAK'S REVENGE 
In his twisted plots dating back to the construc
tion of the original Tomb of Horrors, Acererak has 
challenged those who set Ollt to best him. Driven by 
his warped sense of superiority, the demilich has 
used traps and terror to push multiple generations 
of adventurers to their limits. Now, in the endgame 
stage of his plan for godhood, this legendary villain 
has crossed a threshold. 

In the previous sections of this adventure, Acer
erak's traps were designed to test the mettle of 
would-be heroes, similar to the tests in his legendary 
tomb and in the long-ruined Fortress ofConclusion. 
By playing with those who dogged him, Acererak 
gained the greatest advantage and the most power 
when he consumed their souls in the end. But in this 
final tomb of horrors, Acererak is far beyond the need 
for souls, and the characters' quick and permanent 
deaths are his only goaL. 

-'-'-'~-'--'-'---'-'-'-'-'-

GETT1NG STARTED 

Getting the characters to Pluton should be the out
come of the adventure immediately preceding this 
chapter in your campaign. Travel through the Astral 
Sea and between its astral dominions is discussed in 
Manual ofthe Planes and in The Plane Above, but the 
hooks below outline the easiest means for the charac
ters to reach Nerull's realm. 

HOOK: LOST PLUTON 
The characters should have come by the Planar 
Portal ritual easily at this point, but the location of 
Pluton is known only to a few sages, scholars, and 
astral scouts. Finding someone who knows what they 
need to discover might be a short side trek or the 
climax ofan entire previous adventure. Alternatively, 
the characters might be asked to undertake an addi
tional minor quest on a nonplayer character's behalf 
before they can obtain the information. 

QUEST: FINO THE ROUTE TO PLUTON 
l1nd-Level Minor Quest (4,150 XP) 
The characters complete the quest if they obtain the 
sigil sequence for the still -functioning Portal of Ash 
in Pluton. 

QUEST: GHTO THE DEAD GODS' TOMB 
l1nd-Level Minor Quest (4,150 XP) 
The characters complete the quest if they navigate 
the wastes of Pluton and gain access to the Dead 
Gods'Tomb. 



QUEST: DESTROY THE ASTRAL ENGINE 
nnd-level Major Quest (10,750 XP) 
The characters complete the quest if they destroy 
the last of Acererak 's eldritch engines. 

HOOK: ACROSS 
THE ASTRAL SEA 
The characters easily obtain the sigH sequence for the 
single teleportation circle still functioning in Pluton, 
but Acererak's eldritch engine is interfering with 
its operation. The characters must undertake the 
journey to Pluton in an astral vehicle , getting close 
enough to overcome the effect ofAcererak's magiC 
and teleport to the Portal ofAsh. 

QUEST: GET TO PLUTON 
nnd-level Minor Quest (4,150 XP) 
The characters complete the quest if they success
fully traverse the Astral Sea and arrive in Pluton. 

QUEST: GET TO THE DEAD GODS' TOMB 
nnd-level Minor Quest (4,150 XP) 
The characters complete the quest if they naVigate 
the wastes of Pluton and gain access to the Dead 
Gods'Tomb. 

QUEST: DESTROY THE ASTRAL ENGINE 
nnd-level Major Quest (10,750 XP) 
The characters complete the quest if they destroy 
the last of Acererak 's eldritch engines. 

STAND-ALONE OPT10NS 
Ifyou want to use this chapter as a stand-alone epic-level 
adventure, consider the following alternative setups. 

Myths and rumors of Pluton are common in planar 
enclaves such as Sigil or Gloomwrought, and the characters 
might hear that a powerful undead sorcerer has claimed 
Nerull's ruined dominion as his own. If the characters have 
any previous Involvement with the Raven Queen, they 
might be inspired (or asked) to investigate. 

The legendary lost astral dominion of Nerull might be 
a site the characters want to explore in search of knowl
edge-or to loot for the funerary wealth of heroes and 
kings. When they arrive in Pluton, they are caught up in 
Acererak's nefarious plots and have to fight for their lives 
within the Dead Gods' Tomb. 

A mysterious teleportation circle or an accident during 
a Planar Portal ritual sends the characters to a mysterious 
astral dominion ruled by a powerful undead lord. After sur
viving the undead of Pluton, the characters must defeat the 
demilich if they want to ever return to the mortal realm. 

In any of the above scenarios, the planar crossover 
encounters in this chapter and the final encounter back 
in the Abandoned Tomb can be adapted as you see fit.. 

._-.-.-.--.-.---- -- .. _-

ENDGAME 
Pluton and the Dead Gods' 10mb represent a Sig
nificant challenge for well-prepared characters. 
However, a group that leisurely takes two or three 
days ofgame time to fight its way through the local 
landscape and uses extended rests often can quickly 
deplete the sense of urgency and threat that this part 
of the adventure should have. 

To offset this possibility, you can rule that the char
acters are allowed to take only a Single extended rest 
during the encounters in Pluton and the Dead Gods' 
Tomb without incurring negative effects-but living 
creatures that linger too long in Pluton eventually join 
the undead that haunt this place. If the characters 
take a second extended rest, each character loses 
three healing surges. This loss ofhealing surges can 
be negated only by a Remove Affliction ritual per
formed outside Pluton. 

A character whose number of healing surges is 
reduced to 0 by the combination of this effect and any 
other effect (including carrying Acererak's gem-keys; 
see page 130) dies and rises on his or her next turn as 
an undead creature of the same level under your con
trol. The character cannot be raised until the undead 
creature is slain. 

If the characters attempt to take a third extended 
rest, Acererak completes his process of traJlsforma
!ion using the astral engine. Wherever the characters 
are in the adventure at that time, treat them as if they 
failed the skill challenge in Encounter D9. A pulse 
of eldritch energy washes through the shrines and 
across the surface of Pluton, and the characters real
ize that they have failed in their attempt to thwart the 
demilich 's plans. See "Defeat," page 159. 
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The astral dominion of the god of the dead was once 
a dark realm of spirit armies and mortal souls held in 
torturous servitude. Though most of these condemned 
spirits have long since passed on, Pluton remains a 
deadly threat for those who walk its ruined ground. 

The ruins of Pluton are a seemingly endless series 
of wasted hills cut with broad stairways and terraces. 
Rubble of ice and rock is strewn amid a layer of ash 
across any open ground, and a gray haze shrouds the 
air. Gardens and groves were once plentiful here, but 
the spirit oflife fled from this place long ago. Tight
growing stands ofolive trees are twisted by blight and 
shadow, their dead fruit forever rotting but never faIl
ing. Forests of willow and poplar display dead leaves 
clinging to blackened branches, hissing in the ever
present wind. 

The greatest structure ever raised in Nerull 's 
dominion was the Reaper's fortress, Necromanteion, 
a great tower carved ofbJack ice. Its main hall was the 
Hidden Temple, a shrine where altars burned day and 
night with the flesh of the faithful, and the Reaper's 
undead courtiers gathered around his onyx throne. 

In the aftermath ofNerull's death, most of the 
uncountable souls he had enslaved followed the 

Raven Queen to her new dominion in the Shadowfell. 
Thousands of spirit-creatures and many of the Reap
er's most foul servants remained behind , lingering 
in the darkness that was their master's legacy. Across 
the ruined dominion, doomed souls still labor at tasks 
they cannot complete or engage in rites of pain and 
torture in the Reaper's name. 

ARRIVING IN PLUTON 
When Nerull fell, Pluton was sealed away against 
incursion, and the former dominion of the god of 
the dead can no longer be reached directly from the 
Astral Sea. Creatures arrive here through the Portal 
ofAsh-a teleportation circle set on the spot where 
the Reaper was slain. 

The sigil sequence for this portal is known only 
to a handful ofsages and scholars, most of whom 
dwell in Sigil or must be sought where they wander 
the planes. Though Pluton is regularly raided by gith
yanki bent on plunder, by servants ofVecna seeking 
secrets for their master, or by disciples of the Raven 
Queen bent on stopping them, each of these groups 
zealously guards access to the Portal ofAsh_ 

VECNA'S VENGEANCE 
As happened in Moil, the characters discover that 
they are not the only group seeking Acererak in 

The Faile" Fortress 
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Pluton. In Encounter P3, they are ambushed by a 
faction of devils in the service ofVecna. The god of 
secrets has two more groups already in the Dead 
Gods' Tomb, but these servants do not seek only 
to thwart Acererak's plans. They also pursue the 
demilich in revenge for his possession of the Eye of 
Vema (see the final encounter, page 154) and to steal 
the power of the astral engine for their lord. 

PLUTON ENCOUNTERS 
Given that time is of the essence in their quest to stop 
Acererak's plans, the characters probably will not 
explore any more of Pluton than the encounters lead· 
ing to the ruins ofNee rom ante ion. If the characters 
wander, you can use additional encounters to put 
them back on track. 

Choose random encounters from the following, 
or use these encounters as inspiration to create your 
own. 

HAUNTED PLUTON 
Level 22 Encounter (XP 23,000) 
• 	 3 famine spirits (level 21 brute, Open Grave, page 

152) 
• 	 1 tormenting ghost (level 21 controller, MM 117) 
• 	 2 voidsoul specters (level 23 lurker, MM 244) 

Spirits faithful to Nerull haunt an aboveground shrine 
or a ruined courtyard and seek to add the characters 
to the ranks of their dead master's subjects. 

LOREMASTER'S RAID 
Level 22 Encounter (XP 24,400) 
• 	 1 alhoon lich (level 21 elite controller, Open Grave, 

page 164) 
• 	 3 deathdrinker skeletons (level 20 lurker, page 126) 
• 	 12 dread skeletal swarms (level 21 minion soldier, 

page 126) 

This mind Oayer lich searches Pluton for lost tombs 
and forbidden lore. Its skeleton bodyguards eagerly 
take care of lingering threats and meddlesome 
characters. 

BLACK SWARM 
Level 23 Encounter (XP 25,800) 
• 	 1 larva war master (level 23 elite brute, Open 

Grave, page 161) 
• 	 2 larva mages (level 21 elite artillery, MM 175) 

The characters stumble into a necrotic stinging 
swarm (field ofeverflame hazard, Dun8eon Master's 
Guide page 92; modified as follows: +2 to attack rolls; 
deals necrotic damage; level 20; 2,800 XP). Two larva 
mages and a larva war master rise from the hazard to 
attack, and they are immune to the hazard's effect. 

TERRAIN AND FEATURES 	 z 
o 

Unless otherwise noted in an encounter description, 	 I 
:Jthe information here pertains to each area in Pluton. ...J 

Illumination: Dim light suffuses the surface of Q. 

Pluton. u.. 
oBlack Ice: Enormous shards ofjet· black ice are 
V1the remnants ofNerull's fortress, Necromanteion. Z 

Black ice shards are blocking terrain. and a character :J 
can make a DC 24 Athletics check to climb a shard. cr:: 
When a creature is adjacent to or ends its turn in con- w 
tact with black ice, it takes 2dlO cold damage. ~ 

Dead Trees: These blackened trees provide cover. 
Ledges and Cliffs: Rubble ledges and cliffs break 

up much of Pluton's surface. It costs 1 extra square 
of movement for a character to jump down from a 
5-foot-high ledge. A character must spend a move 
action or make a DC 24 Athletics check to climb up a 
5-foot-high ledge. A ledge higher than 5 feet requires 
a DC 29 Athletics check to climb or descend. 

Rubble: The scattered chunks of rocky scree and 
shattered bone found throughout Pluton are haunted 
terrain (page 48). 

DEATH IN PLUTON 
A character raised from the dead in Pluton is subject 
to an enhanced death penalty, taking a -2 penalty 
to attack rolls, skill checks, saving throws, and abil
ity checks. This penalty lasts as long as the character 
remains in Pluton, including in the Dead Gods' Tomb. 

RUINS OF PLUTON 
OVERVIEW 
This section comprises three tactical encounters, but 
Pluton is an endless landscape of ruin and waste. As 
the characters make their way to Necromanteion (or 
if they explore more of the dominion). roll a d6 to 
generate features or use these for ideas ofyour own. 

DETAilS OF THE RUINS OF PLUTON 
d6 Features 

1 Ruined courtyard or garden (shattered stone benches 
and tables, empty pool, shattered statues) 

2 Dead grove (blackened trees, ash, rubble) 
3 Ruined tomb (funeral cloth, burned offerings, art 

objects) 
4 Remnants of battle (weapons and armor, shattered 

and bloodstained) 
5 Religious relics (shattered holy symbols, icons of 

Nerull) 
6 Mass grave site (dismembered body parts, insect 

swarms, burning pyres) 

1. 	THE PORTAL OF ASH 
No matter how the characters obtain the sigil sequence 
for this ancient portal, they arrive in Pluton in the 
middle of a broad courtyard overlooking distant ruins. 

CHAPTER 4 I Dead Gods' Tomb 



When the characters can see the area, read: 
You arrive in a crumblin8 courtyard, and the teleporta
tion circle at its center is set within afield ofblasted dark 
red stones. Steep slopes strewn with rubblefall away in all 
directions but one. There, a ruined staircase twists down 
and across the shadowed landscape where pulsin8 white 
fire cuts throu8h an ever-present darkness. 

The stairs lead down to location 2 and from there to 
the ruins of Nee rom ante ion in the distance. 

2. BLADE GAUNTLET 
This vast torture yard once flensed the flesh from 
NeruJl's doomed slaves. The fell magic of this place is 
strong, activating golem guardians and a trap. 

See Encounter PI: Blade Gauntlet, page 125. 

The characters make their way through a host of 
empty courtyards and ruined gardens along the trek 
from the Portal ofAsh to Necromanteion. Encounter 
P2 occurs at about the halfway mark of their descent. 

3. THE FALLEN 
In a dead garden , the characters come across doomed 
undead laboring to reconstruct a shattered statue of 
Nerull. A gate marks the way forward, but the undead 
have no intention of allowing the characters to pass. 

See Encounter P2: The Fallen, page 126. 

Beyond the gate, another courtyard opens up, allow
ing a better view of the ruins ofNecromanteion. 

When the characters see beyond the gate, read: 
The eldritch storm has 8rown in size, as iffeedin8 on some 
unseen power. The ruins of the fortress are obscured, but 
from within a haze ofwhite fire, dark eyes watch you. The 
storm twists around what appears to be a mountainous 
black skull, towerin8 above the ruins on all sides. 

When Nerull was slain, his great citadel of black ice 
collapsed in on itself. Fed! by the last of the deity's 
power, this rubble fell to form a mountain-high open
mouthed skull- the visage of the dead god, watching 
Sightlessly over its lost dominion for all time. 

Arcana Check 
DC 24: The storm is dearly unnatural, but its ma8ie is 
not a part of this place. This must be Acererak's doin8-a 
side effect of the operation ofhisfinal eldritch en8ine. 

4. ELDRITCH STORM AMBUSH 
The characters must pass through the eldritch storm 
to reach the great skull and the entrance to the Dead 
Gods' Tomb. Devils loyal to Vecna stand guard here, 
and they are part of a larger force already inside. 

See Encounter P3: Eldritch Storm Ambush, 
page 128. 
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ENCOUNTER PI: BLADE GAUNTLET ' 

Encounter Level 22 (22,850 XP) 

SETUP 
3 bloodshard golems (G) 

Millennia after Nerulllast made use of it, this grim 
torture yard awaits new victims. The characters must 
navigate through or around three bloodshard golerns 
and a blade cluster trap. 

When the characters can see into this area, read: 

A red mist han8s throu8hout this area. Walls of black ice 

thrust alon8 the ed8es ofa broad courtyard. Fra8ments 

ofblackened bone are spread across the 8round, and the 

remains ofshattered blades are clustered into lOjoot-hi8h 

piles. A staircase at the far end of this area leads deeper 

into the 8100m. 


When the first character moves more than 15 

feet off the stairs, read: 

Three piles ofblades suddenly unfurl into humanoid forms 

ofshattered steel and bone shards. 


TACTICS 
A bloodshard golem targets lightly armored charac
ters, using double attack to slide a target into reach ofa 
blade cluster. The golems are bound to this area and 
don't pursue characters who flee the encounter. 

3 Bloodshard Golems (G) Level 10 Elite Brute 
large naturJi an""ate iconstruct) XP 5.600 each 

HP 472; Bloodied 236 Initiative +1 5 
AC 32, Fortitude 34, Reflex 31, Will 32 Perception +16 
Speed 6 Darkvision 
Immune disease, pOison, sleep 
Saving Throws +2; Action Points 1 
STANDARD Ac liONS 

CD Bloodshard + At-Will 
Attack: Melee 2 (one creature); +25 vs. AC, or +27 vs. AC while 

bloodied 
Hit: 3d12 + 3 damage, and the target is weakened until the end 
of its next turn. 

-I- Double Attack + At-Will 
Effect: The golem uses bloodshard twice. If both attacks hit the 
same target, the golem slides the target 2 squares. 

TRI GG ERED ACTI ONS 

t Haze of Shards + At-Will 
TriBBer: The golem is hit by a melee or a close attack. 
Attack (Immediate Reaction): Melee 1 (triggering enemy); +23 vs. 

Fortitude 
Hit: 2d12 + 12 damage, and ongoing 10 damage (save ends). 

Skills Stealth +20 
Str 22 (+16) Dex 21 (+15) Wis 23 (+16) 
Con 26 (+18) Int 3 (+6) Cha 12 (+11) 
Alignment unaligned Languages 

Blade Cluster Level 14 Obstacle 

Tr.l(, XI' (,, () ~ () 


Clusters ~fblades across the torture yard slash out at nearby 
L:Jcreatures. o 

Trap: A blade cluster targets each adjacent creature. « 
Perception ..J 

CXl
No Perception check is necessary to notice this trap. ,..Initiative + 1 9 

c..Trigger 
A creature moves adjacent to a blade cluster. c:: 

\.IJ
Attack ~ 
Opportunity Action Close burst 1 Z 
Target: Each creature in burst ~ 

Attack: +25 vs. Reflex o 
uHit: 2d8 damage, and the target is dazed (save ends). zMiss: Half damage. U.I 

Countermeasures 
+ While a bloodshard golem is adjacent to a blade cluster, 


that cluster is temporarily disabled. If a character is 

adjacent to a disabled blade cluster when the bloodshard 

golem moves away, the trap triggers normally. 


BLOODSHARD GOLEM LORE 
Arcana DC 27: A bloodshard golem is a death

touched golem (Open Grave, page 156) animated from 
shattered shards of bone and broken blades at a site of 
mass murder or torture. 

FEATURES OF THE AREA 
Black Ice: See page 123. 
Blood-Red Mist: Uncounted centuries ofdeath 

and suffering manifest at this site as a blood-red mist 
that pervades the entire area (except for the stairs). 
While a living creature is in a square of mist, it must 
make a DC 16 Endurance check at the start of each of 
its turns or take 2dlO necrotic and psychic damage. 

Rubble: See page 123. 



Encounter Level 21 (19,600 XP) 

SETUP 
1 deathdrinker skeleton (D) 
3 zombie manglers (M) 
6 dread skeletal swarms (S) 
6 dread zombie slayers (Z) 

In an area at the bottom of the staircase, a host of 
undead imprisoned by Nerull continue their doomed 
labors. 

When the characters can see into the courtyard, 
read: 
The stairs end at a shattered Barden containinB a number 
ofdead·black trees. A barred way Bate set within a hiBh 
wall ofblack ice is the only way forward. 

In the area in front ofyou, a horde ofraBBed skeletons 
and zombies struBBle to lift and ferry massive shards of 
blood·red stone in an effort to rebuild an enormous statue
the skeletalfonn ofNerull. 

The only approach to the gate is through this area, 
but the undead are alert to intrusion. If the charac
ters make initial ranged or area attacks from behind 
the trees at the foot of the stairs, they gain surprise. 
The undead move to attack as soon as they become 
aware of the characters. 

The skeletal swarms animate from shattered bones 
in the rubble. They delay their actions for the first 
round in case the characters break for the gate. Do 
not place the swarms' miniatures until they attack. 

TACTICS 
The deathdrinker skeleton leads the attack using death's 
tluise, then uses and sustains death's embrace. As long 
as it remains insubstantial, the deathdrinker relies on 
£leath's embrace, using bone spear only if pressed. 

The zombie manglers stay in the thick of combat, 
using relld and maximizing the effect offlai/in8 strike. 
If a foe falls prone, a mangler leaves it to its minion 
allies and moves to another target. 

