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WHAT’S A DM’S CHALLENGE
ADVENTURE?

DM'’s CHALLENGE adventure packets are a part of the
LIVING GREYHAWK DM’S CHALLENGES HIGH-LEVEL
OPTION. Unlike other RPGA adventures, the DM’s
CHALLENGE adventure is not something you download or
buy and run as printed with little to no modification.
Instead, you get basic guidelines, a special session
tracking, and a basic Adventure Record (AR) for an
adventure that you write or modify and run.

This is a full adventure for the LIVING GREYHAWK
DM’s CHALLENGES HIGH-LEVEL OPTION. Unlike the
DM’s CHALLENGE adventure packets, this is a fully
developed adventure for the DM to integrate into the
HORRORS NEVER DIE Story Arc (2006-2007) Story Arc.

RPGA-SANCTIONED PLAY

Most likely you ordered this adventure as part of an
RPGA event from the RPGA website, or you received it
from your senior gamemaster. To play this adventure as
part of the LIVING GREYHAWK DM’s CHALLENGES HIGH-
LEVEL OPTION campaign—a worldwide, ongoing D&D
campaign set in the GREYHAWK setting—you must
sanction it as part of an RPGA event. This event could be
as elaborate as a big convention, or as simple as a group of
friends meeting at the DM’s house.

To sanction an RPGA event, you must be at least a
HERALD-LEVEL gamemaster. The person who sanctions
the event is called the senior gamemaster, and is in
charge of making sure the event is sanctioned before
play, runs smoothly on the date sanctioned, and then
reported back to the RPGA in a timely manner. The
person who runs the game is called the table DM (or
usually just DM). Sometimes (and almost all the time in
the cases of home events) the senior gamemaster is also
the table DM. You don'’t have to be a HERALD-LEVEL GM
to run this adventure if you are not the senior GM.

By sanctioning and reporting this adventure you
accomplish a couple of things. First, it is an official game,
and you can use the AR to advance your LIVING
GREYHAWK DM’S CHALLENGES HIGH-LEVEL OPTION
character. Second, it allows the RPGA to track and record
what characters did during the adventure, and future
adventures will be written with what a majority of the
players did in mind - in this way characters’ actions
shape the future of the campaign. Lastly, players and
DMs gain rewards for sanctioned RPGA play if they are
members of the DUNGEONS & DRAGONS REWARDS
program. Playing this adventure is worth two (2) points.

This adventure retires from RPGA-sanctioned play
on December 31, 2007.

To learn more about the LIVING GREYHAWK DM’s
CHALLENGES HIGH-LEVEL OPTION character creation and

development, RPGA event sanctioning, and DUNGEONS
& DRAGONS REWARDS, visit the RPGA website at
www.wizards.com/rpga.

HOW DO I RUN THIS?

The simple answer to this, however you need to! The
LIVING GREYHAWK DM’s CHALLENGES HIGH-LEVEL
OPTION are a chance for you, the DM, to let your
creativity shine. This might mean making slight
modifications to this adventure to integrate it into the
three DM’s CHALLENGE adventures you are writing for
the HORRORS NEVER DIE Story Arc (2006-2007) Story
Arc.  Or you might just run this exactly as written,
making modifications to your own DM’s CHALLENGE
adventures to fit them to this adventure. The choice is
yours. The story is yours. Have fun with it!

WHAT CAN'TI DO WITH ADM’S
CHALLENGE?

DM’s CHALLENGE adventures ate to be run for a group of
4 to 6 players. It does not give you license to produce and
distribute (for sale or for free) your own GREYHAWK
adventures. Following the d20 System License (see
www.wizards.com/d20) grants you the ability to write
D&D compatible works, but all of the GREYHAWK setting,
and many of the GREYHAWK specific rules are not
covered in that license.

That said, the intent of the DM’S CHALLENGE is for
you to create and present exciting GREYHAWK adventures
to a small group of players, anything more than that is
really beyond the scope of the DM’S CHALLENGES
program.

ADVENTURE GUIDELINES

Of the standard rules for RPGA adventures also hold true
for LIVING GREYHAWK DM’S CHALLENGES HIGH-LEVEL
OPTION  adventures. LIVING GREYHAWK DM’s
CHALLENGES HIGH-LEVEL OPTION adventures have to be
ordered and sanctioned just like other adventures, and
thus must be played at RPGA-Sanctioned events if you
are playing it as part of the LIVING GREYHAWK DM'’s
CHALLENGES HIGH-LEVEL OPTION campaign.

When running a LIVING GREYHAWK DM's
CHALLENGES HIGH-LEVEL OPTION as part of an RPGA-
Sanctioned event, you must follow the RPGA general
rules, and the rules detailed in the LIVING GREYHAWK
DM'’s CHALLENGES HIGH-LEVEL OPTION Rules Document
and other campaign documents.

This adventure is designed to be run in an eight hour
slot for its premiere at DDXP; those playing it at home
may take as much time as the DM chooses to permit to
complete it.
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LEVELS OF PLAY

Because players bring their own characters to the LIVING
GREYHAWK DM’s CHALLENGES HIGH-LEVEL OPTION
games, this adventure’s challenges are balanced in
challenge to the modified average character level of the
PCs participating in the adventure. To determine this
modified Average Party Level (APL) follow the steps
below:

1. Determine the character level for each of the PCs
participating in the adventure.

2. Sum the results of step 1, and divide by the number
of characters playing in the adventure. Round to the
nearest whole number.