The skeletal swarms fight in groups to maximize 
the effect ofswarm attack and crinBe. 

The dread zombie slayers fight in pairs, flanking 
for combat advantage with rendinB slam. 

These undead single-mindedly guard the court
yard and carry out their mission here. They do not 
pursue characters who move beyond the gate. 

REINFORCEMENTS 
The creatures that attack the characters represent 
only a fraction of the undead working beyond the 

Deathdrinker Skeleton (D) Level 20 Lurker 
Lar e s hadow an imate (undead) XP 2,800 
HP 147; Bloodied 73 Initiative +22 
AC 34, Fortitude 32, Reflex 34, Will 32 Perception +16 
Speed 4 Darkvision 
Immune disease, poison, sleep; Resist 15 necrotic; 

Vulnerable 10 radiant 
STANDARD ACTIONS 

CD Bone Spear (weapon) + At-Will 
Attack: Melee 2 (one creature); +25 vs. AC 
Hit: 2d10 + 17 damage. 

4- Death's Embrace + At-Will 
Requirement: The skeleton must be insubstantial. 
Attack: Melee 2 (one creature); + 23 vs. Fortitude 
Hit: 5d1 0 + 25 damage, and the target is grabbed. 
Sustain Minor: The skeleton sustains the grab, and the target 

takes 10 damage and is weakened until the end of the skel· 
eton's next turn. The skeleton remains insubstantial as long as 
it has a target grabbed. It can move a grabbed target without 
making a Strength check. 

Death's Guise + At-Will 
Effect: The skeleton is insubstantial and phasing until the end of 

its next turn. 
TRIC;(.£R[[) At liONS 

<- Blood Burst + Recharge after the skeleton is first bloodied 
Tri88er: The skeleton is first bloodied or it drops to 0 hit points. 
Attack (No Action): Close burst 3 (living creatures in burst); +23 

vs. Fortitude 
Hit: 3d1 0 damage, and the target is stunned until the end of its 

next turn. 
Skills Stealth +23 
Str 23 (+16) Dex 26 (+18) Wis 23 (+16) 
Con 21 (+15) Int 10 (+10) Cha 13 (+11) 
Alignment chaotic evil Languages 

6 Dread Skeletal Swarms (5) Leve l 21 Minion Soldier 
Medium natura l animate (swarm. undead) XP 800 each 

HP 1; a missed attack never damages a minion. Initiative +20 
AC 37, Fortitude 33, Reflex 35, Will 33 Perception + 16 
Speed 8, climb 4 Tremorsense 10 
Immune disease, poison; Resist 15 necrotic 

{) Swarm Attack + Aura 2 
Any enemy that starts its turn within the aura takes 5 damage 
plus 3 extra damage for each dread skeletal swarm adjacent to 
the enemy. 

Cringe (fear) 
Any creature that starts its turn adjacent to two or more dread 
skeletal swarms is slowed until the start of its next turn. 

STI\NDAJIO ACTIONS 

CD Death's Touch (necrotic) + At-Will 
Attack: Melee 1 (one creature); +24 vs. Fortitude 
Hit: 6 necrotic damage, and the target is weakened until the 
end of the swarm's next turn. 

Str 18 (+14) Dex 26 (+18) Wis 23 (+16) 
Con 23 (+16) Int 10 (+10) Cha 17 (+13) 
Alignment unaligned Languages 



6 Dread Zombie Slayers (Z) Level 21 Minion Brute 
l"t e dllll11 11 , l t lll d l d l11<lI dk (lll1 d l'dd l XP 1>00 l' "ch 

HP 1; a missed attack never damages a minion. Initiative +16 
AC 33, Fortitude 35, Reflex 33, Will 33 Perception +16 
Speed 5 Darkvision, blindsight 10 
Immune disease, pOison; Resist 15 necrotic; 

Vulnerable 15 radiant 

CD Slam + At·WlII 
Attack: Melee 1 (one creature); +16 vs. AC 
Hit: 9 damage. 

'" Rending Slam + At·WlII 
Effect: The slayer uses slam twice. If both attacks hit the same 
target, the target falls prone and is dazed (save ends). 

Rise Again 
Tri88er: The slayer drops to 0 hit points for the first time. 
Effect: Make a new Initiative check for the slayer. On its next 
turn, the slayer rises (a move action) with 1 hit point. 

Str 21 (+15) Dex 23 (+16) Wls 23 (+16) 
Con 26(+18) Int10(+10) Cha12(+11) 
Alignment evil Languages 

edge of the map. The others initially ignore the char· 
acters in favor of continuing their labors. Starting in 
the fifth round, two dread zombie slayers enter from 
the left in each round and two dread skeletal swarms 
animate from an area of immobile undead. Award 
full experience for these new creatures, as normal. 

FEATURES OF THE AREA 
Black Ice Wall: A 50·foot·high wall of black 

ice (page 123) surrounds the distant ruin of 
Necromanteion. 

Gray Gate: A 50·foot·high dull steel gate is frozen 
fast into the wall. A Medium or Small character can 
make two DC 27 Acrobatics checks (each as a stan· 
dard action) to slip through the gate's narrow bars. 
A Small character gains a +5 bonus to this check. 
A character can make a DC 27 Athletics check as a 

3 Zombie Manglers (M) Level 19 Brute 
Large 11 .11ll< "I .II' I< 1Id(( (lll1 d ~,HII X I) 2 W () l d,il 

HP 110; Bloodied 110 Initiative +15 • ...J 
AC 31, Fortitude 31, Reflex 31, Will 30 Perception +14 ~ 
Speed 5 Darkvision 
Immune disease, poison, sleep; Resist 15 necrotic; 

Vulnerable 10 radiant 
STANDARD ACTION S 	 .. 
CD Slam +At·WIII 	 N 

C-
Attack: Melee 1 (one creature); +14 vs. AC o::
Hit: 1dll + 11 damage. UJ 

'" Rend +Recharge ~.:I fill 	 ~ 
ZAttack: Melee 1 (one creature); +22 vs. Fortitude 
:JHit: 3d12 + 11 damage. and the target falls prone and is dazed o(save ends). U 

TRI GC,E RfD Ac r l ONS Z 
~ Flailing Strike + At·WIIi UJ 

Trl88er: The mangler is hit by an attack. 
Effect: The mangler takes 10 extra damage from the triggering 
attack, then makes the following attack. 

Attack (Immediate Reaction): Close burst 1 (creatures in burst); 
+14 vs. AC 

Hit: 2d12 + 4 damage. and the target is knocked prone. 
Rise Again 

Tr/BBer: The mangler drops to 0 hit points for the first time. 
Effect: Make a new initiative check for the mangler. On Its next 
turn, it rises (a move action) with 55 hit points. 

Skills 5tealth +20 
Str 25 (+16) Dex 22 (+15) Wis 20(+14) 
Con 20(+14) Int 6 (+7) Cha 8 (+8) 
Alignment evil Languages 

standard action to bend the bars and pass beyond. 
Each successful Athletics check grants a +2 cumula· 
tive bonus to subsequent Acrobatics checks. 

Climbing the gate requires a DC 24 Athletics 
check.. 

Immobile Undead: Crushed and broken skele· 
tons and zombies cluster together in shrieking groups 
across the courtyard. These areas are difficult terrain. 
A living creature that enters or starts its tum within 

an area ofimmobile undead 
is subject to a dread zombie 
sLayer'S slam and a dread skel· 
etal swarm's death's touch, both 
with a -2 penalty to the attack 
roll. An area ofimmobile 
undead cannot be attacked. 

Ledges and Cliffs: See 
page 123. 

Rubble: See page 123. 
Shattered Statue: The area 

on the map represents one 
of the shattered statue's feet, 
with the other off the map to 
the left. This rubble is piled 
60 feet high and is blocking 
terrain. A character can make 
a DC 24 Athletics check to 
climb the rubble. 



Encounter Level 23 (28,900 XP) 

SETUP 
1 war devil (W) 

2 storm devils (S) 

2 ice devils (D) 

6 legion devil legionnaires (L) 


The characters have reached the ruins ofNecroman
teion. but they must contend with others that share 
their interest ill Acererak's plots. 

When the characters can see into this area, read: 
Tonyues ofwhite fire swirl and flicker throuyhout this area. 
A mound ofshattered black-icefrayments rises a hundred 
feet or more, and the eternal imaye of the dead yod Nerull 
forms from the rubble ofa yreat fortress that once stood 
here. Its open mouth is framed by yreat walls ofrubble and 
black ice. 

Show the players The Fallen Fortress (page 122). 

Perception Check 
DC 29: Behind some of the enormous shards inside the 
yreat skull's mouth, a haifdozen or more creatures lie in 
wait. 

The characters' previous battles have alerted the 
devils, which have an ambush prepared. If the char
acters do not spot them, they attack with surprise. 

TACTICS 
The war devil leads the assault, making trident attacks 
and using besieyedfoe or fiendish tactics each round 
to aid its minion followers. If pressed. it uses devilish 
transposition to seek an easier target. 

A storm devil flies 30 feet above the characters to 
maintain concealment in the eldritch storm. It uses 

War Devil (W) Level 22 Brute (Leader) 
Lar e immortal humanoid (devil) XP 4.150 
HP 255: Bloodied 127 Initiative +17 
AC 35, Fortitude 34. Reflex 32, Will 30 Perception +15 
Speed 8, fly 8 (clumsy) Darkvision 
Resist 30 fire 
STAN DAIlD AClIONS 

CD Claw. At-Will 
Attack: Melee 1 (one creature): +26 vs. AC 
Hit: 1 d6 + 8 damage. 

<±) Trident (weapon) + Recharge 1;-;1~i rrn 
Attack: Melee 2 (one creature): +26 vs. AC 
Hit: 4d4 + 8 damage, and ongoing 5 damage (save ends). The 
devil slides the target to any square adjacent to the devil and 
knocks it prone. 

DevIlish Transposition (teleportatlon) + At-Will 
Effect: The devil and an allied devil within 20 squares swap 

positions...... 
Besieged Foe + At-Will 

Effect: One target within sight is marked, and allies of the devil 
gain a +2 bonus to attack rolls against the target until the end 
of the encounter or until the devil marks a new target. 

Fiendish Tactics + Recharge [;:~ l!ll 
Effect: One or two allied devils of the devil's level or lower 
within 10 squares can each take a move action or make a 
basic attack. 

Skills Intimidate +20 
Str 27 (+19) Dex 23 (+17) Wls19(+15) 
Con 25 (+18) Int 15 (+13) Cha 18 (+15) 
Alignment evil Languages Supernal 
Equipment trident 

infernal thunderclap as frequently as pOSSible, switch 
ing to liyhtninyfork while waiting for that power to 
recharge. 

The ice devils use icy lonyspear and chillin8 com
mand each round, reservingfreezin8 breath until that 
power can target two or more enemies. 

The legion devil legionnaires fight in groups, 
flanking for combat advantage and making use of 
squad defense. They focus on the war devil's besie8ed 
foe target, making extra attacks when the war devil 
uses fiendish tactics. 

DEVELOPMENT 
Each devil has been branded with the image ofa 
broken, one-eyed skull-the symbol ofVecna. If these 
creatures are questioned alive or dead (through the 
Speak with Dead ritual), the characters learn that 
this was an assault force in the service ofVecna, who 
schemes to steal the power of the astral engine for 
himself. The passage down from this area leads to 
location 1 in the Dead Gods' Tomb (page 131), where 
the characters meet more ofVecna's servants. 



2 Storm Devils (5) level 23 Artillery 
Mpd llllll immo,ta l hUlllalloid (devri) XP 5. 100 eac h 

HP 169; Bloodied 84 Initiative +18 
AC 37, Fortitude 33, Reflex 34, Will 33 Perception +17 
Speed 7. fly 7 (clumsy) Darkvision 
Resist 20 fire, 20 lightning, 20 thunder 
SIANI>AflD ACT I ON ~ 

CD Trident (lightning, weapon) + At-Will 
Attock: Melee 1 (one creature); +26 vs. AC 
Hit: 2d8 + 6 damage, and the target takes ongoing 10 lightning 
damage and Is dazed (save ends both). 

® lightning Fork (lightning) + At-Will 
Requirement: The devil must be wielding a trident. 
Attack: Melee 1 (one creature); +28 vs. Reflex 
Hit: 3d6 + 8 lightning damage. 

-i~ Infernal Thunderclap (lightning, thunder) + Recharge I:'~ in 
Requirement: The devil must be wielding a trident. 
Attack: Area burst 2 within 20 (creatures in burst); +26 vs. 

Fortitude 
Hit: 2d1 0 + 6 lightning and thunder damage. the devil pushes 
the target 3 squares away from the origin square of the burst. 
and the target is dazed until the end of its next turn. 

Cyclone + Encounter 
Tri88er: The devil is first bloodied. 
Effect (Free Action): The devil shifts 3 squares, and any Medium 
or smaller enemy adjacent to the devil at the start of the move 
falls prone. 

Skills Stealth +23 
Str20(+16) Dex 25 (+18) Wls 22 (+17) 
Con 25 (+18) Int 16 (+14) Cha 17 (+14) 
Alignment evil Languages Supernal 
Equipment trident 

2 Ice Devils (D) level 20 Soldier 
La rge 111111'01 t., 1 hll llldno ,d (devri) XP 2.ROO ,>ach 

HP 195; Bloodied 97 Initiative +18 
AC 36. Fortitude 33, Reflex 31. Will 29 Perception +13 
Speed 8 Darkvision 
Immune cold: Resist 20 fire 

() Cold Aura (cold) +Aura 5 
E.nemies within the aura take a -2 penalty to attack rolls. 

CD Icy longspear (cold. weapon) +At-Will 
Attack: Melee 3 (one creature); +27 vs. AC 
Hit: 1d12 + 7 cold damage, and the target is slowed (save ends). 

+Claw +At-Will 
Attock: Melee 2 (one creature); +25 vs. AC 
Hit: 1d6 + 7 damage. 

<. Freezing Breath (cold) + Recharge I!:'i r~~ ::~lllJ! 
Attack: Close blast 5 (creatures in blast); +23 vs. Fortitude 
Hit: 2d6 + 7 cold damage, and the target is slowed (save ends). 

~	Chilling Command (cold) + Recharge r:·: 11\ 
Attack: Close burst 5 (creatures in burst); +23 vs. Will 
Hit: The target takes ongOing S cold damage and is immobilized 
(save ends both). 

Skills Endurance +23 
Str 25 (+17) Dex 22 (+16) Wls17(+13) 
Con 27 (..-18) Int lS (+12) Cha 19 (..-1 4) 
Alignment evil Languages Supernal 
Equipment longspear 

6 l egion Devil level 21 Minion Soldier 

legionna ires (l) 
MeJIlII ll "'"110 ' toll hlllllol ll o ,J (,il-v,l) XI' ~ () O Pde h 

HP 1; a missed attack never damages a minion. Initiative +11 
AC 37, Fortitude 33, Reflex 32, Will 32 Perception +11 
Speed 7, teleport 3 Darkvision 
Resist 1 S fire 
T RA ITS 

Squad Defense 
The legionnaire gains a +2 bonus to all defenses while adjacent 
to at least one other legion devil. 

STA NDARD A CTIONS 

CD Longsword (weapon) + At-Will 
Attack: Melee 1 (one creature); +26 vs. AC 
Hit: 8 damage. 

Str14 (+12) Dex 12 (+11) Wls 12 (+11) 
Con 14(+12) Int 10 (+10) Cha 12 (+11) 
Alignment evil Languages Supernal 
Equipment plate armor, heavy shield, longsword 

Eldritch Storm level 22 Warder 
H,ll.Hd XP ,1,1 ',0 

The activation ofAcererak's eldriteh en8ine has surrounded the 
ruills ofNeeromanteion with a swirlill8 storm ofwhite arcane z 
fire. u.: 

Hazard: When a creature casts a spell or uses a magic 
item within the eldritch storm, that activity brings forth a 
crippling pulse of power. 

Perception 
+ DC 24: A character inside the eldritch storm notices that 

his or her magic items shine with a faint light. 
Additional Skill: Arcana 
+ DC 24: A character inside the storm senses that its 

unstable energy surges in reaction to spellcasting or the 
use of a magic item. 

Trigger 
The hazard attacks when a character uses a nonmartial 
attack power or utility power, uses a magiC item power, 
or makes an attack roll using a magic weapon or magic 
implement. 

Attack + Fire 
Opportunity Action Close burst 3 
Target: Each creature in burst 
Attack: +23 vs. Fortitude 
Hit: 3d8 fire damage, and the target is dazed until the end 

of its next turn. 
Countermeasures 
+ Just before casting a spell or using a magiC item, magic 

weapon, or magiC implement, a character can make a DC 
29 Arcana check or Thievery check as a minor action. 
With a successful check, a character gains a +2 bonus to 
Fortitude against the hazard's attack and is not dazed if 
the attack hits. 

F EATURES OF THE AREA 
Black Ice: See page 123. 
Eldritch Storm: The swirling storm of white fire 

fills this entire area (see the hazard statistics block). 
Creatures within the storm have concealment unless 
they are within 5 squares of each other. 

Rubble: See page 123. 



In the millennia after the fall ofNee rom ante ion, 
a hidden network of magically linked chambers 
has endured beneath NeruU's shattered citadel. 
These chambers were the most powerful of Pluton's 
shrines-each dedicated to the memory of a dead god. 

Years of relentless questing and research have 
brought Acererak to this place; His undead minions 
are clearing out its defenses by sacrificing themselves 
in their master's name. A network of permanent tele 
portation circles connects the shrines of the Dead 
Gods' Tomb-a network that Acererak controls and 
has sealed against incursion. The demilich has placed 
uniquely crafted gem-keys within the shrines ofsix 
dead gods (as well as in two distant planar motes). 
These fist-sized gems act as a conduit for the spirit 
energy now feeding the astral engine. 

Built around the great gem that is Acererak's 
phylactery, this final eldritch engine was activated 
with the power stolen by the lesser eldritch engines 
of the Feywild and the Shadowfell. Within the astral 
engine, Acererak's consciousness waits in a state of 
deep meditation as the demilich builds a god's body 
for himself. The power of this final engine absorbs 
the essence ofNerull and other dead gods dispersed 
throughout the Astral Sea. 

ARRIVING IN THE 
DEAD GODS' TOMB 
The Dead Gods' Tomb begins at the Hidden Temple 
(location 1), which the characters enter after Encoun 
ter P3. The teleportation circles there offer access to 
the shrines set beneath Necromanteion's shattered 
foundations. 

TERRAIN AND FEATURES 
Unless otherwise noted in an encounter description, 
the information here pertains to each location in the 
Dead Gods' Tomb. 

PORTAL ARCHES 
These mist-filled square arches are permanent tele
portation circles that connect the shrines of the Dead 
Gods' Tomb to each other, and Acererak has warded 
them with powerful magic. A character can make a 
DC 16 Arcana check to detect the portals' teleporta 
tion magic. A DC 24 check reveals that the portals 
have been disabled. 

A character can make a DC 29 Arcana check as a 
standard action to activate a portal (but see below). 
Up to two other characters can assist the check. On 
a successful check. the portal activates for 1 minute. 
On a failed check. the portal makes an attack: close 
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burst 2; +25 vs. Reflex; 3dlO damage, and the portal 
pushes the target 5 squares. 

The portals at location 1 require a skill challenge 
to overcome their powerful wards. Afterward, they 
can be activated normally, as above. 

Shrine portals connect according to the numbers 
on the map, so that a character stepping into the 
portal labeled 8 at location 4 emerges through the 
portal labeled 4 at location 8. 

Unlike with a normal teleportation circle, a char
acter cannot see anything ofwhat lies beyond a portal 
arch. 

PtANAR CROSSOVER 
Planar crossover locations 5, 6, and 7 can be reached 
from location 9 or by way ofmalfunctioning portals 
in other shrines. Whenever the characters activate a 
portal in location 2, 3,4, or 8, roll a d8 . On a result 
of 5, 6, or 7, the portal connects permanently to that 
planar location (so, for example, a result of 6 indicates 
location 6). Otherwise, it sends travelers to the loc
tion indicated by its number. See the encounter text 
for details on how the characters can get back to the 
Dead Gods' Tomb. 

PtANAR VISIONS 
Whenever a character makes an Arcana check to 
detect magic while in the Dead God's Tomb, roll a d4 
and consult the following table. Once the vision fades, 
the check to detect magic functions normally. 