3. If you are running a table of six PCs, add one to that
average.

Throughout this adventure, the level of challenge the
PCs face is balanced for parties of APLs 16 to 20. APLs are
given in even-numbered increments. If the APL of your
group falls on an odd number, ask them before the
adventure begins whether they would like to play a
harder or easier adventure. Based on their choice, use
either the higher or the lower adjacent APL.

PREPARING FOR PLAY

To get the most out of this adventure, you need copies of
the following D&D books: Player's Handbook, Dungeon
Master's Guide, and the Monster Manual.

Throughout this adventure, text in bold italics provides
player information for you to paraphrase or read aloud
when  appropriate.  Sidebars contain  important
information for you, including special instruction on
running the adventure. Information on nonplayer
characters (NPCs) and monsters appear in abbreviated
form in the adventure text. Full information on NPCs
and monsters are given in the Appendices.

Along with this adventure youlll find a RPGA Table
Tracking sheet. If you're playing this adventure as part of
an RPGA-sanctioned event, complete and turn in this
sheet to your senior GM directly after play. You'll also
find a LIVING GREYHAWK DM’S CHALLENGES HIGH-LEVEL
OPTION Adventure Record (AR).

HORRORS NEVER DIE
STORY ARC (2006-2007)

The HORRORS NEVER DIE Story Arc (2006-2007) deals
with the awakening of yet another danger to Oerth at the
Tomb of Horrors, one of the Flanaess’ most fabled locales.
The arc consists of four adventures, three of which are
DM'’s CHALLENGE adventure packets and one of which is
a fully written adventure. The HORRORS NEVER DIE
Story Arc (2006-2007) is:

1. DM’S CHALLENGE 1 (released December 2006).
2. DM’s CHALLENGE 2 (released January 2007).

3. RETURN TO THE TOMB (released February 2007).
4. DM’s CHALLENGE 3 (released March 2007).

It is best to run this adventure third, after players
participate in the first and second DM’S CHALLENGE
adventures and before they participate in the third DM’s
CHALLENGE adventure of this story. DM’S CHALLENGE 1
and 2 lead into RETURN TO THE ToMB and DM’s
CHALLENGE 3 concludes the story.

WHAT HAS GONE BEFORE?
From Return to the Tomb of Horrors by Bruce R. Cordell:

“The legend of the tomb first trickled into civilized
lands centuries ago. Whispers of lost treasure and
undisturbed burial catacombs lured scores of adventurers
over the years to cross unmapped lands in search of
fortune and glory. Few ever found the tomb, and fewer
still ever returned; the legend of Acererak’s last resting
place remained a vague rumor of wealth and danger.

Then some twenty years ago, reports of the tomb
spread far and wide, for reasons that were unclear at the
time. Ironically, its reputation as a dungeon from which
few if any explorers ever returned tempted those who
consider themselves exceptionally skilled, clever, or
lucky.  Undeterred by warnings of lethal traps,
labyrinthine mazes, and the malevolent sorcerer who
lingered beyond life to guard the crypt of his final rest,
they came from many lands to match themselves against
Acererak’s challenge. Those who found the tomb and
penetrated its grim darkness soon realized that the
legends had not been wrong; death was the reward for
the cautious and the foolhardy alike. Some turned back,
and many more perished during their explorations. Very
few successfully navigated the tomb to find the husk of
Acererak’s physical form: the demilich. Only then did
these brave few discover their true peril; the demilich
could wrench their eternal souls from their corporeal
flesh through the malevolent power of its gaze alone!

Those who survived the horrors finally emerged
from the tomb. Some were missing companions, limbs,
or both, but all felt lucky to see the sun once more. From
these hardy souls the tale of Acererak’s unyielding crypt
spread, frightening away some but enticing still others to
venture into the darkness ... Those who were drawn to
the area were less and less interested in exploring the
depths of the tomb. Instead, they were drawn by the
legend of Acererak himself ... As time wore on, a
community of like-minded grew up around the mound of
the tomb located in the Vast Swamp ... They were, in
fact, almost all practitioners of the foul dark arts:
necromancy. This was Skull City born.”

Acererak himself was behind the spreading of the
legend and rumors of his Tomb. For he was an ancient

HORRORS NEVER DIE — RETURN TO THE TOMB

Page 2



lich (and then demilich) whose quest for power over
undead had led him to his greatest discovery — a means to
achieve eternity by merging his essence with the
Negative Energy Plane, this giving him the ability to
possess and control any undead being with a link to that
plane anywhere in the cosmos. To power this merge, he
required the souls of powerful adventurers, and he used
his Tomb to lure them to him. Acererak was nearly
successful, but the last group of adventurers he chose to
power his Apotheosis proved his undoing.

These adventurers fought their way to his Fortress of
Conclusion and destroyed both Acererak’s physical form
and plunged his Phylactery, the key to his Apotheosis
and the container for all of the souls he had stolen, into
the depths of the Negative Energy Plane, where it was
thought destroyed or lost forever. Acererak’s spirit was
shattered by this act, trapping him between life and
death, eternal power and nothingness. He became a
Vestige (see Tome of Magic by Matthew Sernett, Ari
Marmell, David Noonan, and Robert J. Schwalb), a
spiritual power to be summoned and used by beings
called binders.

The necromancers of Skull City have continued
their research at the Tomb to this day, although they find
they can no longer enter very far into the Tomb (see
Entering the Tomb below). This is because Acererak’s
departure shattered the Tomb, dropping most of it into a
state halfway between the Physical and the Negative
Energy Plane. Over time, all of it would eventually
disintegrate into the nothingness, if not for recent
events. The necromancers of Skull City are mentioned
here as reference only ... by the time the PCs reach the
Tomb in RETURN TO THE Toms, the threat of the
necromancers will already have been resolved (by LiviNc
GREYHAWK players in COR7-01 Wrath of the Tomb of
Horvors).

What now keeps the Tomb from breaking apart
completely and dissolving into the Negative Energy
Plane? A new threat has arrived in the form of another
Vestige; one called Tenebrous, The Shadow That Was.
Tenebrous is the vestige of the divine power the demon
lord Orcus once wielded, as he recovered his power and
his domain after being usurped by another power.
Tenebrous has sought a means to gain back this divine
power, and he has searched through sites and locales
Orcus long ago abandoned to find the means to do so.
On an excursion to the City of Moil, a location that Orcus
long ago cursed to a miserable fate, he found the City
almost completely absorbed into the Negative Energy
Plane.  Acererak had used Moil and its undead
inhabitants to build his Fortress of Conclusion and act as
a gateway between his Tomb and his Fortress. Tenebrous
used binders faithful to him to determine what had
happened in Moil, and he realized quickly that Acererak’s
plan was the key to his own salvation.

Tenebrous has since recovered Acererak’s lost
phylactery from the Negative Energy Plane and used it to

stabilize what remains of the Fortress, City, and Tomb.
Now he needs powerful adventurers to revisit the Tomb
and power the device. This is where the PCs come in.

THE FORCES AT WORK

There are a number of individuals and groups which the
PCs will interact with during the HORRORS NEVER DIE
Story Arc (2006-2007). PCs can choose to ally with any or
none of these forces, and their choices will influence
their rewards and the conclusion of this Story Arc. The
key forces at work are:

e  Agents of the Vestige Tenebrous (Chaotic Evil)
— These agents will do all they can to lead the
PCs to the Tomb of Horrors. Depending on the
party of adventurers, they may try to trick the
PCs into “working for them”, attack them to lure
them in the direction of investigating the Tomb,
drop information in places the PCs are likely to
visit that lead them to the Tomb, or whatever
other ideas you may come up with. If you have
access to Tome of Magic, the agents should be led
by powerful binders; otherwise, you can have
them led by clerics with the Death and Evil
domains.

e Agents of the Vestige Acererak (Chaotic Evil) —
These agents will eventually discover that
someone new is using the Tomb of Horrors for
their own twisted purpose. Acererak knows he
can no longer use his Phylactery for Apotheosis,
that path has been lost to him. But he will not
allow another to steal his greatest idea. Once
these agents learn of the happenings at the
Tomb, they will seek out the PCs in an attempt
to get them to thwart whoever is using the
Tomb now. Theyll follow many of the same
actions as the Agents of the Vestige Tenebrous
above and should be designed similarly.

e Agents of the Lyzandred the Mad (Lawful
Neutral) — Thought a legend by most of the
inhabitants of the Flanaess (at least amongst the
few who know of him at all), this lich is very
real and extremely dangerous to those who
oppose his goals. He is as old as Acererak, but
his life and unlife took a different path. He
discovered a demiplane early in his career that
he has made his own. His quest to remove
powerful magic items from the hands of those
who abuse them (the results of an encounter in
his youth with slavers who killed or sold his
entire hometown with a vod of beguiling) took a
dangerous turn as Lyzandred discovered the
demiplane he used to keep those items away
from others has somehow mixed with his own
magics to slowly drive him insane each time he
left his demiplane. He chose to remain on the
demiplane from that point forward, and he now
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uses agents and his powerful magics to bring
volunteers into his service and continue his
quest to keep magic items away from those who
would abuse them. Lyzandred learned of
Acererak’s near miss at gaining Apotheosis from
the adventurers who defeated the demilich, and
he has carefully monitored the situation at the
Tomb of Horrors since then. His fears are
realized as his divinations have him now
convinced that Acererak’s Phylactery has been
returned to the Fortress of Conclusion and that
someone plans to try to use it once more.
Lyzandred will stop at nothing to have that foul
artifact brought to his demiplane to be buried
forever from the hands of others. Thus he will
try to enlist the PCs help in this endeavor.
Lyzandred’s agents are all former or current
adventurers who have volunteered to serve him
out of a shared belief in ridding Oerth of
dangerous magic items or in payment for him
saving their lives.

HOW TO INTERGRATE

Here is what should have come to pass if the PCs played
DM'’s CHALLENGE 1and 2.

First, the following took place in DM’S CHALLENGE

1. The PCs should have met at least one surviving
member of the adventuring party which
defeated Acererak. They should have learned of
the fate of the Phylactery at the time of
Acererak’s defeat (a giant multi-faceted
gemstone which was dropped through a gate
directly to the Negative Energy Plane and
thought destroyed.

2. The agents of the Vestige Tenebrous should
have begun to test the PCs to see if they are
powerful enough to be worthy of using them to
fuel the Apotheosis.  Assuming they found
them worthy, they should begun to point them
in the direction of the Tomb of Horrors by
misdirecting them to seek out agents of the
Vestige Acererak; they hoped to convince the
PCs that Acererak is behind this plot and also to
have them gain an Amulet of the Void from
Acererak’s followers.