PLANAR VISIONS 
d4 Vision Resu lt 

1 The q,aracter enxisions the Feywild Tomb. 

2 The character envisions the Shadow Tomb. 

3 The character envisions the Abandoned Tomb. 

4 The character doesn't receive a vision. 


If the character envisions the Feywild Tomb, read: 
With a shimmer, the ever-present necrotic seepa8e from the 
walls is 8one, replaced by pale ween vines and way mold. 
The air is moist, heavy with the scent ofdecay. 

If the character envisions the Shadow Tomb, read: 
The even brickwork ofa lon8 hall oozes with black slud8e, 
and feelin8s ofdespair assail you. 

If the character envisions the Abandoned Tomb, 
read: 
The stillness ofdusty stone replaces the dread darkness. 
Emptiness pervades a desolate ruin, its walls untouched by 
life or ma8ie. 

GEM-KEYS 
These huge magiC gems draw the life force of the 
dead gods from the planar energy of the Astral Sea, 
shunting it to the astral engine at location 10. Some 



gem-keys are yet unclaimed, waiting to be found 
by the characters, while others have already been 
claimed by Vecna's servants. 

When an active gem-key is first encountered, a 
character can make an Arcana check to discern its 
function. 

Arcana Check 
DC 24: The floatina aem pulses with the same distinctive 
eneray sianarure noted in all ofAcererak's eldritch en8ines. 
Great amounts of planar power are bein8 drawn offfrom 
this place and Siphoned away to some other location. Safely 
carryin8 such a aem will require attunin8 its power to 
yourself. 

The demilich originally stole the gem-keys from the 
crown in Nerul\'s shrine (location 9). The characters 
must carry the gem-keys to return them to the crown, 
but the potent energy channeled through the keys is 
hazardous to living creatures. 

Before a gem-key can be safely carried, a character 
must make a DC 16 Arcana check or Religion check 
to attune it to himself or herself. On a failed check, 
the character takes 2dlO damage but can try again_ 

While a character touches or carries an unattuned 
gem-key, he or she takes 2dlO damage at the start 
of each of his or her turns. Even after a gem-key is 
attuned, the character carrying it suffers long-term 
effects from the energy still being channeled through 
it. For each gem-key attuned to a character, he or she 
loses a heal.ing surge. 

The above effects persist ifa key is stored or pro
tected by a ba8 ofholdin8, a Leomund's Secret Chest 
ritual, or similar items or effects. The healing surge 
penalty persists if a gem-key is discarded after being 
attuned to a character, though the penalty for one 
character ends if the gem-key is attuned to a different 
character. All penalties and effects are negated when 
the gem-keys have been successfully placed into 
Nerull's crown. See the "Replacing the Gem-Keys" 
skill challenge in Encounter D8, page 148. 

coDEATH IN THE DEAD GODS' TOMB 

o 
~ The shrines beneath Necromanteion are steeped with 

the spiritual energy of the dead gods. which plays I-
havoc with Raise Dead rituals. A character who dies in ~ 
one of the Pluton shrines can be raised, but he or she Cl 
must make a DC 24 Endurance check after returning o 

lJto life. On a failed check, the character dies again_ 
ClA character successfully raised in Pluton takes an 
<:enhanced death penalty in the form of a -2 penalty w 

to attack rolls, skill checks, saving throws, and ability Cl 
wchecks. This penalty lasts until the character leaves 
1:Pluton, ofwhich the Dead Gods' Tomb is a part. I

DEAD GODS' TOMB 
OVERVIEW 
Each of the shrines the characters enter is dedicated 
to one of the many gods who perished before Nerull's 
time. The wards that protected these sites were 
powerful in their own right, but Acererak has recon
figured and strengthened their ancient magic. 

Many more dead gods' shrines are hjdden beneath 
Necromanteion, but Acererak has focused his astral 
engine on those gods whose lingering life force is 
strongest. The portals of their shrines have been net
worked in a closed loop to heighten the collection of 
planar power. 

Most shrines do not hold any actual remains of the 
dead gods, only a magical connection to the fallen 
deity's memory and scattered life force . In any dead 
god 's shrine, a character can make a DC 24 Arcana 
check or Religion check to deduce that Acererak is 
using these places to Siphon the spiritual energy of 
the dead gods from the Astral Sea. 

1. HIDDEN TEMPLE 
Nerull's former great hall and throne room holds the 
gates that access the shrines in the Dead Gods' Tomb. 
Acererak has warded these portals with a pair of 
guardians. 

See Encounter Dl: Hidden Temple, page 134. 

THE ROLE OF THE DEAD 

This chapter of the adventure uses the core DUNGEONS 
& DRAGONS cosmology and some of the fallen deities 
described in the core rules and other supplements. The 
Dead Gods' Tomb can also be used in a FORGOTTENREALMS 
or EBERRON campaign. 

Its extensive and frequently bloody history means that 
the cosmology of the FORGOTTEN REALMS setting offers up 
a host of dead gods whose shrines might be represented 
beneath Pluton. For the purpose of this chapter, Nerull 
might be an unnamed and ancient god of death who 
preceded Kelemvor. In this cosmology, the god slain by 
Asmodeus has a name (Azuth), but the other gods of 
Nerull's shrines might be long forgotten. 

In an EBERRON campaign, the gods are more mysterious 
and distant than those of the core DUNGEONS & DRAGONS 
cosmology. The discovery of the Dead Gods' Tomb might 
have far-reaching implications for your campaign, and the 
things the characters discover here might provide a spring
board for the campaign that sees them through to the end 
of the epic tier. Are Nerull and the dead gods in his shrines 
a sign that the Sovereign Host and the Dark Six are only 
some of many gods that once held sway in the cosmos? 
Did the Schism involve not only a split among the gods 
but a war that left countless dead deities in its aftermath? 
Or are the entities found herein not true gods at all-and 
if this is the case, what in the worlds were they? 
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2. SHRINE TO AMOTH 
Amoth, the god ofjustice, was struck down by Orcus 
and Demogorgon millennia ago. The tapestr ies in this 
shrine tell the story of his life and death, but Acererak 
has rewritten thei r ending with the characters in 
mind. 

See Encounter D2: Fallen Amoth, page 136. 

3. SHRINE TO TUERN 
Tuern was a god ofwar slain and usurped by his 
brother Bane. His shrine is lined with the arms and 
armor that were his legacy-now possessed by Acer· 
erak 's fell power. 

See Encounter D3: Betrayed Tuern, page 138. 
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4. SHRINE TO 

HE WHO WAS 
The deity slain by 
Asmodeus is less than a 
memory now-even his 
name is forgotten . When 
the characters enter this 
shrine, they encounter 
another force ofVecna's 
servants-devils led by a 
powerful vampire lord . 
A magic pool within 
the chamber creates an 
additional hazard-or 
gives aid to those who 
can offer fe alty to a dead 
god. 

See Encounter D4: 
A Prayer for He Who 
Was, page 140. 

5-10THER

WORLDLY 
SHRINES 
Like Acererak's other 
"eldritch engine" tombs, 
the Dead Gods' Tomb 
has planar links to the 
locations of each of the 
others-the Feywild, near 
the Garden ofGraves; 
the Shadowfell, within 
the complex beneath 
Moil; and the Abandoned 
Tomb. 

Each time the char
acters find themselves 
transported to one of 
these sites, roll a d6 to 
determine into which 
plane they briefly step. 

d6 Destination 

1-2 The FeywlId; see Encounter DS: Wild Game, ~.-J42. 

3-4 The Shadowfell; see Encounter D6: liquid Night, 
page 144. 

5-6 The Abandoned Tomb; see below. 

If the characters appear in the Abandoned 
Tomb, read: 
The sudden verti80 is familiar to you now. The chamber 
into which you step is dearly part ofa tomb- but just as 
obviouso/ not a part ofthe astral crypts throu8h which 
you've been explorin8. Mildew din8s to the crevices of the 
rou8h stone wall, water drips in the distance, and every 
sound echoes throu8hout the room. 



You know where you are, because you have been here 
before. You are standin8 within the abandoned remnants of 
the infamous Tomb ofHorrors, beneath the ruins ofSkull 
City. 

The chamber appears to be the ruins ofan old chapel. 
Cracked and broken pews spill across the floor, and a dais 
on one wall holds an equally shattered altar. Two cande
labra stand, one to each side ofthe dais. They are covered 
in cobwebs, and their holders arefilled with dried wax 
uncountable years old. 

This location is an even more ruined version of the 
chapel and the dais as described in Encounter T1 (page 
102). Refer to the map in that encounter. Because no 
encounter is designed to occur here, the only pertinent 
features of the area are the ones given below. 

Illumination: Darkness. 
Ceiling: The ceiling is 12 feet high. 
Exits: Characters who move into the archway or 

through either of the passages that lead from this area 
(to the north and the east) are teleported back to the 
location they came from in the Pluton complex. 

8. SHRINE TO DECAY 

Another squad ofVecna's servants is in the process of 

seizing the gem-key here when the characters enter. 

The great undead ooze that guards the key is a dead

lier threat. 


See Encounter D7: Black Pool, page 146. 

9. SHRINE TO NERULL 
In a shrine to Nerull built by the Raven Queen, 
the characters can return the gem-keys to the dead 
god's crown-draining their power and temporar
ily disabling Acererak's astral engine. Doing so is a 
dangerous test made more deadly by the demilich's 
magic wards. 

See Encounter D8: Reaper's End, page 148. 

10. ASTRAL ENGINE 
In a specially constructed chamber deep beneath 
Necromanteion, Acererak's astral engine has alerted 
him to the characters' destruction of the gem-keys. 
Partway through his process ofdivine transforma
tion, the demilich attacks in the form ofa god-golem. 
Acererak's phylactery is the heart of the pulsi1lilg 
engine, and the characters must destroy it and the 
demilich to be victorious. 

See Encounter D9: Astral Engine, page 150. 

ACERERAK'S MESSAGE 
In the aftermath of Encounter D1, the voice ofAcer
erak issues a final challenge, the acid tone of which 
should serve both as a warning and a hopeful sign. 
The demilich's direct threats show how seriously the 
characters' actions in earlier chapters have hindered 

his plans-and how he fears that the characters 
might yet prevent his ascension to godhood. Acer
erak has passed the point of toying with foes as he 
once did. This is the endgame, and the demilich is . 
playing to win. I.f1 

Cl 
Unlike his previous poem, Acererak's final verse o 

offers no cryptic clues to help the characters as they t.:l 
enter his final tomb. Perceptive players can still use Cl 
the demilich's message to discern that the only exit <t 

LiJ
from the dead gods' shrines is in location 8 (by way Cl 
of the black pool). In his poem, Acererak boasts of his LiJ 

control over the shrines ofAmoth, Tuern, He Who 1: 
Was, and the planar crossover locations. In not men- I
tioning the shrine of the unnamed god ofdecay, the 
demilich attempts to focus the characters' attention 
on the other shrines-and to keep them fruitlessly 
searching for the passage to the astral engine while 
his transformation becomes complete. 

The old 80ds fall, and from their blood, I rise 
Lay waste to all that I despise 
And when I shred your souls 

Drink deep your lives 

I hear you screamfor mercy 
Be8 surcease 
Entreat your faithless 80ds for death's release. 

But all the 80ds whosefealty you swear 
Cannot protect you here 

And like the dead80ds who now do my will 

Your fallen80ds before my 80d-kin8's throne shall kneel. 

The God ofMercy, Bone to dust, 


Now metes out justice I decree. 

The God ofWar, betrayed by blood, 


Takes up my dread authOrity. 

The Nameless God who chaosfelled 


Bequeaths his name and power to me. 

The worlds within this world within 
Shallfalllike every world I see. 

And at the end ofall that is 
The God ofDeath who death possessed 
Stands in my thrall like all the rest. 

Your fools' valor leaves you helpless now 
And all the choice last left to you 
Is to decide which dead 80d's shrine 
Will be the final thinB you see-

Which dead 80d now defends the path to me. 

The God ofUndeath, crowned anew 
The God of Death whose name you fear 

I am Acererak ... 
Your feeble lives end here. 

CHAPTER 4 I Dead Gods' Tomb 



Encounter Level 22 (24,550 XP) 

SETUP 
2 rocktempest gargoyles (G) 

This great hall. the centerpiece ofNerull's fallen 
fortress, is the only entrance to the Dead Gods' 
Tomb-an entrance Acererak has sealed against 
intruders. 

When the characters approach this chamber 
after Encounter P3, read: 
The passaDefrom the skul1's mouth descends a hundred 
paces into a vaulted chamber, its waUs scribed with mystic 
ru.nes. Six arches are set alonn the walls- three openinn 
onto blank stone, and three filled wi.th swirlinD white mist. 

The remaitlS ofa number ofonyx altars lie scattered 
across thefloor, and a half-dozen larner altars of red stone 
are set around a low dais and a hune. crumblinn throne.A 
bas-reliefofa red-black skull is set on the th.rone's fti8h back, 
its teeth and eyes set with 8leamin8 bladl8erns. Within the 
tratlSlucent blackness ofthefloor and walls, thousands of 
humanoid bodies arefrozen fast, theirjaintfeatures SU8
8estin8 the terror with which they died. 

History or Religion Check 
DC 16: This is Nerull's lostfortress,Necromanteion-or 
what remains of it. This 8reat hall was the Hidden Temple, 
once the entrance to Nerull's sanctum. 

Arcana Check 
DC 24: Powerful Leleportation manic suffuses the mist
filled archways. 
DC 29: The three teleportation drdes are disabled-shut 
down behind potent arcane wards. 

When the characters examine the throne, read: 
The 8raven skull is as oId as the throne, but tlte 8erns are 
more recent-set here a month ano, perhaps less. 

The characters can approach the arches and inves
tigate them from adjacent squares without risk. If a 
character attempts to step through a mist-filled arch, 
or after the characters attempt their first check in the 
"Opening the Portals" skill challenge, a rocktelnpest 
gargoyle guardian appears. 

Show the players Gargoyle Attack (page 156). 

When a rocktempest gargoyle appears, read: 

A sudden pulse of darkness breaks the swiTlin8 white mist 

as an enormous 8ray shape explodes out ofthe arch: a 8reat 

8ar8oyle that shrieks as it attacks. 


TACTICS 
A rock tempest gargoyle opens withfiy intJ strike, then 
focuses tempest claws on charac ters undertaking the 
skill challenge. If reduced to 50 hit points or fewer, a 
rocktempest gargoyle takes stone form for 10 rounds 
or until the next success the characters achieve in the 
challenge. 

If the characters cause a second rocktempest 
gargoyle to appear before the first one is slain, both 
creatures flank while they daze as many targets as 
possible. One bloodied gargoyle takes stoneform for 
10 rounds while the other uses j1yin8 strike to scatter 
the charac ters. 

A rock tempest gargoyle pursues the characters 
back to the site of Encounter P3 (page 128), or into 
the Hidden Temple's unmapped side chambers. If 
all the characters flee through an activated portal, 
any gargoyles in the chamber follow but are instantly 
absorbed back into the mist , ready to be brought 
forth again. 

2 Rocktempest Gargoyles (G) Level 23 Elite Lurker 
Large cl l'Ill(, llt~1 hUlll anoid (ea rth ) XP 10.2 00 e,lc h 

HP 330; Bloodied 165 Initiative +23 
AC 37, Fortitude 37, Reflex 36, Will 34 Perception +14 
Speed 6, fly 8 (hover) Darkvision 
Immune petrification 
Saving Throws +2 ; Action Points 1 
STA N D AR D A CT IONS 

CD Claw" At-Will 
Attack: Melee 1 (one creature); +28 vs. AC 
Hit: 2d8 + 6 damage, and ongoing 15 damage (save ends). 

+Tempest Claws" At-Will 
Effect: The gargoyle uses claw two times. If both attacks hit the 
same target, the target is also dazed (save ends). 

Stone Form" At-Will 
Effcct: The gargoyle enters stone form until it ends the effect 
as a minor action. While in this form. it gains tremorsense 10 
and resist 30 to all damage. regains 10 hit points at the start 
of each turn, and cannot take actions except to end the effect. 
When the gargoyle ends the effect, it gains a +10 bonus to all 
damage rolls before the end of its next turn. 

+Flying Strike" Recharge ~:;] !t~, or when the gargoyle uses 
stone form 
Effect: The gargoyle flies 8 squares and makes the following 

attack three times at any point during its move. This move
ment does not provoke opportunity attacks. 

Attack: Melee 1 (one creature); +26 vs. Fortitude 
Hit: 4d8 + 12 damage, and the gargoyle slides the target 3 
squares. 

Str 26 (+19) Dex 27 (+19) Wls 17(+14) 
Con 24 (+18) Int 15 (+13) Cha 21 (+16) 
Alignment chaotic evil Languages Primordial 



OPENING THE PORTALS 
The portals in the great hall lead to the Dead Gods' 
Tomb, but Acererak has sealed these gates. 

The characters must overcome the wards protect
ing the portals here-ifAcererak 's guardians don't kill 
them first. 

Level: 22 (XP 4,150). 
Complexity: 1 (requires 4 successes before 3 

failures). 
Special: A character must be adjacent to one of 

the mist-filled archways to attempt any check in this 
challenge. Characters working together to complete 
the challenge must work at the same portal. The first 
time the characters attempt a check, whether or not 
it succeeds, a rocktempest gargoyle emerges from the 
archway and attacks (see ''Tactics''). 

The characters can undertake the skill challenge 
multiple times (and must do so if they fail). They earn 
XP only for their first success in the challenge, not for 
repeated successes. If they never achieve a failure in 
this challenge, they do not cause a second rocktempest 
gargoyle to appear (see "Failure" below), and the XP 
reward for this encounter is reduced accordingly. 

Primary Skills: Arcana, Athletics, Thievery. 
Arcana (DC 24, standard action): The character dis

rupts the flow ofarcane power warding the portal. If 
the result of this check is 29 or higher, the next char
acter to make a Thievery check in the challenge gains 
a +2 bonus. The characters must achieve at least 1 
success with Arcana to succeed on the skill challenge. 

Athletics or Thiever)' (DC 24, standard action): The 
character tampers with the ancient construction of 
the portal to disrupt its wards. On a failed check, the 
character takes IdlO damage from arcane feedback. 

Secondary Skills: Perception. 
Perception (DC 24, minor action): The character 

studies the flow of mist within a portal to gain 
knowledge about the setup of its arcane wards. On a 
successful check, the character gains a +2 bonus to 
his or her next primary skill check in the challenge. 

Success: The characters shut down the wards pro
tecting a portal arch. The mists continue to block any 
view ofwhat lies beyond, and the characters must still 
activate the portal (see "Portal Arches," page 130). ~ 

Failure: The first time the characters fail this Z 
challenge, a rocktempest gargoyle emerges from the UJ 

Clportal and the portal becomes inert. its mist disap
Cipearing to reveal blank stone beneath it. The skill 
:rchallenge must be undertaken again on a different 

portal. (An inert portal reactivates after 1 hour, so ,.... 
the characters aren't permanently stymied if they fail Cl 
challenges on each ofthe functioning portals.) 

THE VOICE OF ACERERAK 
Characters can remove the gems from the bas-relief 
skull on the back of the throne (see "Features of the 

2Area") . In addition to the damage noted, the throne w 
makes an attack against the character who removes 
the last gem: +25 vs. Will; 3d 10 + 3 lightning and 
necrotic damage. The bas-relief skull then speaks 
under the effect of a Magic Mouth ritual. 

When the skull speaks, read: 

A shriekina hiss fills the chamber as the skull appears to 

speak, its aaeless voice threaded with hatred. 


The magic mouth relays Acererak's dread warning in 
the demilich 's own voice. See "Acererak's Message," 
page 133. 

FEATURES OF THE AREA 
Illumination: Dim light from the glowing arches. 
Ceiling: The ceiling is 30 feet high. 
Altars: A character can use a move action or make 

a DC 16 Acrobatics check or Athletics check to move 
onto an altar. 

Portal Arches: Six square portal arches line the 
walls here-three inert and set against blank stone; 
three active and filled with white mist. The mist
filled arches are permanent portals connecting to the 
shrines of the Dead Gods' Tomb. 

Rubble: Shattered black stone scattered through
out the area is difficult terrain. 

Side Passages: The lO-foot-wide passages at the 
corners of the Hidden Temple lead to a network of 
satellite chambers, most collapsed under rubble. 
These empty areas play no part in the adventure. 