3. The agents of Lyzandred will have begun to
observe the PCs. Careful PCs may have noticed
their observers and try to interact with them.
The agents would have kept their reasons to
themselves at that time. They would have
avoided combat, but they also would have
defended themselves if needed.

4. The first adventure concluded with a difficult
encounter with the agents of the Vestige
Acererak. If the PCs overcame these agents, a

top agent arrived to offer them a deal to work
together against whoever has control of the
Tomb. They could have gained an Amulet of the
Void there and some parties might have taken an
oath of cooperation along with the top agent.

Second, the following took place in DM’s
CHALLENGE 2:

1.

The agents of the Vestige Tenebrous should
have continued to test the PCs to see if they are
powerful enough to be worthy of using them to
fuel the Apotheosis. Assuming they find them
worthy, they pulled out all the stops to get the
PCs to the Tomb of Horrors at the end of the
adventure (granting them magical entry to the
Tomb at that time).

The agents of Lyzandred completed their
observation of the PCs. If they deemed the PCs
powerful and trustworthy, they invited the PCs
to visit Lyzandred’s Crypt (on a demiplane
Lyzandred controls) to prove their mettle
against some of its chambers in return for a
great deal of information and reward.

PCs who visited Lyzandred’s Crypt and reached
the point of death during the challenges there
did not die automatically ... they were visited in
their minds by Lyzandred and offered to have
their lives spared in return for agreeing to a geas
to deal with the situation in the Tomb of
Horrors for him. If they agreed, they were
automatically restored to full hp total;
otherwise, they did die.

PCs who successfully passed through the
challenges of Lyzandred’s Crypt gained an
audience with Lyzandred where he informed
them of the situation in the Tomb of Horrors
and asked for their assistance (without a geas) to
deal with the situation. If they agreed, he
loaned the PCs a number of magic items and
gave them an Amulet of the Void.

PCs who attacked Lyzandred faced an epic-level
lich wizard with access to any conceivable non-
unique magic item and a horde of high-level
agents and creatures at his beck and call as well
as the defenses his demiplane offered. Basically,
the PCs had no hope of success against him and
quickly found themselves overcome and tossed
out of the demiplane.

The adventure concluded with a difficult
encounter with the agents of the Vestige
Tenebrous that led them to the Tomb of
Horrors at the end of the adventure.

ENTERING THE TOMB

The PCs cannot enter the Tomb until the RETURN TO THE
TomB adventure. The powerful magical forces that are

HORRORS NEVER DIE — RETURN TO THE TOMB

Page 4



keeping the Tomb stabilized between Oerth and the
Negative Energy Plane prevent anyone from entering the
Tomb unless they carry an Amulet of the Void and are
permitted magical entry by Tenebrous’ agents. The PCs
should have both of these by the beginning of this

adventure.

The PCs are assumed to have permission to enter by
agents of Tenebrous, whether or not they've completed
the first two DM’s CHALLENGE adventures. This is
because the agents of Tenebrous have observed the PCs
and determined they are worthy of entering the Tomb ...
to have their souls captured for use.

If any of the PCs did not recover an Amulet of the Void
from one of the first two DM’S CHALLENGE adventures,
integrate the optional encounter under Reaching the
Tomb below so they can recover an amulet and enter the
Tomb.

ASSISTANCE FROM ALLIES

If one of the PCs accepted the offer from Lyzandred (Act
of Cooperation - Lyzandred) and/or the offer from
Acererak (Oath of Cooperation - Acererak), they have
access to significant information on the Tomb of Horrors.
Each of these factions (if one of the PCs allied with
them) can be called upon three different times during the
adventure for advice (this is per party, not per PC). This
represents information the faction provided the PCs
which they recall at a relevant moment. Throughout the
adventure, each encounter lists what information is
available for the PCs. Let the PCs know they can request
this information, but only three times per faction.

Note: Do not provide the Assistance from Allies
information to the PCs if they do not have the
prerequisite alliances or if they don't ask for it.

TOMB FEATURES

Random Encounters

There is a 20% cumulative chance, per every 4 hours the
PCs go without engaging in combat or suffering the
effects of a trap, of the PCs encountering either a creature
of the Negative Energy Plane who has stumbled into the
Tomb by mistake or a demon servant of the Tomb
checking on the status of a room or hallway. See the
Negative Energy Plane and Destroying Inner Walls sub-
sections below for lists of possible creatures encountered.
These random encounters do not make it impossible to
get a full night’s rest in the Tomb, but they do make the
odds of getting one very challenging.

Negative Energy Plane

The Tomb of Horrors is in the process of being
absorbed by the Negative Energy Plane. Only the actions
of Tenebrous and his agents keep the Tomb from
completely slipping into the dark depths of the Negative

Energy Plane. For details on the effects of the Negative
Energy Plane on travelers within it, see the Dungeon
Master's Guide, page 157.

The connection between the Tomb and the Negative
Energy Plane has the following effects:

1. Relative Location of Rooms: The chambers of
the Tomb of Horrors exist in small clumps,

floating separate from one another and
protected temporarily from the Negative
Energy Plane by Tenebrous.  Movement

between these clumps is via the magical means
of passage provided by the Tomb, as detailed in
the individual listing of rooms later in this
adventure. Unless the PCs have means to locate
these clumps amongst the infinite hostile space
of the Negative Energy Plane and then travel
safely between these clumps, they are forced to
follow the means of travel provided within the
Tomb itself.

2. Overlap between Planes: At some locations in
the Tomb, the Negative Energy Plane and the
Material Plane overlap directly, causing those
locations to exhibit some of the same effects as
would be experienced by travelers to the
Negative Energy Plane. These overlap locations
are detailed in the individual listing of rooms
later in this adventure. However, every room in
the Tomb has at least some degree of
connection to the Negative Energy Plane. This
causes the entire Tomb to exhibit, at a
minimum, these effects (if a specific area of the
Tomb offers larger bonuses than below, they are
not cumulative/do not stack):

e All undead gain +3 turn resistance.

e Spells and spell-like abilities that use
negative energy are automatically
heightened one level (as per the
Heighten spell feat). Class abilities
that use negative energy, such as
rebuking or controlling undead, gain a
+5 bonus on the roll to determine HD

affected.

e Spells and spell-like abilities that use
positive energy are impeded (as per the
Dungeon Master's Guide, page 150). PCs
suffer a -5 penalty on Fortitude saving
throws made to remove negative levels
bestowed by an energy drain attack.

e Living creatures slain in the Tomb
have a 60% chance of spontaneously
animating as a zombie within 1d6
rounds of their death.

3. Destroying Outer Walls: Passing through any
wall, via magical or mundane means, that does
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not border another section of the Tomb on its
other side opens a complete breach into the
Negative Energy Plane. As per the Planar
Handbook, pages 151-153, a hole is ripped in
reality. This hole is a 10-foot-radius sphere that
inhabits the center of a 100-footradius area
centered on the spot where the breach was
made. The hole at the center is an open portal
between the Material Plane and the Negative
Energy Plane. Anywhere within the 100-foot-
radius area is considered to exist on both planes,
thus anything in this area will be subjected to
the horrible effects of the Negative Energy
Plane. Once created, these breaches can never
be repaired or closed. To make matters worse,
PCs who create a breach will find themselves
combating an inhabitant of the Negative Energy
Plane who happened to be near the space where
the breach occurred (DM should choose one of
the following encounter options, as appropriate
to APL, and increase the difficulty (by doubling
in number or by adding additional options) each
time the PCs open a breach):

4 Nightshade, Nightwing (1): CR 14; hp 179; see
Monster Manual, page 197.

4 Energon, Advanced Evolved Necromental
Xeg-Yi Lurking Terror 2 (1): CR 16; hp 135; see
Appendix 1.

4 Nightshade, Nightwalker (1): CR 16; hp 221;
see Monster Manual, page 196.

4 Nightshade, Nightcrawler (1): CR 18; hp 263;
see Monster Manual, page 195.

Destroying Inner Walls

Trying to pass through any wall, via magical or
mundane means, that does border another section of the
Tomb on its other side, can be accomplished, but not
without a degree of risk. A near limitless number of
demons server the Tomb, repairing damage to inner walls
after PCs have come through, and attacking any PCs that
attempt to circumvent the inner walls. The demons
materialize within view of the wall (DM should choose
one of the following encounter options, as appropriate to
APL, and increase the difficulty (by doubling in number
or by adding additional options) each time the PCs
damage or pass through an inner wall):

4 Demon, Nalfeshnee (1): CR 14; hp 168; see
Monster Manual, page 45.

4 Demon, Goristro (1): CR 16; hp 288; see
Appendix L.

4 Demon, Marilith (1): CR 17; hp 204; see Monster
Manual, page 44.

4 Demon, Molydeus (1): CR 19; hp 257; see
Appendix 1.

Interior Features

IMPORTANT NOTE: A Map of the Tomb of Horvors has
been provided at the end of this adventure. Please
remember that the scale on that map is 1 square = 10 feet,
not 5 feet as on most dungeon maps. When drawing out
a locale for the players, you'll need to convert to 1 square
=5 feet.

The stonework throughout the dungeon is mostly
granite, unless the description states differently. The
floors, walls, and ceilings are smooth. Unless otherwise
noted, the corridor width remains a constant s or 10 feet,
as shown on the map. Height varies where indicated, but
the ceilings are usually 10 feet high in 5 foot wide halls
and 12 feet high in 10 foot wide halls. The interior doors
are constructed of metal-bound oak unless the
description says otherwise. All one-way doors in this
dungeon can still be accessed “from the wrong side” if
closed by a successful DC 30 Open Lock check (or knock
spell).

W Typical Oak and Iron Door: 2 in. thick;
hardness 5; hp 20; Break DC 28; Open Lock (when
appropriate) DC 30.

\ Typical Masonry Wall: 1 ft. thick; hardness 8; hp
90; Break DC 35; Climb DC 15.

Divination Spells

Assuming a divination spell used is capable of
piercing the planar and physical boundaries of the Tomb,
it is still likely to offer a less than complete answer.
Acererak and Tenebrous are both shielded from
divination by powerful magic, and attempts to locate
either of them within the tomb always points the PC to
Area 18 (if the false Acererak is still in existence) and
then to Area 33 (if the demilich is still in existence).