Throne: Nerull's ruined throne sits atop a 
I -foot-high stone dais suffused with dread energy. 
\Vhenever a creature ends its turn on the dais or the 
throne, it takes 2dlO cold and necrotic damage. 

Treasure: Each of the gems set in Nerull's graven 
image can be pried from the throne as a standard 
action. Nine black sapphires forming the teeth are 
worth 20,000 gp each. The image's eyes are a gem-cut 
orb ofdrastic resolutions +5 and a aem ofopenina (treat as 
a chime ofopenina, Adventurer's Vault, page 169). 



Encounter Level 23 (26,100 XP) 

SETUP 
Aspect of Demogorgon (D) 
Aspect of Orcus (0) 

This is the shrine to Amoth, the god ofjustice and 
mercy who was slain by Orcus and Demogorgon 
when his astral dominion ofKalandurren was over· 
run. Ancient magic still lingers here, subverted 
by Acererak to animate a pair ofguardians. This 
encounter uses halfofone side of the poster map. 

Do not place the monsters on the map until they 
appear. 

When the characters can see into the inner 
chamber, read: 
Bri8ht tapestries around the inner chamber 810w with their 
own ma8ie li81tt. Delicately woven scenes s110w kniahts 
on horsebackfi8htin8 draaons and other fell beasts, their 
banners displayin8 twin orbs of 80ld and white. Alena tlte 
north side of the chamber, the tapestries show a 80dlike 
fi8ure with silver armor and a sheathed sword. In his out· 
stretched hands, aaolden orb sheds warm sunli8ht and a 
whUe orb shines silver like a full moon. On thefloor ofthe 
chamber before this tapestry stands aweat pile of icebound 
bone shards with a fist·sized white 8emfloatill8 in midair 
above it. 

Religion Check 
DC 24: Jud8in8 by his raiment and the orbs lIe holds, this 
silverfi8u re is Amoth-a 8od ofj usnce and mercy who was 
slain millennia aBO by the combined mialtt ofOrcus and 
Dem08or8on. 
DC 29: Thou8h they have lon8 since been drained of 
any power, the bone shards are the last physical remains 
ofthe80d. 

The scene within the magic tapestries is slanted to 
the viewer. Each character views the knights and 
Amoth in the form of his or her own race. 

The magic tapestries change their view when the 
first character steps 10 feet into the inner chamber. 

When this happens, read: 
The color of the tapestries shimmers and fl ows like water. 
In a heartbeat, their idyllic display is Bone, replaced by 
scenes ofcarna8e. The kni8hts from the earlier view now 
lie dead and dismembered across bloody battlefields, their 
corpses rava8ed by a triumphant demonic horde. The 
silverfi8ure stands atop the corpse ofaareat black·skinned 
demon. His sword hacks a baboon·headedfiend almost in 

two-even as a corpulent, ram·headed beast prepares to 
strike from behind him. 

Religion Check 
DC 29: After slayin8 the demon lord Rimmon, Amoth 
attacked Dem08or8on, nearly splittin8 him in two. Despite 
his stren8th, Amoth was defeated by Orcus. 

From the time they enter the inner chamber, the char· 
acters have 10 rounds in which to investigate before 
Acererak 's magic unleashes this shrine's threat. 

When the 10 rounds pass, read: 
The ima8es on the tapestries ripple once more. Now, 
the leerin8face ofOrcus turns to scan the chamber as 
Dem080r80n writhes and reforms-the demon's shattered 
skull and severed torso shaped into two separate heads. 
With the sound ofrendin8flesh, both demon lords claw 
their way into the chamber. The tapestries collapse to dust, 
darkness flarin8 as the shriekin8fiends attack. 

Aspect of Orcus (0) Level 24 Elite Brute 
Large elenH'l1tJ I hUlllanuiri (tJr.rnol1) XP 1}.1 00 
HP 560; Bloodied 180 Initiative +15 
AC 37, Fortitude 39, Reflex 35, Will 36 Perception +11 
Speed 6, fly 8 (clumsy) Darkvision, low·light vision 
Immune disease, poison; Resist 10 necrotic 
Saving Throws +1; Action Points 1 

o Lesser Aura of Death (necrotic) + Aura 10 
Any enemy that enters the aura or starts its turn there takes 
5 necrotic damage, or 10 necrotic damage while the aspect of 
Orcus is bloodied. 

51l\NDI\IlD Ac TI()N~ 
CD Skull Mace (necrotic, weapon) + At-Will 

Attack: Melee 1 (one creature): +17 vs. AC 
Hit: 1d10 + 5 damage, and the target is weakened (save ends). 

fTaii Lash +At-Will 
Tri88er: An enemy moves or shifts to a square adjacent to the 

aspect. 
Attack (Immediate Reaction): Melee 1 (triggering enemy); +17 

vs. AC 
Hit: 1d6 + 10 damage, and the aspect knocks the target prone. 

Variable Resistance + 3/Encounter 
Tri88er: The aspect takes acid, cold, fire, lightning, or thunder 

damage. 
Effect (Free Action): The aspect gains resist 10 to the triggering 
damage type until the end of the encounter or until it uses 
variable resistance again. 

Skills Arcana +23, History +23, Intimidate +14, Religion +13 
Str30 (+11) Dex 17 (+15) Wls 19 (+16) 
Con 30 (+11) Int 11 (+18) Cha 15 (+19) 
Alignment chaotic evil Languages Abyssal, Common 
Equipment skull mace 



Aspect of Oemogorgon (0) Level 25 Elite Controller 
HlIg!' " I" I11 ('n l,,1 h'"11dnOIO (,lqll.1l1<, d" Il I" ") XP 14 ,D OO 

HP 476; Bloodied 238 Initiative +17 
AC 39, Fortitude 37, Reflex 36, Will 37 Perception +25 
Speed 6, teleport 6 Darkvision 
Saving Throws +2; Action Points 1 

Double Actions 
At the start of combat, the aspect of Demogorgon makes two 
initiative checks. Each check corresponds to one of the aspect's 
heads-Aameul or Hethradiah-and the aspect takes a turn on 
each initiative count. The aspect has a full set of actions on each 
of these turns, and the aspect's ability to take an immediate 
action refreshes on each turn. 

Dual Brain 
At the end of its turn, the aspect of Demogorgon saves against 
dazed and stunned conditions and charm effects. 

CD Forked Tall (necrotic) + At-Will 
Attack: Melee 5 (one creature); +29 vs. Reflex 
Hit: 2d8 + 5 necrotic damage, and the target is weakened (save 
ends). 

:'-Inescapable Grasp (teleportation) + At-Will 
Attack: Ranged 10 (one creature); + 31 vs. Reflex 
Hit: The target is teleported to a space within 3 squares of the 
aspect. 

~	Tentacle Blast + At-Will 
Attack: Close blast 3 (creatures in blast); +27 vs. Fortitude 
Hit: 2d8 + 5 damage, and ongoing 10 damage (save ends). If 

this attack deals ongoing damage to a creature that is already 
taking ongOing damage, the ongoing damage increases by 5. 

<.. Dominating Glare (psychic) + Recharge 11i 
Attack: Close blast 5 (enemies in blast); +29 vs. Will 
Hit: 1dl 0 + 5 psychic damage, and the target is dominated 
(save ends). 

T RIGGERED ACTIONS 

Gaze of Abyssal Might + At-Will 
Trisser: An enemy starts its turn within 10 squares of the 

aspect. 
Effect (Free Action): Roll a d20; on a result of 1 0 or higher, the 
triggering enemy is slowed until the end of its turn. 

Variable Resistance + 3/Encounter 
Tri88er: The aspect takes acid, cold, fire, lightning, or thunder 

damage. 
Effect (Free Action): The aspect gains resist 10 to the triggering 
damage type until the end of the encounter or until it uses 
variable resistance again. 

Skills Athletics +27, Intimidate +21 

Str 31 (+22) Dex 20 (+17) Wls 18(+16) 

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

Alignment chaotic evil Languages Abyssal, Common 


TACTICS 
The aspec t of Demogorgon opens combat with domi
natina alare, following up by spending an action point 
and making another attack as appropriate. It then 
uses tentacle blast each round , fOCUSing on targets 
already taking ongOing damage. It counts on aaze of 
abyssal miaht to hinder the characters' tactical move
ment, and it uses inescapablearasp to deal with a foe 
hitting it from the edge of the fray. 

The aspec t of Orcus stays in the thick of combat to 
maximize the effec t oflesser aura ofdeath and tail lash. 

It uses skull mace aga inst a single target, focusing first 
on controllers and spcllcastcrs. 

These creatures follow characters who flee UI 

through the portals. 

F EATURES OF THE A R EA 
Illumination: Bright light from the tapestries. 

After the tapestries collapse. the area is dark. 
Ceiling: The ceiling is 40 feet high. 
Tapestries and Walls: The wall that separates 

the inner part of this chamber from the outer part 
has several openings, most of which arc covered by 
hanging tapestries when the encounter begins. The 
magic of the tapestries prevents them from being 
pushed aside or moved through. After the tapestries 
collapse, creatures can move through the openings. 

Essence of Kalandurren: The energy ofAmoth's 
fall en astral dominion permeates this place. "Vhile 
within the shrine, a character must make a DC 16 
Endurance check at the end of each of his or her 
turns or take Id 10 cold damage. 

Frozen Bone-Shard Pile: The last physical rem
nants ofAmoth are the frozt'J1 bone shards at the 
center of the chamber. A creature can make a DC ] 6 
Athletics check to climb the pile. A creature that ends 
its turn on the pile takes 2dlO cold damage. 

Where the shard pile trails out across the floor, 
it creates areas of icy rubble. Whenever a creature 
runs. charges, or makes a double move in icy rubble, 
it must make a DC 20 Acrobatics check or fall prone 
at the end of its move. 

Gem-Key: The floating gem-key Siphons arcane 
energy from this ancient shrine to Acererak 's eJdritch 
engine. See "Gem-Keys," page 130. 

Portal Arches: These mist-flUed square arches 
are permanent portals connecting the shrines of the 
Dead Gods' Tomb (page 130). 

Treasure: On a section of the north wall behind 
the tapestries hangs a gem-studded crystal holy 
symbol ofAmoth (110,000 gp). 



Encounter Level 22 (22,300 XP) 

SETUP 
3 sword guardians (S) 
2 armor guardians (A) 
2 blade swarm guardians (B) 

This shrine is dedicated to Tuem, the ancient war god 
who was slain and usurped by his brother Bane. 

When the first character steps through the 
portal, read: 
Broken weapons and shattered bones litter thej100r ofa 
lona chamber, and blackened stone walls are set with racks 
ofburnished steel. The bodies ofsix devils litter thej1oor, 
but a broader view is obscured by the hulkina metal fiaures 
crashinaforward to attack. 

The arms and armor of the captains who fell with 
Tuern were interred here. Acererak's dark magic has 
animated them to serve as defenders. 

3 Sword Guardians (S) Level 20 Soldier 
Large immortal animate (construct) XP 2.800 e"ch 

HP 190; Bloodied 95 Initiative +17 
AC 36, Fortitude 34, Reflex 31, Will 32 Perception +16 
Speed 8 Darkvlsion 
Saving Throws +2 against ongoing damage 
Immune disease, poison, sleep 

CD Slashing Blade" At-Will 
Attack: Melee 2 (one creature); +25 vs. AC 
Hit: 2d10 + 10 damage, and the target is marked until the start 
of the guardian's next turn. 

TRIGGERED ACTIONS 

+Blade Flurry .. At-Will 
Tri88er: A creature marked by the guardian moves or shifts. 
Attack (Immediate Interrupt): Melee 2 (triggering creature); +23 

vs. Fortitude 
Hit: 2d1 0 + 12 damage, and the target is dazed (save ends). 

+Relentless Cleave .. At-Will 
Tri88er: The guardian hits a bloodied creature with slashin8 

blade. 
Effect (Free Action): The guardian uses slashin8 blade against the 
same target. If this attack hits, the guardian slides the target 1 
square. 

(0 Explosive Shards (teleportation) 
Tri88er: The guardian is first bloodied. 
Attack (No Action): Close burst 3 (enemies in burst); +23 vs. 

Reflex 
Hit: 2d8 damage, and the guardian teleports 5 squares. 

Str27 (+18) Dex21 (+15) Wis 23 (+16) 
Con n (+16) Int 10 (+10) Cha 11 (+10) 
Alignment unaligned Languages 

TACTICS 
The sword guardians take the lead in combat, target
ing strikers and defenders with slashina blade. A sword 
guardian stays close to its foes to maximize the effec
tiveness ofbladej1urry, targeting bloodied foes with 
relentless cleave whenever it can. 

The armor guardians use shield slam as frequently 
as possible, fighting within areas of battlefield 
remains to increase their defensive bonuses and deal 
extra damage to prone foes. They follow a successful 
shield slam with wave ofsteel, then repeat the same 
tactic. 

The blade swarm guardians fight at the edge of the 
fray, focusing on spellcasters and ranged combatants 
hoping to avoid melee. They stay close to each other 
to maximize swarm attack, and they use storm ofblades 
as frequently as possible. 



2 Armor Guardians (A) 
L alg~ 11 l1l1lO r t dl d l1 1111 dtl' I<o n st ru ct! 

HP 149; Bloodied 74 
AC 34, Fortitude 32, Reflex 34, Will 32 
Speed 5 

Level 20 Lurker 
XP 2)WO ede h 

Initiative +22 
Perception + 16 

Darkvision 
Saving Throws +2 against ongoing damage 
Immune disease. poison, sleep 

<D Slam +At-Will 
Attack: Melee 2 (one creature); +25 vs. AC 
Hit: 4d6 + 10 damage, and the target is dazed until the start of 
the guardian's next turn. 

+Shield Slam + Recharge [~~ ~;~ lU' 
Effect:The guardian uses slam. On a hit, the target falls prone 
and the guardian gains a +2 bonus to all defenses until the end 
of its next turn. 

+Wave of Steel + Recharge when the guardian uses shield slam 
Effect: The guardian charges and makes the following attack in 

place of a basic attack. 
Attack: Melee 2 (one creature); +23 vs. Fortitude 
Hit: 2d12 + 5 damage, and the target falls prone and is stunned 
(save ends). 

T RIGGE RED A CTI O NS 

Wrapped In Armor + At-Will 
Tri88er: A creature adjacent to the guardian moves or shifts. 
Effect (Immediate Reaction): The guardian shifts to stay adjacent 
to the triggering creature. 

Str 21 (+15) Dex 26 (+18) WisH (+16) 
Con 23 (+16) Int 12 (+11) Cha 13 (+11) 
Alignment unaligned Languages 

2 Blade Swarm Guardians (B) 
Lllgl' 111111",,[ .11 .1I11111 .11 l" "UI1\1I1I<1. ' W ,1I111 1 

HP 252; Bloodied 126 
AC 34, Fortitude 36, Reflex 35, Will 32 
Speed 8 

Level 22 Brute 
XI' ' I, I ~O ,'d' 11 

Initiative +18 
Perception +17 
Tremorsense 10 

Immune disease, poison; Resist half damage from melee and 
ranged attacks; Vulnerable 10 against close and area attacks 

o Swarm Attack + Aura 3 
Any enemy that starts its turn within the aura takes 5 damage 

plus 5 extra damage for each blade swarm guardian adjacent 
to it. 

~ii'M.1;iii.N;;@b
<D Blade Swarm Attack + At-Will 

Attack: Melee 3 (one creature); +27 vs. AC 
Hit: 4d8 + 10 damage, and the target is weakened until the 
start of its next turn. 

<.. Storm of Blades + Recharge 1:·:111.1' 
Attack: Close blast 3 (creatures in blast); +25 vs. Reflex 

Hit: 4d8 + 20 damage. and the target is Immobilized (save ends). 


Bloodied Blades 
Tri88er: The guardian is first bloodied. 
Effect (No Action): The guardian splits into two creatures, each 

with 63 hit points. Both creatures act on the original creature's 
initiative count. Effects applied to the original blade swarm 
guardian do not apply to the second one. The second guard
ian appears adjacent to the original creature or in the nearest 
unoccupied space. After the split, each creature uses storm of 
blades as a free action. 

Str27 (+19) Dex24(+18) Wls22 (+17) 
Con 22 (+17) Int 8 (+10) Cha 10(+11) 
Alignment unaligned Languages 

TllERN'S L E:GACY 
After the battle. the characters can investigate the 
shrine further. 

When the characters can see the area, read: 
The animated blades and armor were part of the coUedion 
ofarmaments arran8ed on racks across tile chamber- c: 
ancient' weapons and mail as pristine as the day they were w 
made. hI an alcove at the north end of the chamber, the 
rouSh stone floor displays a Braven imasc ofa sword, a rt'l 

daBBer, and an axe, all exudinB a blood-red ichor. C 

Religion Check 
DC 24: The ima8e on thefloor is the SiBil ojTuern, brodler 
to Bane and Kord and one ojthe 8reatwar BOds ojold. ~ 
DC 29: In ancient le8end, the blood oJJal/en Tuern is said 1 I 

to have powerful restorative properties. 7 
I.IJ 

FEATURES OF THE: A REA 
Illumination: A dim orange-red light suffuses the 

area. Any bright light source is reduced to dim light 
within the shrine, and any effect that creates dark
ness has its radius increased by 1 square. 

Ceiling: The ceiling is 20 feet high. 
Battlefield Remains: Bones and shattered blades 

are spread across the rough stone noor of the shrine. 
These areas are haunted terrain (page 48) for all 
creatures except the guardians here. In addition, a 
living creature knocked prone in an area of battle
field remains takes IdlO damage. While a guardian 
creature is wholly within an area ofbattleficld 
remains, it gains a +2 bonus to AC and Fortitude. 

Bodies: A party ofVecna's servants passed this 
way. The bodies spread across the chamber (all legion 
devils) are difficult terrain. 

Gem-Key: The gem-key originally installed in this 
area has been claimed by the vampire lord berserker 
at location 4. 

Portal Arches: These mist-filled square arches 
are permanent portals connecting the shrines of the 
Dead God~' Tomb (page 130). 

Shadow ofChernoggar: Though this place was 
long ago claimed by Bane and Gruumsh, the essence 
of dead Tuern's astraJ dominion lingers here. That 
divinely mutable plane is reflected in the shifting 
ground on which the characters fight. The areas of 
battlefield remains expand in reaction to the pres
ence of conflict in the shrine. If a character ends his 
or her turn within an area of battlefield remains, the 
area of remains expands to include the character's 
space and each adjacent square. 

Treasure: The slow trickle of blood-red ichor 
from the sigil ofTuern is equivalent to three potions of 
recovery. In addition, the weapons, shields, and armor 
along the walls include two level 24 magic items of 
your choice and an adamantine-and-diamond holy 
symbol ofTuern (45,000 gp). 

mailto:ii'M.1;iii.N;;@b
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Encounter Level 25 (40,000 XP) 

SETUP 
1 vampire lord berserker (V) 
2 storm devils (S) 
6 legion devil legionnaires (L) 

This chamber is a shrine to He Who Was-the deity 
slain by Asmodeus whose name has faded from 
mortal memory. 

When the first character steps through a portal, 
read: 
A wide pool shines pale 1i8ht a8ainst the white marble walls 
of the chamber you've entered as a wordless lament rises 
from the shadows. The corpses ofsix devils are scattered 
around the pool. On the far side of the chamber, a snarlin8 
vampire directs more devils. who are attemptin8 to activate 
a portal. They are facin8 awayfrom you-for the moment. 

Religion Check 
DC 29: This shrine was built in the memory ofRe Who 
Was-the 80d slain by Asmodeus. 

Vecna's distracted servants stand opposite the portal 
where the characters initially appear (choose one of 
the two groups marked on the map, as appropriate. 
when placing miniatures). Each character can make a 
Stealth check against the legion devils' passive Percep
tion (21) to hide behind the nearest bench. Otherwise. 
a legion devil spots the characters' entrance. 

TACTICS 
The vampire lord berserker wades into combat with 
devastatin8 strike. spending its action point early 
to repeat that attack against a dazed or a lightly 
armored foe. Each round. it uses irifernal command to 
destroy one of its legion devil minions in the midst of 
as many enemies as possible. 

The storm devils use 1i8htnin8fork to attack the 
characters from the edge of the fray. or they use irifer
nal thunderclap to push targets into the white pool's 
area ofeffect (Within 5 squares of the pool). 

The legion devil legionnaires try to flank enemies 
and try to take advantage of their squad defense bonus. 