REACHING THE TOMB

The PCs have arrived at the site of the Acererak’s last
haunt. Within the Vast Swamp of the Southeastern
Flanaess lies a small city, home to the Bleak Academy (an
enclave of necromancers drawn to this area by the power
of the Tomb). Assuming the PCs have researched the
Tomb prior to their arrival, they are going to be surprised
to find the following:

Where you expected to find a desolate hillside
now protrudes a massive skull of black stone,
inscribed with unholy glyphs, foul writings, and
renderings of rotting, skeletal beings. Around this
grim facade, a city of squat stone spreads away from
the enormous skull like a dark scab. A gate of bone
seems to provide the only way through the 20-foot-
tall wall of pirted black stone that surrounds the
city. The entire area reeks of the sweet-sick smell of
death and the miasma of rot.

Display Illustration #1 as the PCs view Skull City for
the first time.
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The PCs will find the City and the Academy
completely distracted by the events of COR7-01 Wrath
of the Tomb of Horrors. They easily pass through the
gates, into the city, and through the Academy, by
whatever means the DM and the players choose to
roleplay, eventually arriving at the entrance to the tomb.

However, if any of the PCs did not recover an Amulet
of the Void from one of the first two DM’S CHALLENGE
adventures, they face the following optional encounter as
they attempt to pass the walls of Skull City, thus enabling
them each to possess an amulet (the defenders have
enough amulets for the number of PCs without one,
mixed amongst the bones of the boneyard(s).

Optional Encounter: Recover Amulets (EL 17)

Despite the chaos ensuing from the events of COR7-
ox Wrath of the Tomb of Horrors, the PCs have
stumbled across one of the few unoccupied defenders of
Skull City as they attempt to circumvent the walls.

4 Boneyard (1): hp 166; see Appendix 1.
4 Bone Nagas (2): hp 135 each; see Appendix L.

Treasure: amulet of mighty fists +2 (x2), cloak of
vesistance +5 (x2), pearl of the sirines (x2), diamond dust
(1,000 gp), Amulet of the Void (x6).

Assistance from Allies:

Acererak/Lyzandred — Search the remains of the
boneyard for Amulets of the Void.

THE TOMB OF HORRORS

The PCs eventually arrive at a shrine, crafted by the Bleak
Academy, in honor of the Tomb. This is the entrance to
the tomb. A PC must wear an Amulet of the Void to pass
into the Tomb here, taking up that body slot. If PCs
experiment, they will find that once they've passed areas
1 through 3 of the Tomb, they no longer need to wear the
amulet until further in the adventure, but do not directly
inform them of this. Any PC not wearing the amulet will
find that they cannot pass into the Tomb under any
circumstance, and any PC who has not passed areas 1
through 3 of the Tomb who removes their amulet finds
themselves immediately dematerialized from the Tomb,
rematerializing at the entrance.

This chamber has been constructed to enclose
the northern edge of a steep, rocky hill The
enclosed portion of the hill brackets a cliff of
crumbling sand and gravel under an overhanging
stone ledge (20 feet up). Hundreds of flickering
candles are set along a rock shelf on the northern
and southern walls, the floor, and in candle holders
and candelabras, illuminating three excavated
tunnel entrances visible in the crumbling loam. The
rough passages seem dark, silent, and ominous; the
flickering candle light engenders only shadow play
within each opening.

Display Illustration #2 as the PCs view any of the
three openings (they all look alike). The openings along
the southern wall, from West to East, correspond to areas
2, 1, and 3 of the Tomb (shifted from their original
locations by the planar irregularity overwhelming the
Tomb now).

Assistance from Allies:

Acererak/Lyzandred — Take the eastern tunnel.

1. FALSE ENTRANCE TUNNEL (EL 12)
Display ustration #3.

This roughly worked, plain stone corridor is full
of cobwebs. A set of double oaken doors are just
visible at the end of the passageway. The roof zo feet
overhead is obscured by hanging strands.

Trap: The ceiling of this tunnel is trapped.

«" BUILT-TO-COLLAPSE CEILING CR 12

Description If the roof (composed of badly fitting stones) is
prodded with any force, or if the doors at the far end of the
passageway are opened (onto a blank wall), the tunnel roof
collapses, dealing crushing damage.

Search DC 27; Type mechanical

Trigger touch (ceiling or opening door), Init +6

Effect 12d6 bludgeoning damage (Reflex DC 22 half)

Duration 1 round, but PCs who failed save are also buried (see
Dungeon Master’s Guide, pages 66-67

Destruction the only way to destruct the trap is to trigger it
from a safe distance
Disarm Disable Device DC 27 (each square)

Assistance from Allies:
Acererak/Lyzandred — This is the wrong tunnel.

Take the eastern one.

2. FALSE ENTRANCE TUNNEL (EL 10)

Display Ilustration #4.

Two separate doors are dimly visible at the end
of this roughly worked, plain stone corridor.

Trap: The ceiling in this hallway is 10 feet high. The
tunnel is trapped.

+ COMPACTING HALLWAY CR 10

Description When characters move to within 10 feet of the
doors at the end of the hallway, a trigger mechanism in the
floor rolls a 1o-foot-wide, 20-foot-long stone partition across
the chamber from where it was recessed in the east wall (as
shown on the map). Characters that react quickly enough
(Reflex DC 22 avoids) can decide whether to escape to
freedom or remain trapped with slower compatriots.