Having already dealt with the pool when they 
retrieved the gem-key, the devils know to avoid it. The 
pool has no effect on the vampire lord berserker since 
he's undead. 

FEATURES OF THE AREA 
Illumination: Dim light from the white pool. 
Ceiling: The ceiling is 30 feet high. 

Vampire Lord Berserker (V) Level 26 Elite Brute 
Medium lI,llur,,1 hUllldlloid \lIlIde,HI ) XP 1S.OOO 

HP 590; Bloodied 295 Initiative +21 
AC 38, Fortitude 39, Reflex 38, Will 38 Perception +22 
Speed 6 Darkvision 
Immune disease, poison; Resist 20 necrotic; 

Vulnerable 15 radiant 
SavinI! Throws +2; Action Points 1 

Regeneration (healing) 
The vampire lord berserker regains 15 hit points whenever it 
starts its turn and has at least 1 hit point. Its regeneration does 
not function while the berserker is exposed to direct sunlight. 

STANDARD Ac flON~ 
<D flaming Broadsword (fire. weapon) +At-Will 

Attack: Melee 1 (one creature); +31 vs. AC 
Hit: 4d1 0 + 18 damage (crit 4d1 0 + 58) 

+Devastating Strike +At-Will 
Effect: The berserker uses f/aminB broadsword twice. If both 
attacks hit the same target. the target is also dazed (save ends). 
First Failed SavinB Throw: The target is also weakened (save 
ends). 

Second Failed SavinB Throw: The target falls unconscious (save 
ends).

+Blood Drain (healing) + Recharge when an adjacent living crea
ture becomes bloodied 
Attack: Melee 1 (one creature granting combat advantage to the 

berserker); +29 vs. Fortitude 
Hit: 4d12 + 12 damage, the target is weakened (save ends), and 

the berserker regains 147 hit points. 
Mist Form (polymorph) + Encounter 

Effect: The berserker becomes insubstantial and gains a fly 
speed of 12, but cannot make attacks. It can remain in mist 
form for up to 1 hour or end the effect as a minor action. 

MINOR An iONS 

:.r Dominating Gaze (charm) + Recharge [.J 
Requirement: The berserker must not be dominating a creature. 
Attack: Ranged 5 (one creature); +29 vs. Will 
Hit: The target is dominated (save ends; the target takes a -2 
penalty to the saving throw). 
Aftereffect: The target is dazed (save ends). 

Infernal Command (charm. fire) + At-Will (l/round) 
Effect: The berserker chooses one allied devil of a lower level 
than the berserker within 10 squares and slides that devil 5 
squares. At the end of that movement. the devil explodes in a 
dose burst 2. destroying itself. Each creature in the burst takes 
2d10 + 5 fire damal!e. 

+Berserker's Blood + At-Will 
Requirement: The berserker must be bloodied. 
TriBBer: An attack hits the berserker. 
Effect (Immediate Interrupt): The berserker uses f/aminB broad· 
sword against a random target adjacent to it as a free action. 

Skills Bluff +26,lntlmldate +26. Stealth +26 
Str 29 (+22) Dex 26 (+21) Wis 18 (+17) 
Con 25 (+20) Int 22 (+19) Cha 26 (+21) 
Alignment chaotic evil languages Common, Elven 
Equipment +5 f/aminB broadsword. two gem-keys 



2 Storm Devils (5) Level 23 Artillery 
Medlulll 111111101 t,,1 hUIll,1r10Id (devil) XP '>.100 ('ach 

HP 169; Bloodied 84 Initiative +18 
AC 37, Fortitude 35, Reflex 34, Will 33 Perception +17 
Speed 7, fly 7 (clumsy) Darkvision 
Resist 20 fire, 20 lightning, 20 thunder 

CD Trident (lightning, weapon) + At-Will 
Attack: Melee 1 (one creature); +26 vs. Reflex 
Hit: 2d8 + 6 damage, and the target takes ongoing 10 lightning 
damage and is dazed (save ends both). 

;Y Lightning Fork + At-Will 
Requirement: The devil must be wielding a trident. 
Attock: Ranged 20 (one creature); +28 vs. Reflex 
Hit: 3d6 + 8 lightning damage. 

i~ Infernal Thunderclap (lightning, thunder) + Recharge .:;:j ffil 
Attack: Area burst 2 within 10 (creatures in burst); +26 vs. 

Fortitude 
Hit: 2d10 + 6 lightning and thunder damage, and the target is 

pushed 3 squares away from the origin square and dazed until 
the end of its next turn. 

Cyclone + Encounter 
Tri8ger: The devil is first bloodied. 
Effect (Free Action): The devil shifts 3 squares, and any Medium 
or smaller enemy adjacent to the devil at the start of the move 
is knocked prone. 

Skills Stealth +23 
Str 20 (+16) Dex 2S (+18) Wls 22 (+17) 
Con 2S (+18) Int16(+14) Cha 17 (+14) 
Alignment evil Languages Supernal 
Equipment trident 

6 Legion Devil Legionnaires (L) Level 21 Minion Soldier 
Medllllll 11111111" t,,1 hUIll,moid (dev il ) XP 800 each 

HP 1; a missed attack never damages a minion. Initiative +11 
AC 37, Fortitude 33, Reflex 32, Will 32 Perception +11 
5peed 7, teleport 3 Darkvision 
Resist 15 fire 

Squad Defense 
The legionnaire gains a +2 bonus to all defenses while it is adja
cent to at least one other legion devil. 

CD Longsword (weapon) + At-WIll 
Attock: Melee 1 (one creature); +26 vs. AC 
Hit: 8 damage. 

5tr14(+12) Dex 12 (+11) Wls 12(+11) 
Con 14(+12) Int10(+10) Cha 12 (+11) 
Alignment evil Languages Supernal 
Equipment plate armor, heavy shield, longsword 

Benches: These 3-foot-high solid stone benches 
provide cover. It costs 1 extra square of movement for 
a creature to move onto or off a bench. 

Bodies: The squares around the pool containing 
bodies (all legion devils) are difficult terrain. 

Gem-Keys: The vampire lord berserker has 
already claimed the ruby-red gem-key that once 
floated above the white pool , as well as the jade-green 
gem-key from location 3. See "Gem-Keys," page 130. 

Portal Arches: These mist-filled square arches 
are permanent portals connecting the shrines of the 
Dead Gods' Tomb (page 130). 

White Pool: This floor-level meditation pool. c:: 
which is filled with glOWing but otherwise normal ~ 
water to a depth of 1 foot, is difficult terrain. Acererak Z 
has turned its magic into a trap. ::::l 

o 
U 

W hite Pool Level 25 Blaster Z 
IJJ 

l,.lp XP 1.000 

As it,tlares with !iaht, the white pool unleashes a wave (:if psychic 

et1er8y. 


Trap: The white pool demands prayers of fealty to He Who 

Was-and attempts to slay those of false faith in the area. 


Perception 

This trap cannot be detected with Perception. 


Additional Skill: Religion 

+ DC 29: A character recognizes that the pool accepts 


prayers to He Who Was, but that its power is corrupted 

by Acererak. 


Initiative + 2 
Trigger 


When a living creature comes within 5 squares of the pool, 

the trap activates and rolls initiative. 


Attack 

Standard Action Close burst 3 

Target: Each creature in burst 

Attack: +26 vs. Will 

Hit: 3d6 psychic damage, and the target is stunned (save 


ends). First Failed Savino Throw: The target falls unconscious 

(save ends). Second Failed Savin8 Throw: The target dies. 


Countermeasures 

+ A character hit by the trap can make a DC 24 Religion 


check as an immediate interrupt to offer a prayer to He 

Who Was. With a successful check, the character is not 

stunned. If the check result is 31 or higher, the character 

takes no damage and gains an action pOint that must be 

spent before the end of his or her next turn. 


+ A character can make a DC 24 Arcana check as a minor 

action to disrupt the flow of corrupt energy within the 

pool. With a successful check, the trap takes a -2 penalty 

to attack rolls until the end of its next turn. 




Encounter Level 24 (30,250 XP) 

SETUP 
Hespotherad (H) 

Where the capricious entities of the Feywild are 
concerned. not even the mighty Acererak can main
tain complete control. When the demilich originally 
established this particular planar beachhead as part of 
his complex of multiworld engines, the fey who dwelt 
within it were his loyal servants. After several months, 
a far more powerful lord of the fey sensed the power 
being kept there and claimed the chamber for his 
own, slaughtering those Acererak left behind. This fey 
"prince" now spends much ofhis time in this chamber, 
challenging those who pass to a game that, like every
thing else involving the Feywild, isn't what it seems. 

When the characters enter the chamber, read: 
You experience the nowfamiliar joltin8 sensation ofbein8 
pulied elsewhere. Alttwu8h YOllstU! stand within a stone
waUed chamber, the aroma ofarowin8 thin8s and shoots of 
lJTeen protrudin8 throu8h t.~e cracked mortar sU88est that 
you're in the Feywild aBain. 

The chamber around you is divided into upper and 
lower sections by a set ofstairs in the center ofthe left wall. 
A sin81e table occupies the lower section. 

Asyou take the scene in, a peculiarfi8ure sprin8s up 
from behind tlte tabie. He's dad in what would appear to be 
royal finery ifit weren't a riot ofbriBitt and clashln8 colors. 
In a sin8-son8 voice, he addresses you. "Oh, most wonderful! 
New challen8ers/" He waves his hand, and a 8ame board 
appears upon the table before him. "Of course, I'll allow you 
all to cooperate a8ainst me, else it wouldn't be a challen8e at 

all, would it?" 

When the characters first examine the upper 

level, read: 

A pair ofbenches set into thefloor in the loft 8rant a dear 

view ofthe area below. One ofthe stran8e 810win8 Bems 

you've seen elsewherefloats above the left-hand bench. 

Beneath that bench are several broken humanoid skeletons. 

You can't make out much more than shattered armor, 

but a.t least one ofthem was wearins a mask of tlte 8reen 

demonic face that is the symbol ofAcererak. 


TACTICS 
Hespotherad is friendly enough as long as the char
acters are willing to play his game-at first. If they 
manage to beat him, if they obviously throw the 
game, or if they refuse his challenge, he attacks. Once 
combat begins, he attempts to gain some distance 
from the characters (teleporting if necessary). He 

then uses sickenin,q mist a nd toxic 8aze before spending 
an action point to use venom within. From then on, he 
uses spellmaster to regain venom within, and then-if 
spellmaster recharges-to regain fey step. 

If reduced to 30 hit points or fewer, Hespotherad 
teleports to the Feywild as an immediate reaction, 
activating protective magic he established some time 
ago. At your option, he could reappear later in the 
campaign, seeking vengeance for his wounded pride. 

GAMING THE PLAYER 
If the characters choose to play against Hespotherad 
and play to win, use the "Playing the Game" skill chal
lenge, page 29, but increase each of the DCs by 6. 
Whenever the characters gain a success, allow all the 
characters to make DC 24 Insight checks. On a suc
cess, inform that character that Hespotherad is growing 
more angry as the adventurers appear to be winning. 

If the characters win the game, Hespotherad 
attacks them. If the characters attempt to throw the 
game, they can engage in the following skill challenge. 
(This assumes that the characters are subtle, moving 
away from the table to strategize or speaking in lan 
guages Hespotherad doesn't know. If they blatantly 
throw the game, they fail the challenge automatically.) 

The characters gain experience either for the skill 
challenge or for defeating Hespotherad, not both. 

Level: 24 (XP 30,250). 
Complexity: 5 (reqUires 12 successes before 3 

failures). 
Special: If the characters try to win the game and 

gained more than one success in the "Playing the 
Game" skill challenge before detecting Hespotherad 's 
anger and deciding to throw the game, they start this 
challenge with 1 failure. 

Primary Skills: Bluff, History, InSight, Thievery. 
Bluff(DC 24, standard action): The character makes 

a bad move while making it appear that he or she is 
trying to win. This skill can be used to gain 1 success 
in the challenge. 

History (DC 29, standard action): Drawing upon 
the knowledge of past game masters, the character 
initiates a gambit that looks impressive but has some 
blatant weaknesses. Success with this skill gains 2 
successes in the challenge, but this skill can be used 
this way only once. 

Itlsiaht (DC 24, minor action): By reading Hes
potherad's reactions, the character can tell which 
attempts at throwing the game are working and 
which are too obvious. A successful check allows the 
character to either eliminate one failure or grant a +2 
bonus to the next Bluff, History, or Thievery check a 
character makes in the challenge. 



2 

Hespoth erad (H) Level 14 Solo Controller 
Med lulll fey hUlIldllold XP 10,2)0 

HP 872; Bloodied 436 Initiative +21 
AC 38, Fortitude 34, Reflex 37, Will 36 Perception +14 
Speed 6 (8 when bloodied) 
Resist 20 pOison, 15 psychic 
Saving Throws + 5 (+10 against charm effects); Action Points 2 
TnAlrs 

Trickster's Delight 
Whenever Hespotherad scores a critical hit with a psychic 
power, he regains a spent action point. 

SIANDAllU ACTION~ 

CD Blade of Body and Soul (poison, psychic, weapon) + At-Will 
Attack: Melee 1 (one creature); +29 vs. AC 
Hit: 2d8 + 10 pOison and psychic damage, 

::,- Sapping Ray (poison, psychic) + At-Will 
Attack: Ranged 20 (one or two enemies); +27 vs. Fortitude 
Hit: 4d8 + 14 poison and psychic damage, and the target is 
weakened until the end of Hespotherad's next turn. 

::,- <.. Venom Within (poison, psychic) + Encounter 
Primary Attack: Ranged 20 (one creature); +27 vs, Fortitude 
Hit: 4d6 + 18 poison and psychic damage. 
Effect: Hespotherad makes a secondary attack using the primary 
target's square as the origin square. 

Secondary Attack: Close burst 5 (one or two creatures other than 
the primary target); +27 vs. Fortitude 

Hit: 4d6 + 18 poison and psychic damage, 
~	Mind Wave (psychic) + At-Will 

Attack: Close blast 3 (creatures in blast); +27 vs. Will 
Hit: 5d1 0 + 20 psychic damage, and Hespotherad pushes the 

target 2 squares. 
~~ Sickening Mist (poison) + Encounter 

Attack: Area burst 2 within 20 (creatures in burst); +27 vs. 
Fortitude 

Hit: 8d6 + 14 poison damage, and the target gains vulnerable 
15 poison (save ends). 

MOVE ACTIONS 

Fey Step (teleportation) + Encounter 
Effect: Hespotherad teleports 10 squares. Any creature adjacent 
to him at the start of this move is dazed until the end of Hes
potherad's next turn. 

MtNOII Ac I tONS 

~	Toxic Gaze (gaze, polson, psychic) + Recharge ~~_;~ lIT, or t1] 
I::] iXl11] while bloodied 
Attack: Close blast 5 (creatures in blast); +27 vs. Will 
Hit: 2d8 + 14 pOison and psychic damage, and the target is 
dazed and weakened until the end of Hespotherad's next turn. 

Spellmaster + Recharge ~ r~ 
Effect: Hespotherad regains the use of an expended encounter 
power. 

Skills Acrobatics +26, Arcana +19, Bluff +23, InSight +19, Intimi· 
date +23, Nature +19 

Str 12 (+13) Dex 28 (+21) Wls 15 (+14) 
Con 18 (+16) Int 15 (+14) Cha 24(+18) 
Alignment evil Languages Common, Elven 
Equipment longsword 

Thievery (DC 24, standard action): The character 
moves a piece, manipulates the dice to produce 
a deliberately low roll, or otherwise makes use of 
sleight of hand to worsen his or her position. This skill 
can be used to gain 1 success in the challenge, but 
a failure counts as 2 failures because Hespotherad 
spots the attempt and grows more irate. 

Secondary Skills: Arcana, Nature. 

Arcana or Nature (DC 24, minor action): Using 
knowledge of the fey, the character advises his or her 
companions how best to react to Hespotherad. On a 
success, the character grants a +2 bonus to the next o
check made in the challenge. Each character can lise 
this skill only once during the skill challenge. 

Success: The characters manage to throw the 
game withollt tipping ofTthcir opponent. Hespo
therad taunts them for a few minutes and then fades 
away to go celebrate, leaving them to depart-and 
take the gem with them, if they want. 

Failure: The characters have not been subtle ::l 
enough, and Hespotherad realizes that they deliber o 
ately threw the game. Enraged, he attacks. 

Z 
Lt.J 

FEATURES OF THE AREA 
Illumination: Bright light throughout the cham

ber but with no obvious source. 
Ceiling: The ceiling is 20 feet high, orlO feet high 

in the northern section of the main chamber. 
Gem-Key: The floating gem siphons arcane energy 

from this ancient shrine, transferring it to Acererak's 
eldritch engine. See "Gem-Keys," page 130. 

Ledge: The ledge is 10 feet high and a character 
must make a DC 24 Athletics check to climb it. 

Portal Arch: Passing through this arch tdeports 
the characters back to location 1. 

Stairs: The stairs are difficult terrain. 
Table and Benches: These are obstacles that grant 

cover. It costs 1 extra square ofmovement for a char
acter to move onto the furniture. 



Encounter Level 24 (30,600 XP) 

SETUP 
3 ancient ghosts (G) 

Do not place the ghosts on the map until they emerge 
from the surrounding stone. 

This large chalnher appears to helong to a long
dead sage or collector of esoteric objects and lore. In 
fact. it was once a shrine to a god of knowledge whose 
sphere of influence was long ago absorbed by either 
loun or Vecna. 

Once the ghosts attack and the walls begin to 
weep their liquid death. the characters' primary con 
cern should be escape; there are no sec rets to unearth 
in this room (unless you want to add them . of course). 

When the characters first step into the chamber, 
read: 
With a lurch. youfi nd yourselves within a chamber ofcold 
stone bricks that is mortared with a foul black sludBe. The 
chamber. the liBht in which is subtly muted as ifyou were 
100kin8 throuBh a veil, is partlyfilled with rows ofshelves. 
The open archway throuBh which you entered is filled with 
a 810win8 oran8e haze. A8ainst the south wall, a cracked 
marble statue ofan aJ18elic woman stands on a ra ised dais 
between two smaller statues of perchin8 ravens. 

You realize that you've traveled to the Shadowfell. 

When the characters examine the rows of 
shelves, read: 
Clearly this is-or was-the home ofa collector. Various 
odds and ends sit upon the shelves, so old and decayed dtat 
they've become worthless. A fram e that is now almost pure 
tarnish and no silver holds the lastfraBments ofa mirror; 
you note that another one ofthe cracked, 810win8 Bems 
j10ats within its vacantframe. Other shelves hold molder
in8 books and scrolls. Most are utterly decayed; the scraps 
that remain show only lists ofnames, none ofwhich are 
familiar to you. 

TACTICS 
The ghosts manifest through the walls as soon as 
the necrotic sludge begins to leak into the room 
(see "Liquid Death"), or ifit appears the characters 
intend to leave before this occurs. (Due to their 
undead nature and their phasing ability. they are not 
impeded by the sludge no matter how deep it gets.) 
When they manifest, the portculHses in the room 
also drop (see "Features of the Area"). 

The ghosts attempt to possess victims and force 
them to remain in the chamber, where they are sub
ject to the necrotic fluids . If possible, they force their 

3 Anc::ient Ghosts ((I ) Level 13 Elite Controller 
Mediulll ,h.Hlow humanoid lund""d I XP 10.)00 "d~h 

HP 296; Bloodied 148 Initiative +19 
AC 35, Fortitude 33, Reflex 36, Will 36 Perception +15 
Speed 0, fly 8 (hover), phasing Darkvision 
Immune disease, poison; Resist insubstantial 
Saving Throws +2; Action Points 1 
STAN DA RD A CT IONS 

CD Shadow Touch (necrotic, psychic) • At-Will 
Attack: Melee 1 (one creature); +26 vs. Reflex 
Hit: 2d6 + 9 necrotic and psychic damage. and the target is 

blinded until the end of the ghost's next turn. 
+ShiftIng Shadows. Recharge !~:J l!! 

ReqUirement: The ghost's shastly possession must be expended 
and must not be recharged. 


Effect: The ghost uses shadow touch twice. 