Unfortunately for those who remain behind, the round

after the stone partition traps characters in the hallway, the
ceiling begins to lower over the course of 4 rounds. Those
who cannot free themselves 5 rounds after the stone
partition seals the corridor are pinned and dealt crushing
damage. Possible ways to gain freedom include phase door
attempts, disintegrate attempts, a DC 27 Str check to push
back the partition, and so forth.
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On the other hand, those who succeed on the Reflex save
might decide to hold the stone partition back through brute
force (DC 27 Str check) or with a metal implement (+2 bonus
to Str check); on a failed attempt, the stone partition is
unhindered.

Search DC 25; Type mechanical

Trigger touch (pressure plate), Init +5

Effect 10d6 bludgeoning damage to pinned creatures

Duration 10 minutes

Destruction AC 10, hardness 8, 1,800 hp, Break DC 50 (stone
partition)

Disarm Disable Device DC 35 (pressure plate)

Assistance from Allies:

Acererak/Lyzandred — This is the wrong tunnel.
Take the eastern one.

3. TRUE ENTRANCE TUNNEL (EL x0)

Show Illustration #s.

Brilliant colors are everywhere, pigments
painted on stone are undimmed by the passage of
decades. The floor is a colorful mosaic, featuring a
distinct winding path of red tiles forming a 2-foot-
wide, meandering trail south down the corridor. A
few chips and gaps reveal that cement or plaster
covers the underlying stonework of the corridor,
and it mostly provides a smooth surface for the
many illustrated scenes.

Characters who wish to catalog the many painted
scenes adorning the corridor walls see the following:

The images depict fields with cattle grazing, a
copse with several wolves in the background,
slaves—human, orc, elven, and strange human-
animal mixtures of pig-human, ape-human, and dog-
human—going about various tasks.

Certain frescoes are more focused and show
rooms of some building—a library filled with many
books and scrolls, a torture chamber, and a wizard’s
work room. Chairs, windows, boxes, bales, doors,
chests, birds, bats, spiders, and all manner of things
appear on the walls.

If characters wish to look more closely at the torture
chamber painting (after navigating a small portion of the
corridor), refer to area 3A. If characters wish to look
more closely at the wizard’s workroom fresco (again, after
navigating a small portion of the corridor), refer to area 4.

Characters standing at the north end of the corridor
who succeed on a DC 30 Spot check see that the floor
mosaic hides barely noticeable runes: a message in
Common. Provide Player Handout #1.

Trap: Unfortunately for PCs wishing to navigate
this corridor, the passage if filled with concealed pits.
The southernmost pit trap is shown on the map to host a
small tunnel; however, this one-way passage leads only
out of area 7, not into it. Thus, those falling into this trap
do not see an opening, though they may detect the edges

of the one-way secret door (Search DC 25). Barring the
destruction of the 1-foot-thick stone housing of the wall
(possible, though difficult) or a DC 30 Open Locks check
(or knock spell), this passage is useful only for those
seeking escape from area 7.

+" POISONED SPIKED PIT TRAPS CR 10 EACH

Description The pits shown on the map are 10 feet deep and
concealed by a counterweighted trap door that opens when
trod upon (except the northernmost trap door which only
opens when triggered; refer to area 4). PCs who trigger the
trap may avoid the fall with a Reflex DC 20.

Search DC 30; Type mechanical

Trigger touch (trap door), Init +5

Effect 1d6 falling damage and melee attack +10 (spikes 1d4
piercing plus poison [purple worm poison, DC 24, 1d6
Str/2d6 Str])

Duration 1 round

Destruction AC 10, hardness 10, 30 hp (each square of pit); AC
10, hardness 8, 60 hp, Break DC 28 (each trap door)
Disarm Disable Device DC 35 (each trap door)

Assistance from Allies:

Acererak — Press YELLOW, BLUE, ORANGE and then
walk through the arch on the path.

Lyzandred — Check behind the torture chamber
fresco for a door.

3A. TORTURE CHAMBER PAINTING

Show Illustration #5 again if PCs show interest in this
painting.

This portion of the fresco illustrates an iron
door that evidently confines some sort of a horrid
creature (its clawed and scaled hands grasp the bars
of its small window) that can be loosed to torment
prisoners.

If the plaster and lath behind the painting of this
door is broken, a normal, inward opening door is
revealed. This door opens onto a 20-foot-corridor that
connects to area 8.

4. WIZARD'’S WORKROOM FRESCO (EL 13)

Show Illustration #s again if PCs show interest in this
painting and then Illustration #6.

Two jackal-headed human figures in this
painting are portrayed as if holding bronze chest—
which is real, and protrudes slightly into the
corridor! The chest is hinged on the bottom so as to
allow the lid to swing down.

Trap: The chest is trapped. The chest’s bottom
opens if a stud on top is pressed. When the chest opens,
it appears to be empty, but if a character actually feels
inside the chest, he or she can find a rodlike lever that is
affixed vertically from the top of the chest.

+" POISON NEEDLE TRAP CR 10
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Description The stud has a poison needle trap, and it can be
avoided entirely by pressing the stud with a dagger pommel,
or some other object.