+Ghastly PossessIon (charm. necrotic, psychic) • Recharge ~~ lHI 

Requirement: The ghost must not have a creature dominated. 
Attack: Melee 1 (one living humanoid); +26 vs. Will 
Hit: The ghost enters the target's space and is removed from 

play, and the target is dominated (save ends). Instead of con 
trolling the target's action, the ghost can cause the target to 
take no action, and the target takes 30 psychic damage. When 
the target is no longer dominated, or when the ghost chooses 
to end its shastly possession (a free action). the ghost reappears 
in an unoccupied square adjacent to the target. 

Special: While affected by this power, a creature deals 2d6 extra 
necrotic damage with any successful hit. 

<- Mortal Terror (fear, psychic) • Recharge [ ~: i [II] 
Attack: Close burst 5 (enernies in burst); +26 vs. Will 
Hit: 1 d8 + 9 psychic damage. the ghost pushes the target 5 
squares, and the target is dazed and takes ongoing 10 psychic 
damage (save ends both). 

Borrowed Might (charm) • Encounter 
Requirement: The ghost must be dominating a living creature. 
Effect: A creature dominated by the ghost uses an encounter 
power of the ghost's choice. 

TRIG GEIt ED A CT IONS 

Spectral Shift. At-Will 
Trisser: A melee attack misses the ghost. 
Effect (Immediate Reaction): The ghost shifts 3 squares. 

Skills Stealth +24 

Str 11 (+11) Dex 26 (+19) Wls 8 (+10) 

Con 20 (+16) Int 12 (+12) Cha 24 (+18) 

Alignment chaotic evil Languages Common, Elven 


hosts to grab other characters to hold those charac 
ters in place: if this is not possible , the ghosts cause 
their "hosts" to fall prone in the sludge. The ghosts 
also use mortal terror or their victim's own abilities to 
drive fleeing characters back into the liqUid death. 

The ghosts' intent is to prolong the characters' stay 
in this location as long as possible. They rely on the 
necrotic sludge to supplement their own attacks. 



LIQUID DEATH 
The necrotic sludge into which the city of Moil is 
constantly sinking is only barely held at bay by the 
uneven, poorly constructed "valls of this chamber. 
After the characters arrive in this location, the sludge 
begins flowing into the chamber on the following 
timeline. 

Round 5: Five rounds after the characters enter 
the chamber, the sludge begins to flow down the 
walls and the ghosts manfest (see "Tactics"). When 
a living creature starts its turn adjacent to a wall, it 
takes 5 necrotic damage. 

Round 7: The sludge in the chamber is several 
inches deep. Medium creatures treat this area as dif
ficnlt terrain, and Small creatures are slowed while 
within this area. When a living creature starts its 
turn in the area, it takes 8 necrotic damage. 

Round 12: The sludge in the chamber is two to 
three feet deep. Medium creatures are slowed while 
within this area, and Small creatures must swim (DC 
20 Athletics check). When a living creature starts its 
turn in the area, it takes 11 necrotic damage. 

Round 17: The sludge in the chamber is over five 
feet deep. Small and Medium creatures must swim 
(DC 20 Athletics check). When a living creatllfe 
starts its turn in the area, it takes 15 necrotic damage. 

FEATURES OF THE AREA 
Illumination: Darkness. Light sources brought 

into the area have the radius of their illumination 
reduced by half 

Ceiling: The ceiling is 15 feet high. 
Dais: 1t costs 1 extra square of movement for a 

creature to step up onto the dais. 
Exits, Other: Passing through either of the exits 

from this chamber (along the north or east wall) tele
ports the characters back to the location they came 
from in the Pluton complex. 

Gem-Key: The floating gem that the characters 
discover amng the shelves Siphons arcane energy 
from this ancient shrine to Acererak's e1dritch 
engine. See "Gem-Keys," page 130. 

Portal Arch: Passing through the arch teleports 
the characters back to the location they came from in 
the Pluton complex. 

Portcullises: The portcullises over the exits from 
this chamber and over the portal arch remain open 
until the ghosts manifest, and then they crash into 
place. A character must make a DC 29 Perception 
check while looking in the right area to spot a port
cullis that has not triggered, and must make a DC 29 
Athletics check or a DC 31 Thievery check to open a 
portculliS that has fallen. 

Shelves: Shelves are obstacles that provide cover. 
A character can make a DC 24 Athletics check to 
push a shelf over, but it ceases to fall-and has no 
effect, good or bad-ifit hits another shelf To push 

over two shelves that are next to each other, a charac
ter must make a DC 29 Athletics check. Additionally, 
a creature pushing a shelf over can make an attack 
against a creature adjacent to the shelf (if that shelf 
would hit the ground): Strength vs. Reflex; on a hit, 
Id6 + 8 damage and the target is knocked prone. It 
costs 1 extra square of movement for a creature to 
step onto a fallen shelf. A creature can make a DC 16 
Athletics check to climb a standing shelf 

Stairs: The stairs are difficult terrain. 
Statue, Large: The large statue is an obstacle that 

provides cover. A creature can make a DC 32 Ath
letics check to push it over. Additionally, a creature 
pushing the statue over can make an attack against 
a creature adjacent to the statue: Strength vs. Reflex; 
on a hit . 2d6 + 12 damage and the target is knocked 
prone. Once the statue is pushed over, it becomes dif
ficult terrain. A creature can make a DC 24 Athletics 
check to climb the statue. 

Statues, Small: A creature can make a DC 16 
Athletics check to climb these statues. They can be 
wielded as two-handed improvised weapons. 

EXPERIENCE 
The characters earn the full XP award for this 
encounter even if they exit the chamber before 
defeating all the ghosts. The sooner they realize that 
obtaining the gem-key is their only real purpose in 
being here, the less damage they will take from the 
ghosts and the necrotic sludge. 



Encounter Level 24 (31,250 XP) 

SETUP 
1 aspect ofVecna (V) 
I assassin devil cultist (A) 
6 undead Vecna cultists (C) 
1 bone collector (B) 

This shrine is dedicated to a forgotten deity of decay. 
More ofVecna's servants are here, attempting to 
claim the chamber's gem-key. 

When the first character steps through the 
portal, read: 
The rouSh walls of this chamber drip with a viscous black 
slime that fills a fissured pool. A sleamins purple sem 
hanss suspended above the pool. Nearby, several undead 
humans cower before a devil and a robed humanoid whose 
left eye and hand pulse with an eldritch Slow. 

Show the players Servants ofVecna (page 156). 

Religion Check 
DC 24: The humanoid's appearance resembles that ofan 
aspect ofVecrta. Vecna's servants are arsuins over who will 
enter the black pool to retrieve the sem-key, but they break 
offthe arsument to attack the characters. 

The undead bone collector ooze remains dormant 
until it is disturbed. 

Aspect of Vecna (V) Level 2S Elite Controller 
Mediull1 ill1l1HlI t dl hUIll.lI1oid iunde,ld I XP14.000 

HP 464; Bloodied 232 Initiative +18 
AC 41, Fortitude 39, Reflex 37, Will 40 Perception +25 
Speed 6, teleport 6 Darkvision, truesight 10 
Immune disease, poison; Resist 15 necrotic; 

Vulnerable 10 radiant 
Saving Throws +2; Action Points 1 
THAIT5 

(> Vecns's Aura (healing, necrotic) + Aura 10 
Any living creature that starts its turn within the aura takes 
10 necrotic damage. Any undead creature that starts its turn 
within the aura regains 5 hit points. 

CD Paralyzing Touch (necrotic) + At-Will 
Attack: Melee 1 (one creature); +29 vs. AC 
Hit: 3d6 + 14 necrotic damage, and the target is immobilized 

and weakened (save ends both). 
::,- Ray of Death (necrotic) + At-Will 

Attack: Ranged 10 (one creature); +29 vs. Reflex 
Hit: 2d8 + 15 necrotic damage, and the target loses a healing 
surge. 

-iz, Necrotic Web (necrotic, zone) + Recharge f::] fX1 [!] 
Attack: Area burst 3 within 20 (living creatures in burst); +29 vs. 

Reflex 
Hit: 2d6 + 12 necrotic damage, and the target is immobilized 
and takes ongOing 10 necrotic damage (save ends both). The 
burst creates a zone that lasts until the end of the encounter. 
The zone is difficult terrain, and a living creature that ends its 
move in the zone is immobilized and takes ongoing 10 necrotic 
damage (save ends both). 

i"'P'"lit], .., 

Vecna's Ambition + At-Will 
Tri88er: The aspect reduces a creature to 0 hit points. 
Effect (Immediate Reaction): The aspect regains an action point. 

Skills Arcana +25, Bluff +23, Diplomacy +25, Dungeoneerlng +25, 
Heal +25, History +25. Insight +25, Intimidate +23, Nature +25, 
Religion +25 

5tr 19 (+16) Dex 23 (+18) Wls 26 (+20) 
Con 24 (+19) Int 27 (+20) Cha 22 (+18) 
Alignment evil Languages all 

TACTICS 
The aspect ofVecna uses necrotic web as often as it 
can, staying close to its foes to maximize Vecna's aura. 
It spends its action point early to use necrotic web 
along with paralyzina touch or ray ofdeath, repeating 
that tactic each time it lIses Vecna's ambition. 

The assassin devil cultist opens with shadow net, 
then uses shadow sword while it waits to use shadow 
cloak. It flanks with the Vecna cultists. 

The undead Vecna cultists flank to make claw 
attacks, targeting characters who have already lost 
healing surges from the aspect ofVecna's ray ofdeath. 

Once it becomes active, the bone collector uses 
lurch to move from the pool. It uses tendrils on living 
characters and employs lurch to avoid opportunity 
attacks. 



Assassin Devil Cultist (A) Level 22 Lurker 
M(,dllllll "'"'''" 1.,1 hlllll,H1t),d (ckvti) XP 11 ',0 

HP 155; Bloodied 77 Initiative +24 
AC 36, Fortitude 32, Reflex 36, Will 34 Perception +18 
Speed 12 Darkvision 
Resist 25 fire 
STANDARD Al TION5 

CD Shadow Sword (necrotic, weapon) • At-Will 
Attack: Melee 1 (one creature); +25 vs. Fortitude 
Hit: 3d6 + 1 necrotic damage, and ongoing 5 damage (save ends). 
Special: A cultist's shadow sword deals 4d6 extra necrotic 
damage against a creature granting combat advantage to it. 

i" Shadow Net (necrotic) • Recharge when the cultist uses 
shadow cloak 
Attack: Area burst 2 within 1 0 (creatures in burst); +25 vs. 

Reflex 
Hit: The target is restrained, is weakened, and takes ongoing 10 

necrotic damage (save ends all). While a target is affected by 
shadow net, the cultist cannot use its shadow cloak power. 

Shadow Cloak (illusion) • Recharge when no creature Is affected 
by shadow net 
Effect: The cultist is invisible until it hits or misses with an 
attack. 

Skills Stealth +2S 
Str 21 (+16) Dex 28 (+20) Wls 2S (+18) 
Con 17 (+14) Int 17 (+14) Cha 13 (+12) 
Alignment evil Languages Common, Supernal 
Equipment leather armor. sword 

TIMELESS DECAY 
When the fight is done, a character can make a 
Religion check to gain a clearer understanding of 
this shrine. 

Religion Check 
DC 29: This shrine is consecrated to a 80d ofrot and 
decay-perhaps some deity ofthe primeval worldlyforests 
or the dank caverns of the Underdark. Whatever her his
tory. it is lost now alon8 with her name. 

FEATURES OF THE AREA 
Illumination: Bright light from the lanterns each 

Vecna cultist carries. A lantern is extinguished when 
the cultist carrying it is slain. 

Ceiling: The ceiling is 15 feet high. 
Dripping Wa))s: The slime-coated walls are not 

harmful. 
Gem-Key: The floating gem-key Siphons arcane 

energy from this ancient shrine and sends it to Acer
erak's astral engine. See "Gem-Keys," page 130. 

Mold Tendrils: Dense curtains of harmless 
black mold hang from the ceiling nearly to the floor. 
providing cover and blocking line ofSight. A square 
containing mold tendrils has AC 10, other defenses 
15, and 20 hit points. 

Portal Arches: These mist-filled square arches 
are permanent portals connecting the shrines of the 
Dead Gods' Tomb (page 130). 

Slime Pool: An undead bone collector ooze fills 
the center of this pool. appearing as a viscous black 

6 Undead Vecna Cultists (C) Level 21 Minion 
Med,ulll n.llurdl hurnanold (undead) XP HOD (,3eh 

HP 1; a missed attack never damages a minion Initiative +17 
AC 35, Fortitude 35, Reflex 34, Will 31 Perception +14 
Speed 8 
Immune disease, poison; Resist 10 necrotic 
STANDARD ACTIONS 

CD Claws. At-Will 
Attack: Melee 1 (one creature); +24 vs. AC I"
Hit: 7 damage. and the target loses a healing surge. o 

TRIC;CfR[{) Ac flONS a::<.. Explosion (necrotic) LIJ 

Z 
~Triyyer: The cultist drops to 0 hit points. 

Attack (No Action): Close burst 1 (creatures in burst); +23 vs. ::l 
Reflex o 

Hit: 10 necrotic damage. U 
Miss: Half damage. Z 

Str 27 (+18) Dex 2S (+17) Wls 18 (+14) UJ 

Con 23 (+16) Int 19 (+14) Cha 13 (+11) 
Alignment chaotic evil Languages Common 
Equipment robes 

Bone Collector (B) Level 22 Elite Brute 
Hug,' rl,Hur,,1 "rlllll"tl' ihllnei, 001(', Ulld"dd) XP H,300 

HP 520; Bloodied 260 Initiative +9 
AC 34, Fortitude 36, Reflex 32, Will 32 Perception +11 
Speed 4 Tremorsense 20 
Immune disease, gaze, poison; Resist 15 necrotic 
Saving Throws +2; Action Points 1 

~i'·'A.a;i,'ij;;i"J'
CD Slam (necrotic) • At-Will 

Attack: Melee 3 (one creature); +25 vs. AC 
Hit: 4d6 + 10 necrotic damage. 

~ Tendrils (healing, necrotic) • At-Will 
Attack: Close blast 3 (creatures in blast); +23 vs. Reflex 
Hit: 4d6 + 10 necrotic damage, and the target is grabbed and 

loses a healing surge. The bone collector regains 5 hit points 
for each healing surge a target loses in this way. 

MOV E AUIONS 

Lurch. At-Will 
Effect: The bone collector shifts 3 squares. 

Str 36 (+24) Dex6(+9) Wls11 (+11) 
Con 30 (+21) Int 1 (+6) Cha 1 (+6) 
Alignment unaligned Languages 

slime. The ooze remains dormant until a creature 
enters or disturbs the pool. at which point it rolls ini
tiative and attacks. After the ooze moves out, the pool 
remains filled with 1 foot of noxious slin1.e. Any crea
ture that comes into contact with the slime or ends its 
turn in the pool takes 3d 10 acid and necrotic damage. 

A te.leportation circle beneath the slime in the pool 
is the only entrance to the heart of the Dead Gods' 
Tomb. The portal cannot be detected with Perception, 
but a DC 24 Arcana check to detect magic after the 
bone collector has moved away reveals teleportation 
magic coming from the bottom of the pool. A charac
ter who prods the bottom of the pool with a stafT or 
other object feels a tangible resistance but no bottom. 
Characters must descend through the slime to access 
the portal, taking damage as given above; a character 
might also take 2dlO faJling damage when he or she 
passes through the portal to location 9 (page 148). 



Encounter Level 23 (28,700 XP) 

SETUP 
Aspect ofNerull 

The power of the dead deity Nerull has been cor
rupted by Acererak to test the characters in this final 
shrine. Characters traveling through the portal in 
location 8 arrive near the ceiling, fall 20 feet (taking 
2dlO damage), alld land on the skull carving north of 
the squares that comprise the mouth. 

When the first character arrives in this location, 

read: 

A seven-armed chamber ofred and black stone is adorned 

by an imaBe ofa crowned skull etched into thefloor. The 

space within its open mouth pulses with arcane power. 


Arcana Check 

DC 24: The mouth ofthe skull is a portal linked to the 

Hidden Temple throuBh whieh you entered this complex. 

This portal has another function-and perhaps another 

destination-locked away behind powerful maBie wards. 


Religion Check 

DC 24: The flow ofspiritual enerBY here is stronBer than 

what you've felt in the other shrines. This is a monument to 


Nerull and an undyinBlink to that dead Bod's power, built 

by the Raven Queen before she abandoned Pluton. 


DEATH'S CROWN 
The centerpiece ofNerull's shrine is the enormous 
image of the dead god 's crowned skull. 

Perception Check 

DC 29: Each of the six points ofthe crown features a faint, 

sharp-edBed depression the size ofa fist. 


These depressions hold the gem-keys found in the 
earlier shrines. All the gems must be properly set into 
place for the characters to reach the astral engine. 

REPLACING THE GEM-KEYS 
The gem-keys were stolen from NeruU's graven crown 
by Acererak, who corrupted their energy for his own 
use. By replacing the gem-keys, the characters disable 
the astral engine and gain access to it. 

Level: 22 (8.300 XP). 
Complexity: 1 (requires 6 successes before 3 

failures). 
Primary Skills: Arcana, Religion, Thievery. 
Special: Acererak has warded the skull against 

attempts to replace the gem-keys. After the charac 
ters attempt the first check in the skill challenge, an 
aspect ofNerull emerges from the skull's open mouth 
to attack. On the next failure in the skill challenge, a 
second aspect ofNerull emerges. 

Each gem-key successfully placed makes it easier 
to place subsequent gems. For each previous success 
in the challenge, all characters gain a cumulative +1 
bonus to their subsequent checks. 

To make a check in the skill challenge, a character 
must be in a space occupied by the skull, and is thus a 
target for the trap (see the statistics block). 

Trying to place a gem-key without making a skill 
check to attune it (see "Gem-Keys," page 130) earns 
1 failure in the challenge. After the challenge is com
pleted (by success or failure), the penalty imposed by 
a gem-key attuned to a character is negated. 

Arcana (DC 29, standard action): The character taps 
into the resonance between an attuned gem-key and 
the crown, successfully placing the gem-key. 

ReliBion (DC 29, standard action): The character 
feels a specific spiritual imprint on an attuned gem· 
key, placing it on the crown. 

Thievery (DC 16, standard action): The character 
determines the proper space for an attuned gem by 
physical inspection alone. 

Success: When all six gem-keys have been placed 
into the crown, the portal in the skull's mouth pro
vides access to location 10. See "The Skull Portal." 

Failure: All six gem-keys crumble to dust and are 
destroyed. Each living creature in the chamber takes 
3dlO psychic and necrotic damage and loses a heal 
ing surge. Acererak's god-golem form comes to life at 
location 10, senses the characters in Nerull's shrine, 
and uses the power of the astral engine to draw 



Nerull's Claws Levell3 Elite Lurker 
Tr.ll' XI' 10.200 

The weal waven skull is suffused with dread spirits loyal to 

fallen Nerull. 


Trap: Dark spirits held within the graven skull lash out at 

anyone attempting to replace the gem-keys. 


Perception 

This trap cannot be detected with Perception. 


Additional Skill: Religion 

+ DC 29: Dark spirits dwell within the graven skull. 
Trigger 

A character makes a check in the "Replacing the Gem
Keys" skill challenge while standing on a space occupied 
by the skull. 

Attack + Psychic 
Opportunity Action Melee 
Target: Each living creature in a space occupied by the skull. 
Attack: +28 vs. AC 
Hit: 3d8 + 8 psychic damage, and the target is dazed (save 

ends). 

Countermeasures 

+ A character hit by the trap can make a DC 24 Acrobatics 

check or Religion check as an immediate interrupt. On a 
successful check, the character takes half damage and is 
not dazed. 

them through the skuJi portal. Go to Encounter D9: 
Astral Engine, page 150. 

TACTICS 
The aspect ofNerull relies on Nerull's wrath, focusing 
on characters who are engaging in the skill challenge. 
It uses halo ofpain if surrounded, or if it can target 
multiple characters engaged in the challenge. 

THE SKULL PORTAL 
If the characters succeed on the skill challenge, the 
portal in the skull's mouth leads to location 10. 

''''hen this happens, read: 

All six Bern-keys turn crystal dear as the skull's mouth 

flares with red-black li8ht. 


Arcana Check 

DC 16: This portal has been keyed to another location. 

However, aflux ofarcane power within it is risin8fast. 


The characters have 10 rounds in which to move 
through the portal safely. Any character still in the 
chamber after that takes 3dlO damage when step
ping through the portal.1f not all the characters 
have entered the portal within 20 rounds, the group 
instead fails the skill challenge-do not award XP for 
the skill challenge, and the characters are drawn into 
location 10 as per the failure condition, above. 

EXPERIENCE 
The XP award assumes that the characters destroy 
one aspect ofNeruU. If they fight a second aspect of 
Nerull, award additional experience as normal. 

Aspect of Nerull Levell3 Elite Soldier (Leader) 
Large ,hddow hUIll,UlOld (lIl1dl',)(11 XP 10.100 

HP 428; Bloodied 214 Initiative +20 
AC 39, Fortitude 36, Reflex 35, Will 3S Perception +20 
Speed 8, fly 12 (hover) Darkvision 
Immune disease, fear, poison; Resist 20 necrotic; c.. 

w 

Vulnerable 1 S radiant « 
Savin Throws +2: Action Points 1 	 uJ 

IX: 

o Aura of Fear (fear) + Aura 5 	 Cd 
Enemies within the aura take a -2 penalty to attack rolls. Q 

Regeneration (healing) IX 
The aspect of Nerull regains 1 S hit points whenever it starts its uJ 

Iturn and has at least 1 hit point. If the aspect of Nerull takes Z 
radiant damage, its regeneration doesn't function until the end :> 
of its next turn. o 

STANDARD I\CTI ONS 	 u 
CD Death Scythe (force, necrotic, weapon) + At-Will 2 

wAttack: Melee 2 (one creature); + 30 vs. AC 
Hit: 3d8 + 8 force and necrotic damage, and the target is slowed 
and weakened until the end of its next turn. 

+NeruU's Wrath + At-Will 
Requirement: The aspect must be wielding a death scythe. 
Effect: The aspect shifts 6 squares and can use death scythe 
twice at any points during that move. If both attacks hit the 
same target, the target is slowed and weakened (save ends)_ 
First Failed Saving Throw: The target falls unconscious (save 
ends). 


Second Failed Saving Throw: The target dies_ 

~	Halo of Pain (force, necrotic, weapon) + Recharge r~ liJ 

Requirement: The aspect must be Wielding a death scythe_ 
Attack: Close burst 2 (creatures in burst); +28 vs. Fortitude 
Hit: 3d8 force and necrotic damage, and ongoing 10 damage 
(save ends). 

TRIGGEREO A n iON S 

Reaper's Advantage. At-Will 
TrlBBer: The aspect bloodies a creature. 

Effect (No Action): The triggering creature grants combat advan
tage (save ends). 

Skills Intimidate +23 
5tr 27 (+19) Dex 24 (+18) Wls 18(+15) 
Con 22 (+17) Int 18 (+15) Cha 24(+18) 
Alignment evil Languages Common 
Equipment death scythe 

FEATURES OF THE AREA 
Illumination: Darkness. 

Ceiling: The Ceiling is 20 feet high. 

Skull Mouth: The squares within the skull's 


mouth are part of a portal initially keyed to the 
Hidden Temple. A character who enters the skull's 
mouth is teleported to tocation 1 and falls 20 feet 
to the throne dais. Once the skill challenge is com
pleted, a creature that enters the skull 's mouth is 
teleported to the portal arch at location 10. 

Portal Arches: These mist-filled square arches 
are permanent portals connecting the shrines of the 
Dead Gods' Tomb (page 130). 

Treasure: If the characters succeed on the skill 
challenge, the gem-keys arc transformed into astral 
diamonds. Prying an astral diamond from the crown 
is a standard action. 

http:portal.1f


Encounter Level 24 (31,100 XP) 

SETUP 
Acererak, God-Golem (A) 

The final location in the Dead Gods' Tomb is not 
an original part ofNecromanteion's network oflost 
shrines. From the black ice foundations ofNerull's 
citadel, Acererak had this chamber excavated to serve 
as the site of his astral engine, which begins shutting 
down with the destruction of the gem·keys. 

When all the characters have moved through 
the portal. read: 
You have passed into a vast chamber. Arcs ofli8lttnin8 
iUuminate the enormous eldritch enBine that fills it. Ti8ht· 
wound mithral cables and platinum rods twist alon8 
rune-covered walls like a spider's web, with thousands of 
8ems set amon8 them in a blazin8 riot of color. 

An enormous multifaceted 8em flDats in midair at the 
center oftIte 8iant en8ine. pulsin8 with silver li8ht A llu8e 
fi8ure is risin8fl'om an altar beneath it-a skeletal form 
amwred in crystal shards wrapped with strips ofblack 
flesh. Its 1tead is a crystal skuU with a human-sized skull 
mounted in its left eye socket. The eyes arid teeth ofthis 
smaller skull are set witl18'eamin8 8erns. 

Show the players The Flesh of Dead Gods 
(page 157). 

Arcana Check 
DC 24: The astral en8ine is failinn-the destruction of the 
8em-keys interrupted its]low ofastral ener8Y. 

Religion Check 
DC 16: Thenreat8em at the heart ofthe eldritch etl8ine is 
Acererak's phylactery, pulsinn with incalculable power. 

For weeks. Acererak's spirit has been in a state of 
meditation that allows him to absorb the e1dritch 
energy gathered by the astral engine. Only when the 
gem-keys were returned to Nerull's crown did the 
engine begin to fail, waking the demilich and warn
ing him of the characters' activities. 

As he consumed the life force offallen deities, 
Acererak built a divine form of astral shards and 
dead gods' resurrected flesh-a new body that has 
more than enough power to destroy the characters. 

TACTICS 
The god-golem opens combat with drain soul as it rises 
from the dais. It then enters the fray using Bod-aolem's 
wrath against Single targets, spending an action point 

to use drain soul ifit doesn't hit twice. With each suc
cessful drain soul attack. it moves to another target, 
using soulfire blast if it is surrounded. The god-golem 
allows itself to become bloodied so it can use dead 
aod's anBuish, then uses consume soul to regain hit 
points. 

THE ASTRAL ENGINE 
The incalculable power stored in Acererak's phy
lactery by the astral engine fuels the strength of his 
god-goJem form. With the destruction of the gem
keys, the astral engine has begun to fail, but the 
characters must destroy it to gain a full victory. 

Level: 20 (XP 5,600). 
Complexity: 2 (reqUires 6 successes before 3 

failures) . 
Primary Skills: Arcana, Athletics, Religion, 

Thievery. 
Special: The characters' actions in Skull City 

(Chapter 2 of this adventure) had far-reaching 
implications for Acererak's plans. If the characters 
succeeded on the skill challenge in Encounter S7, 
each check in this skill challenge gains a +2 bonus. 

IfAcererak is destroyed, the characters still 
need to complete this skill challenge to destroy the 
demilich's phylactery. If they choose not to do so, the 
destruction ofAcererak creates an imbalance in the 
eldritch power surging in this chamber. The astral 
engine explodes after 1 minute, and the characters 
earn 1 failure in the skill challenge. 

Arcana (DC 24, standard action): By tracking the 
flow of eldritch energy through the astral engine, the 
character disrupts that now to hasten its destruction. 

Athletics or Thievery (DC 24, standard action): The 
character disrupts the intricate construction of the 
astral engine, but doing so is dangerous. On a suc
cessful check, the character takes ongoing 10 damage 
(save ends). Ifthe result of the check is 29 or higher, 
the character instead takes no damage. 

Reli8ion (DC 24, standard action): The character 
recognizes the dark rituals by which Acererak was 
channeling the dead gods' life force and disrupts the 
flow of energy. 

Secondary Skills: Endurance. 
Endurance (DC 16, minor action): The failing astral 

engine sends energy couIsing through the chamber. 
The character disrupts that energy with his or her 
own lik force, granting a +2 bonus to the next pri
mary skill check in the challenge. 

Success: The astral engine implodes, destroying 
Acererak's phylactery. If the god-golem still survives, 
it takes 200 damage and can no longer use its con
sume soul power. The characters' fight is far from over, 
however. See "Acererak's End?" below. 



0 

Acererak, God-Golem (A) Level 23 Solo Brute 
Huge natural anirnJtc (undead) XI' 2S,SOO 

HP 852; Bloodied 426 Initiative +15 
AC 37, Fortitude 35, Reflex 34, Will 32 Perception +17 
Speed 6 Darkvision 
Immune disease, poison, sleep; Resist 15 necrotic, 15 psychic 
Saving Throws +5; Action Points 2 
THAI rs 
o Intruding Terror (fear) + Aura 3 

Enemies within the aura take a -2 penalty to attack rolls. 
Deathless Resistance 

At the start of its turn, the god-golem makes a saving throw 
against one effect of its choice that a save can end. 

Soul Gems 
The god-golem has six sou/yems, each of which can hold the 
soul of one of its victims. At the start of an encounter, two of 
the sou/yems contain souls. Crushing a gem after the god-golem 
is defeated releases the soul to the Shadowfell. 

CD Death Slam (necrotic) + At-Will 
Attack: Melee 3 (one creature); +28 vs. AC 
Hit: 4d12 + 14 necrotic damage. 

+God-Golem's Wrath (necrotic) + At-Will 
Effect: The god-golem makes two death slam attacks. If both 
attacks hit the same target, the god-golem uses drain soul 
against the target as a free action. 

~	Drain Soul + Recharge t;:;][!1 
Attack: Ranged 5 (one creature); +26 vs. Fortitude 
Hit: The target is dazed and restrained (save ends both). 
First Failed Saviny Throw: The target is instead stunned and 

restrained (save ends both). 
Second Failed Saviny Throw: The target dies, and its soul is 

trapped in one of the god-golem's soul yems until the soul 
is consumed or the god-golem is destroyed (see "Fate of 
Drained Souls," page 155). 

Special: This power does not provoke opportunity attacks. 
<.. Soulflre Blast (lightning, necrotic, thunder) + Recharge ~Ilt~ 

Requirement: The god-golem must have a trapped soul available 
in one of its soul yems. 

Attack: Close blast 3 (creatures in blast); +26 vs. Reflex 
Hit: 6d1 0 + 9 lightning, necrotic, and thunder damage, and the 
target is stunned until the end of the god-golem's next turn. 

Effect: The god-golem expends a trapped soul from one of its 
soul Berns. 

Consume Soul (healing) +Recharge tOJ 
Effect: The god-golem expends a trapped soul from one of its 
soul gems and regains 200 hit points. 

TrUGGUIW ACiION> 

<.. Dead God's Anguish +Encounter 
Triyyer: The god-golem is first bloodied. 
Attack (Free Action): Close blast 5 (creatures in blast); +26 vs. Will 
Hit: 3d12 + 10 damage, and the target is slowed and weakened 
(save ends both). 

<.. Soul Shriveling Pulse (fear. necrotic) +At-Will 
Trigger: A creature fails a saving throw against the god-golem's 
drain soul. 

Attack (Immediate Reaction): Close burst 5 (creatures in burst); 
+26vs. Will 

Hit: 6d8 + 6 necrotic damage, and the target is immobilized and 
takes a -2 penalty to saving throws (save ends both). 

Skills Arcana +24. Insight +22, Intimidate +20 
Str24 (+18) Dex19(+15) Wls23(+17) 
Con 21 (+16) Int 27 (+19) Cha 18 (+15) 
Alignment evil Languages Common 

Failure: The characters' attempt to shut down the 
astral engine causes an explosion. Acererak's phylac
tery is destroyed. but each creature in the chamber 
takes 3d 10 damage and loses a healing surge_ If the 
god-golem survives, it gains a +2 bonus to attack rolls 
and to all defenses until the end of the encounter. 

FEATURES OF THE AREA 
Illumination: Bright light while the astral engine 0'\ 

survives. Ifit is destroyed. the area becomes dark. 
Ceiling: The ceiling is 50 feet high. ~ 

wAstral Engine: The walls and ceiling of this l
chamber consist ofa web of mithral and gems that Z 
pulse with energy. When a creature ends its turn ::J 

oadjacent to a wall or to the ceiling. it takes 3d 10 U 
damage. The engine is impervious to damage. Z 

Black Ice Altar: The god-golemlies on a 1O-foot IJ,j 

high slab of black ice. A character can make a DC 
29 Athletics check to climb the slab. but any living 
creature that ends its turn on the slab takes 2d 10 cold 
and necrotic damage and is dazed (save ends). 

Black Ice Walls: The walls of the chamber are 
carved from the foundations of Necromanteiol1. 
When a creature starts its turn adjacent to a chamber 
wall, it takes 2dlO cold and necrotic damage. in addi
tion to the damage from the astral engine energy. 

Portal Arch: This arch is filled with blood-red 
mist. Characters stepping through the arch are tele
ported to location 9 (the site of Encounter D8). 

ACERERAK'S END? 
This encounter ends when Acererak is slain and the 
characters have achieved overall success or failure in 
the skill challenge. 

When this happens, read: 
Acererak's phylactery j1ares with a blindin8 white li8ht 
as arcs ofeldritch li8htnin8 uncoilfrom its myriad facets. 
With a deafenin8 wuk, the phylactery shatters into silver 
dust. The thousands of8ems set within the cradle ofthe 
en8ine shatter as the eldritch runes scribed alon8 the walls 
j1are blood-red. then fade to black. 

See "Final Confrontation," on the next page. 



If the characters still live, at this point they have 
thwarted the demilich's plans, devastated his eldritch 
engines, obliterated his body ofgods' flesh , and 
destroyed his phylactery. Their achievements are the 
stuff oflegend, and they probably believe that they 
are due for some rest. 

But their labors are not complete, because Acererak 
was not slain when his artificial body was destroyed. 
His essence has fled back to its true home. The skull 
that is all that remains of his original form, which 
was re-formed from the dust in the same instant that 
Acererak drew his soul back from oblivion's edge. 
Using that partial body, Acererak hopes to complete 
a last-ditch ritual to claim at least some of the divine 
power he hoped to absorb. The ritual won't let him 
become a god , but his power will grow substantially 
nonetheless. If that fails, he can, at least, use a ritual to 
build a new phylactery, rendering himselfonce more 
effectively immortal. 

But to do this , he needs time-time the characters 
might not grant him. If they can hunt him down and 
destroy him before he has had the chance to perform 
either of these rituals, then the evil ofAcererak will 
finally and truly be ended . 

AFTERMATH 
Give the characters a short amount of time after 
they destroy the god-golem and Acererak's phylac 
tery, allOWing them to explore their surroundings. 
Then call for DC 27 Arcana checks and Religion 
checks. (Alternatively, you can treat those skills as 
passive in this instance and assume that each char 
ac ter rolls a 10.) 

If any character succeeds on either check, read: 
It be8ins to dawn on you that,Jor all your efforts, your 
task mi8ht not be complete. You have destroyed the body 
Acererak inhabited, as well as his phylactery, but there is 
no trace ofhis true body, the infamous 8ern-toothed skull. If 
that remnant ofhis ori8inal form yet survives, the demilich 
assuredly survives as well. 

Yet now he is vulnerable. With his phylactery destroyed, 
he can be killed permanently-but only ifyou canfind his 
body and slay him before he has the chance to construct a 
new one. 

If the successful check was made with Religion, 

also read: 

It requires ten days ofconstant effort for a lich to create a 

new phylactery. You know ofno reason why this process 

should be any different for a demilich. 


If the successful check was made with Arcana, 
also read: 
Given the amount ofener8Y that has already been chan
neled throu8h the various planar en8ines thatyou've 
encountered so far, Acererak mi8ht be able to absorb at 
least some ofthat power without makin8 use ofthe tools 
you've destroyed. He can't become a 80d, but he mi8ht 
become stron8er than before. This effort would require the 
use ofrituals and would likely require several days' effort, if 
not lon8er. 

HUNTING THE DEMILICH 
So how do the characters go about finding Acererak 
in the time available? The most obvious solution is 
the use ofdivination magic. At epic levels, most par
ties have access to many rituals, and Acererak hasn't 
had the time to ward himself against all of them. 
The Consult Oracle ritual, the Loremaster's Bargain 
ritual, and similar magic provide the same answer: 
Acererak has returned to the Tomb of Horrors. He is 
gathering his magic there and performing his own 
rites, hoping (as suggested above) to draw on at least 
some of the lingering power of the dead gods. With 
this energy at his disposal, he is confident that he can 
withstand any attack long enough to rebuild his phy
lactery. The characters have a window of only a few 
days in which to finish off the demilich. 

CRYPTIC REPLIES 
Many rituals prOVide their answers in the form of 
cryptic clues. If the characters use such a ritual to 
find Acererak, their answer is: 

The broken skull lairs once more beneath the broken skull. 

I f the players truly can't figure it out, a character 
can make a DC 29 History check to realize that the 
second "broken skull " could refer to the hill within 
Skull City. 

If the characters perform such a ritual before 
departing Pluton, they can take advantage of the 
ambient divine energy (and the fact that many gods, 
although unwilling to interfere directly, don't want to 
see Acererak succeed). While the characters are in 
Pluton, any skill check they make as part of a ritual 
intended to locate Acererak gains a +4 bonus. (You 
also can allow a character to make a DC 29 Arcana 
check or Religion check to realize that such favorable 
conditions exist prior to the group's leaving.) 

Ifthe characters don't have access to such ritu 
als, or don't think ofusing them for some reason, 
there are other options. Throughout the course of the 
campaign, the odds are good that they've consulted 
with many sages, priests, or similar nonplayer char
acters in their search for information on Acererak's 
schemes. Many of these individuals can perform such 
a ritual for them, if asked. 
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2 Finally, leave room for the players to get creative, 
and if they come up with something that sounds 
vaguely plausible, give them a shot at success. For 
instance, now that they know that each of the various 
interplanar dungeons are linked-to Acererak himself 
as well as to each other-they might attempt to follow 
the "trail" ofenergy back across the cosmos to the 
demilich's location. You might decide to make this 
a skill challenge (level 22, complexity 5, major skill 
Arcana, minor skills Insight, Perception, and Reli
gion). On a success, they're able to attune themselves 
to the energy while in Pluton, sense that energy when 
they return to the mortal world , and follow the trail 
back to the Abandoned Tomb. 

A LONGER HUNT 
As written, this adventure sends the characters in 
pursuit ofAcererak immediately (or shortly) after 
they have defeated his god-golem body in Pluton. 
This mission is essential, because it won't take the 
demilich long either to forge a new phylactery or to 
perform various rituals that allow him to absorb at 
least a portion of the power he had collected before 
the characters thwarted his plans. 

You might want the characters to experience a 
few additional adventures as they seek out Acererak's 
sanctum. Perhaps you want them to gain another 
level or two, maybe you feel like adding one last twist 
to the plot, or possibly you'd like to let them think for 
a short while that the villain is dead before revealing 
that his soul still lingers. 

In this case, you should design adventures that 
require the characters to find certain magic or clues 
to Acererak 's location, rather than allowing rituals 
and similar magic to succeed. (Maybe he has set up 
the Abandoned Tomb so that it blocks such efforts.) 
The characters might need to find an artifact or 
a ritual powerful enough to break through those 
defenses, or perhaps some other ancient ally or ser
vant of the demilich knows that he has set up the 
tomb as a last-ditch redoubt. 

You will , of course, have to come up with some 
reason why it has taken Acererak longer than 
anticipated to re-create his phylactery. Perhaps the 
destruction of his engines and his defeat by the char
acters has sapped his power, and he needs to rest and 
regain it- yet another reason for him to despise the 
characters. 

ENCOUNTERS WITHIN o
THE TOMB 	 f-

As written, the tomb is stililargcly destroyed and ~ 
Zabandoned , with Acererak being the only encounter owithin. And the characters are going to need every 0:: 

thing they have, since it's a level 27 encounter. L.I. 
ZThat said, ifyour players are tactically savvy, have o 

an excess of magic, or tend to be lucky, you might U 
want to soften the characters up before they use every 
power they have on Acererak. In this case, you could ~ 
add another encounter within the tomb. You might 

L.I. 
consider one of the following. (We don't recommend 
more than one, unless you want to give your players 
an exceptionally difficult final encounter.) 

FALSE ACERERAK 
Level 20 Encounter (XP 15,650) 
• 	 1 great flameskull (level 24 artillery, MM 109) 
• 	 3 giant mummies (level 21 brute, MM 193) 

The flameskull has been given gemstone teeth and 
eyes, in the hope that intruders initially mistake it for 
Acererak. The demilich doesn't expect such a ruse 
to last for long, but he hopes-at the least- to trick 
his foes into expending some of their most potent 
abilities. 

CHILL OF THE GRAVE 
Level 21 Encounter (XP 20,400) 
• 	 1 abhorrent reaper (level 23 elite soldier, Open 

Grave, page 179) 
• 	 2 voidsoul specters (level 23 lurker, MM 244) 

The abhorrent reaper appears from the shadows and 
attacks, attempting to draw the attention of the char
acters so that the voidsoul specters can then attack 
with surprise. 

DEMONIC SENTINELS 
Level 22 Encounter (XP 22,300) 
• 	 1 marilith (level 24 elite skirmisher, MM 57) 
• 	 1 glabrezu (level 23 elite brute, MM 54) 

These demons are leftover remnants ofAcererak's 
original "security system," from when the tomb was 
fully active. They appear from nowhere and attack, 
with no goals or objectives except to slaughter all 
intruders. 
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Encounter Level 27 (55,000 XP) 

SETUP 
Acererak (A) 

Acererak has retreated to the Abandoned Tomb in 
hopes of salvaging his scheme. The demilich knows 
(or at least assumes) that he doesn't have the time 
to re-create his phylactery before his enemies come 
after him. Instead, he's attempting a last-ditch rituaL 
using brute force to grab a portion of the divine 
power his other rituals were channeling. Though he 
knows the risks, Acererak has taken a fateful step to 
grant his physical form the touch ofdivinity needed 
to absorb that magic: He has bestowed upon himself 
the legendary Eye ofVecna, replacing one of his soul 
BeI1lS with it. 

When the characters enter the chamber, read: 
An enormous chamber sprawls before you, with many 
ornate pillars risinBfrom floor to ceilinB. At the room's 
far end, a small table covered in bits ofBems and intricate 
equipment stands atop a steep dais. 

You have little time to examine your surroundinBs, 
because an aBe-beWimed skull rises into the airfrom atop 
the dais. GapinB sockets stare atyou, and a jewel-encrusted 
jaw drops open in a furious scream. 

Show the players Wrath of the Demilich 
(page 157). 

Perception Check 
DC 24: Many of the skull's teeth have been replaced by 
jewels, but only one ofits eye sockets holds a similar Bem. 
The other is occupied by a shriveled orb ofrawflesh and 
coaBulatinB blood. 
DC 29: You can see throuBh several ofthe room's pil
lars. Perhaps they aren't all what they seem. (Inform this 
character, and ono/ this character, which ofthe pillars are 
illusory') 

TACTICS 
Acererak remains as far from his foes as possible, 
moving constantly for tactical advantage and attack
ing from long range. He knows which pillars are 
which, and attempts to trick characters into remain
ing adjacent to necrotic pillars or skystone pillars. 
He also attacks characters standing adjacent to blood 
rock pillars, or attacks through the illusory pillars. 

Acererak opens combat with prismatic burst, then 
uses azure eye and shadow drain each round, attempt
ing to keep his foes scattered and immobile. He saves 
a trapped soul for consume soul, even ifprismatic burst 

recharges qUickly. He lIses aura ofdear siBht against 
foes that have proven difficult to hit. Ifhe is signifi
cantly wounded, he uses eye oftlte warlock so that he 
can continue attacking while moving his body into 
cover and healing himself. 

Although he knows he is vulnerable, Acererak is 
too enraged by the characters' interference, and too 
close to success, to retreat. Though it means risking 
his tflle and final death , Acererak fights to the end. 

Acererak and Eye of Vecna (A) Level 26 Solo Controller 
Tiny natural animate (undead) XP 45,000 

HP 964; Bloodied 482 Initiative +20 
AC 40, Fortitude 37. Reflex 39, Will 38 Perception +26" 
Speed 0, fly 8 (hover) Darkvision 
Immune disease, poison. sleep; Resist 15 necrotic. 15 psychic 
Saving Throws +5; Action Points 2 

o Intruding Terror (fear) • Aura 5 
Enemies within the aura take a -2 penalty to attack rolls. 

Deathless Accuracy 
While bloodied, Acererak gains a +1 bonus to attack rolls, and 
he can score a critical hit on a roll of 18-20. 

Deathless Resistance 
At the start of his turn, Acererak makes a saving throw against 
one effect of his choice that a save can end. In addition. Acere
rak is immune to being slowed. immobilized, or knocked prone. 

Regeneration (healing) 
Acererak regains 30 hit points whenever he starts his turn and 
has at least 1 hit point. If Acererak takes radiant damage, his 
regeneration doesn't function until the end of his next turn. 

Soul Gems 
Acererak normally has eight soul Berns, but he has replaced 
one with the Eye ofVecna and currently has only seven, each of 
which can hold the soul of one of his victims. At the start of an 
encounter, three of the soul Berns contain souls. Crushing a gem 
after Acererak is defeated releases the soul to the Shadowfell. 

STANDARD AniONS 

~	Shadow Drain (necrotic) • At-Will 
Effect: Acererak uses necrotic ray and drain soul. 

~	Drain Soul. At-Will 
Attack: Ranged 10 (one creature); +29 vs. Fortitude 
Hit: The target is dazed and restrained (save ends both), 

First Failed SavinB Throw: The target is instead stunned and 
restrained (save ends both). 

Second Failed SavinB Throw: The target dies, and its soul is 
trapped in one of Acererak's soul Berns until it is consumed or 
until Acererak is destroyed (see "Fate of Drained Souls"). 

Special: This power does not provoke opportunity attacks. 
-i~ Prismatic Burst (cold, flre. lightning, thunder) • Recharge [!J 

Requirement: Acererak must have a trapped soul available in 
one of his soul Berns, 

Attack: Area burst 3 within 10 (creatures in burst); +29 vs. 
Reflex 

Hit: 3d8 + 8 cold, fire. lightning, and thunder damage, the target 
is stunned until the end of Acererak's next turn, and Acererak 

expends a trapped soul from one of his soul Berns. 
~	• Necrotic Ray (necrotic) • Encounter 

Attack: Ranged Sight (one creature); +29 vs. Fortitude 
Hit: 3d6 + 5 necrotic damage, and ongoing 5 necrotic damage. 



MINOR ArT I ON~ 

•Aura of Clear Sight + Dally 
Effect: Acererak gains a +10 bonus to attack rolls, skill checks, 
and ability checks against creatures within a close burst 10 
until the end of his next turn. 

~	Azure Eye (gaze, psychic) + At-Will 
Attack: Ranged 20 (one creature); +29 vs. Will 
Hit: The target is slowed and takes ongoing 20 psychic damage 
(save ends both). 

Consume Soul (healing) + Recharge [ill 
Effect: Acererak expends a trapped soul from one of his soul 
gems and regains 241 hit points. 

• Eye of the Warlock + Dally 
Effect: Acererak chooses a creature within 10 squares and can 
see through the eyes of the target (save ends). Acererak has 
line of sight and line of effect from the target, and his attacks 
can ori inate in the target's square. 

Indestructible 
Trigger: Acererak drops to 0 hit points. 
Effect (No Action): Acererak's skull (but not the sou/gems) crum· 
bles to dust, but Acererak is not destroyed. He reappears in 24 
hours adjacent to his phylactery, unless the phylactery is also 
found and destroyed. 

(> Soul Shrillellng Pulse (fear, necrotic) + At-Will 
Trigger: A creature fails a saving throw against Acererak's drain 
soul. 

Attack (Immediate Reaction): Close burst 5 (creatures in burst); 
+29vs. Will 

Hit: 4d10 + 6 necrotic damage, and the target is immobilized 
and takes a -2 penalty to saving throws (save ends both). 

Skills Arcana +33·, Diplomacy +13·, History +25, Insight +31· 

Str 19 (+17) Dex 25 (+20) Wls 27 (+21) 

Con 25 (+20) Int 30 (+23) Cha 21 (+18) 

Alignment evil languages Common 

·Characteristics marked with an asterisk are granted or modi
fied by the Eye ofVeeno (Dungeon Master's Guide, page 167). 

FEATURES OF THE AREA 
Illumination: Dim light from the pillars. 
Ceiling: The ceiling is 30 feet high. 
Dais: The stairs leading up to the dais are difficult 

terrain for creatures ascending them. 
Pillars: Unless otherwise noted below, the pillars 

in this room block diagonal movement and proVide 
cover from attacks that originate more than 3 squares 
away from the target. In addition, the pillars that are 
colored on the map have special properties. 

Bloodrock: Creatures adjacent to an orange pillar can 
both score and suffer critical hits on a roll of 19-20. 

Illusory: The yellow pillars do not actllally exist, 
and do not block movement or line of effect, though 
they do block line of sight. 

Necrotic: When a creature starts its turn adjacent 
to a green pUlar, it takes ongoing lO necrotic damage 
(save ends). 

Skystone: Any creature that starts it s turn on the 
ground adjacent to a blue pillar must make a saving 
throw. On a failed saving throw, the creature rises to 
a height of 10 to 25 feet (ld4 + 1 squares), where it 
remains until the start of its next turn. Then it falls to 
the ground in a random square adjacent to its starting 

square, taking falling damage and falling prone. 
Creatures capable of flying are immune to this effect. 

Secret Doors: A character can make a DC 29 
Perception check to locate a secret door. and a DC 24 
Thievery check to open it. 

Treasure: Amid the equipment found on and 
beneath Acererak's worktable are a pair oflevel 26 
aauntlets of the Blood War (Manual ofthe Planes, page 
156). Scattered across the table are 15 gems ofvari· 
ous kinds (a combination ofritllal components and 
replacements for Acererak's skull gems) worth 5.000 
gp each. Various alchemical and arcane accoutre
ments are art objects worth a total of250,OOO gpo 
One of the bottles on the table contains a deathspawn 
potion (Adventurer's Vault, page 186), and 6 astral dia
monds lie scattered amid the other gems. 

Worktable: Acererak's worktable is too small to 
prOVide cover or serve as any sort ofobstacle. 

FAT E OF DRAINED SOULS 
When a victim of drain soul falls Its second saving throw, 
the victim's soul is trapped in one of the attacking crea
ture's soul gems. The soul's former body crumbles into 
dust at the end of the creature's next turn, and the soul 
is in danger of being expended, which destroys it. As 
long as a target's soul remains intact within a gem, the 
gem glows with a faint inner light and reveals an image 
of a tiny figure inside. This gem can be used as part of a 
Raise Dead ritual, redUcing the component cost by half. 
A victim whose soul is destroyed can still be brought back 
by a Raise Dead ritual. 



qwo~ ,spo9 poaa I 17 U1 .LdV H :::> 



Wrath of the Demilich 

CHAPTER 4 




The characters have come to the end of this saga-and 
one way or another, their deeds and their victories (or 
defeats) will be passed down for generations as his
tory and then legend. 

But their story isn't over. Refer to the section of the 
following text that best describes the outcome from 
the characters' point of view. 

VICTORyf 
The characters have been entirely successful. Not 
only have they navigated Acererak's e1dritch engines 
and thwaJ"ted his plans to absorb the power ofdead 
gods, but they have done what no other hero in history 
has accomplished: They have utterly destroyed the 
demilich, slaying an evil that has plagued the world 
for centuries uncounted. Shy ofdefeating a deity, there 
are few deeds more heroic, mythic, or epic. 

Although the average commoner will never be 
aware of the events that have transpired, the char
acters can expect word to spread throughout the 
various temples and sects, through arcane cabals, 
and through planar communities such as Sigil and 
Gloomwrought. To most of those in the know, the 
characters are heroes, having prevented an obscenity 
too terrible to contemplate. They are treated warmly 
and lavished with gifts, but they also receive an ever 
growing number of requests to deal with further 
problems that "only heroes ofyour great renown can 
possibly handle." The characters might find that leg
endary fame is a burden, not a reward. 

Not everYOl1e is happy with the characters. No 
sane mind wanted Acererak to become a god, but 

ABOUT THE DES1GNERS 
Ari Marmell currently works as both an RPG deSigner, 
on products such as Draconomicon"': Metallic DraBons, 
The Plane Below, and the DARK SUN'" Creature Catal08; and 
as a novelist, on titles such as Asents ofArtifice (a MaBie 
the GatherinB novel) and The Conquerors Shadow. Ari cur
rently lives in an apartment that's almost as cluttered as 
his subconscious, which he shares (the apartment, not the 
subconscious) with his wife, George, and two cats. 

Scott Fitzgerald Gray 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 1004, he's been making up for lost time as a 
freelance RPG editor and deSigner, primarily for Wizards of 
the Coast. Scott's memories of the original Tomb ofHorrors 
are so traumatic he rarely talks about them, but rework
ing this classic adv~nture has been excellent therapy. He 
lives in the Canadian hinterland with a schoolteacher, two 
daughters, and a large number of animal companions. 
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plenty of factions want to learn how he did it to 
build on his efforts amI increase their own power. 
The characters must beware ofothers attempting 
the same thing-perhaps others who are already 
more potent than Acererak was. Orcus and Vecna, 
in particular, are certain to covet the same power 
the demilich sought-the former to become a god 
himself, the latter to make himself mightier than his 
rivals. The characters can expect the cults ofboth 
entities, as well as followers of the Raven Queen and 
Ioun, to be particularly interested in their subsequent 
activities. 

Nor are these the onty threats the characters must 
watch for. They have potentially made many enemies 
throughout their adventures. The fey prince Hespo
therad might seek vengeance, draWing the characters 
into the politics ofthe Court ofStars, where only the 
guidance ofMind res sa, who is grateful for what they've 
done, allows them to navigate the web of intrigue. 
Some factions ofSkull City consider the characters 
to be heretics and will be interested in learning what 
they know. Moghadam could reappear thanks to his 
link with Ruinblade, which might allow him to return 
after his apparent destruction, even with the blade 
bonded to a new wielder. What the mad wraith might 
do with his knowledge ofAcererak's old magic is any
one's guess. 

And what of Pluton? Now that the characters know 
how to reach this most mysterious of astral domin
ions, will they explore beyond the Dead Gods' Tomb? 
They could learn much about the nature ofdivinity, 
the names ofgods who have passed beyond, and 
many secrets that perhaps mortals shouldn't know. 
Every step of the way they'll have to battle agents of 
Vecna, the Raven Queen, and others who want those 
secrets for themselves. 

SUCCESS 
The characters won, but not completely. They might 
stop Acererak's scheme to become a god, but fail to 
slay him before he completes his last-ditch rituals and 
rebuilds his phylactery. 

In this case, the demilich has become an entity 
roughly on par with the demon lords (perhaps a level 
33 opponent). He's again effectively immortal, unless 
the characters can locate and destroy his new phylac
tery, and he wants revenge on the meddling fools who 
thwarted his scheme. In addition to many potential 
plot points given above, the characters now have a 
major enemy who would like nothing more than to 
slaughter them. With his undead and summoned ser
vitors, as well as the Faithmarked faction from Skull 
City and his own increased power, he could possess 
the strength to do it. 



Revenge isn't Acererak's only goal. He could 
attempt his scheme OlilCe more, now that he has 
greater magic to hold off his foes. Or perhaps he'll 
come up with a different plan. Whatever else he 
might be up to, the quest for more power is never far 
from Acererak's thoughts. 

DEFEAT 
Unthinkable as it might have seemed, the characters 
have failed. They might have survived, they might 
have fallen and been raised by nonplayer character 
allies, or you might decide to run a campaign with 
new characters in the aftermath-but whatever the 
case, failure on the part of the heroes has world
changing repercussions. 

IfAcererak succeeds, he absorbs enormous 
amounts of ambient divine power, dispersed 
throughout the Astral Sea by the deaths ofgods over 
the eons. The result is that Acererak has become a 
god himself, or at least nearly. (It's up to you and your 
interpretation of divinity in your campaign to decide 
ifhe's truly a god-complete with traits such as divine 
discorporation-or ifhe's of equal power. Either way, 
he's definitely on par with at least the weaker gods 
(as a level 35 threat, or possibly higher, in combat). 

This turn ofevents throws not only religious com
munities, but the divine order itself, into disarray. The 
gods now have not only a new competitor among them, 
but proof that their power can be Siphoned away once 
they've been destroyed-a fact that could motivate other 
powerful entities to attempt deicide. Some gods seek to 
suppress that information; others use it to obtain such 
pmver that other gods cannot oppose them. 

The Faithmarked become the core of a new cult of 
Acererak that swiftly spreads, its numbers swelling 
with both mortals and undead. The society is born 
anew and threatens to grow from a single community 
into a veritable city-state, or, ifleft unchecked, a new 
empire. 

Initially, open conflict between factions seems to 
be for the greater good, because Acererak's follo-wers 
begin to war with cults ofOrcus and Vecna, seeking 
to consolidate power. Eventually, the winners emerge 
far more powerful, turning their attention on other 
faiths. Acererak targets Ioun and Corellon, his fasci
nation with magic and lore driving him to attempt to 
usurp their innuence. 

This new conflict amid the gods leaves room for 
others to act, as powers of the Elemental Chaos, the 
Abyss, and the Far Healm invade the mortal world 
and the Astra l Sea in ever-increasing quantities. 

Acererak's new faithful are also following one 
other divine command: Locate the characters who 
almost thwarted his schemes and eliminate them 
before they cause further trouble. 

The characters didn't cause this situation, but 
their failure allowed it to happen. In the face ofan 

ever-changing world, they might come to realize UJ 

that someone must find the means ofdestroying the :l" 
new god Acererak before the transformations he 	 I

Zhas wrought upon the world become too thoroughly 
UJ 

ingrained to ever be undone. > o 
«AFTERWORD UJ 

Several years ago, Gary Gygax penned a lethal sce- ~ 
nario meant to challenge the expert players of his \.J 
DUNGEONS & DRAGONS campaign. The original Tomb Z 
ofHorrors sprang from this scenario, which dismayed 0 
many far less expert players as they explored Acer- :l 
erak's weird labyrinth. That adventure, combined ..J 

U
with the illustrations for players that were included, Z 
became an instant classic. Since Tomb ofHorrors was 0 
the first modular DUNGEONS & DRAGONS adventure U 
published, most players of the time probably played it, 
or at least heard tell ofit. 

Years later, it fell to me to attempt to follow Gary's 
effort with Return to the Tomb ofH,orrors, and 1 was 
ecstatic. Who wouldn't be thrilled at the possibil
ity of returning to a revered gaming touchstone? A 
generation of garners recall it as one of the first times 
they were friahtened within the confines of a role
playing game. 

Now more years have passed, and Ari Marmell 
has taken up the story. When I read the words "god
golem," I knew I was going to love the newest take on 
the Tomb ofHorrors. After perusing the entire scenario, 
and learning about eldritch engines, what became of 
the City of Moil and Skull City, and, of course, Acer
erak himself, 1 wasn't disappOinted. I won't lie; it was 
heartwarming to see many elements from Return to 
the Tomb ofHorrors brought forward , even elements 
covered only in Draaon magazine articles, such as 
Moghadam's undertomb. This is an adventure I look 
forward to running (now that I've read it, I suppose it 
wouldn't be fair to play it, darn it!). 

Not so long ago, Gary Gygax passed away, leav
ing all of us the poorer. As you know, in addition to 
writing Tomb ofHorrors, Mr. Gygax is credited for 
inspiring people all over the world as the cocreator of 
the DUNGEONS & DRAGONS game. If Gary were still 
around, he'd be the one writing this afterword, and 
given his generous spirit, probably saying Similarly 
glowing things about Ari's adventure deSign. Indeed, 
he would likely apply his gift for exotic language 
and words to paint you a picture of this product in 
metaphor that would have you salivating by the time 
you finished reading. He would have addressed you 
directly, Perspicacious Reader, and described in WOI1

drous terms how this adventure will help YOll relive 
the glories ofold. 

And I agree. Have fun giving Acererak one more 
go-round! 

-Bruce R. Cordell 
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ABANDON 
ALL HOPE 

YE WHO ENTER 
For generations, the Tomb of Horrors has held an 
inescapable allure. It draws adventurers to it like a beacon 

and then devours them utterly like some monstrous 
predator. Within its sepulchral, trap· ridden halls and 
chambers lay the secrets and treasures of the demilich 
Acererak and, some say, the demilich himself. 

Tomb ofHorrors™ is a far·reaching DUNGEONS & DRAGONS® 

adventure that takes characters from lOth level to 22nd 

level, with natural break periods between stages for other 

adventures. It includes background material, adventure 
hooks, new monsters and magic items, and a powerful 

campaign arc that pits heroes against a deadly dungeon 

complex and its echoes in the planes of the Feywild and 
the Shadowfell. This adventure also includes a double· 
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