Search DC 2 5; Type mechanical

Trigger touch (stud), Init +5
Effect poison [deathblade, DC 20, 1d6 Con/2d6 Con]
Duration 1 round

Destruction AC 10, hardness 10, 10 hp (stud)
Disarm Disable Device DC 25 (stud)

«" POISONED SPIKED PIT TRAP CR 12
Description The lever in the chest moves easily, and, if it is
pulled with any force, a 3o0-foot-deep pit (spiked and
poisoned) opens in the 10-foot area marked on the map
(immediately in front of the workroom painting). PCs may
avoid the fall into the 30-foot-deep pit with a Reflex DC 22.
Search DC 32; Type mechanical

Trigger touch (lever), Init +6

Effect 3dé6 falling damage and melee attack +10 (spikes 1d4
piercing plus poison [purple worm poison, DC 24, 1d6
Str/2d6 Str])

Duration 1 round

Destruction AC 10, hardness 10, 30 hp (each square of pit); AC
10, hardness 8, 60 hp, Break DC 28 (trap door)
Disarm Disable Device DC 37 (lever)

Treasure: Lying among the detritus that gathers
around spikes at the bottom of the trap are several bones
and a layer of dust. A DC 15 Search check through the
dust reveals the following items: pearl of power (4™ level
spell), ioun stone (iridescent spindle).

5. THE ARCH OF MIST

At the south end of the corridor, the red tile path
bifurcates. This fork turns east into an arch of mist, and
the other leads into the gaping maw of a great green devil
(see area 6).

A section of the red tile path leads into a mist-
filled stone archway. Three large stones are
embedded in the arch. Each has a different hue—
yellow on the lower left, bluish at the top of the
arch, and orange on the lower right.

If any character stands within 5 feet of the
entranceway, the base stones glow yellow on the left,
orange on the right, and the keystone 7 feet above glows
blue. Show Illustration #7 when this happens.

The vapors are magical (conjuration; CL 20%) and
short of dispelling them (which only suppresses them for
1d4 rounds), the mists cannot be dispersed. However,
true seeing or other powerful revelatory magic reveals that
the passage continues eastward.

If the archway is entered while it is clouded, those
characters doing so are instantly teleported to area 7. If
the glowing stones are pressed in the proper sequence—
YELLOW, BLUE, ORANGE—the vapors disappear, and the
eastward-leading corridor beyond is revealed.

After pressing the glowing stones in proper
sequence, those stepping through the arch on the red tile

path are teleported to area 11, while those who pass
through off the path are teleported back to the beginning
of the entrance corridor (area 3).

Assistance from Allies:

Acererak — Press YELLOW, BLUE, ORANGE and then
walk through the arch on the path.

Lyzandred — Check behind the torture chamber
fresco for a door.

6. FACE OF THE GREAT GREEN DEVIL

At the south end of the corridor, the red tile path forks.
One section trails into an arch of mist (see entry 5). The
other leads to the face of the great green devil. Show
Hlustration #8.

A fork of the red tile path leads directly to a
leering devil face set in the mosaic at the corridor’s
end, The devil's mouth gapes wide and empty—in
fact it is dead black, emitting no hint of light and
allowing none entry.

The mouth opening is similar to a sphere of
annihilation (Dungeon Master's Guide), but this sphere is
permanently fixed in place and yawns a little more than 3
feet in diameter—room enough to accommodate those
who, pursuing a false hope, leap in where they are
completely and forever destroyed.

The whole area radiates evil and magic (necromancy;
CL 20%) if a detection attempt is made.

Assistance from Allies:

Acererak — The mouth contains certain death unless
you have a handful of my remains.

Lyzandred — The mouth is total annihilation unless
you get a pinch of Acererak’s remains.

7. THE FORSAKEN PRISON (EL 11)

Characters who walk through the mist in area 5 end up
here.

This miserable 10-foot-square iron cubicle
appears to have absolutely no means of egress. It is
bare of all but dust except for three iron levers (each
about 1-foot long) on one wall of the chamber.

Discovering the secret trap that covers the floor and the
smaller door in the ceiling is quite difficult (Search DC
35). If the secret exits are discovered, a DC 25 Disable
Device check must also be overcome to open them. Or,
characters could work the levers to open the exits.

The levers move up or down, singly or in
combination. Only by throwing all three together
upwards or downwards are any results obtained.

Up: Moving the three levers straight up opens a
small trapdoor in the center of the ceiling (10 feet above).
The ceiling route is a crawlway some 3 feet square shown
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on the map. The map indicates the crawlway turns east.
In that area is a plug in the tunnel’s ceiling that is
detectable only by those capable of seeing invisible objects
who succeed at a DC 25 Spot check (or those who
succeed at a DC 25 Search check). If found and opened,
the plug provides access up into area 13—however, most
will miss this plug. Eventually the small tunnel leads to a
one-way door, which opens into the southernmost pit in
area 3 as shown on the map. Characters are back to square
one!

Down: Moving the three levers simultaneously
down activates a trap.

«" PI1T TRAP CR 10

Description Pushing the three levers simultaneously down
opens the entire floor onto a 100-foot-deep pit with no exit,
after which the floor automatically returns to a closed
position, sealing any inside the pit until another victim
triggers the drop-away again, or until a successful DC 25
Disable Device check can be brought to bear upon the doors
(possibly made more difficult if no means are at hand to
ascend the sheer sides of the roo-foot iron shaft!).

Search DC 25; Type mechanical

Trigger touch (levers), Init +5

Effect 10dé6 falling damage (Reflex DC 20 avoids by holding
onto one of the levers)

Duration 1 round

Destruction AC 10, hardness 10, 30 hp (each lever); AC 10,
hardness 8, 60 hp, Break DC 28 (each square of floor)

Disarm Disable Device DC 25 (levers); DC 35 (floor)

Creatures: The floor of the pit trap is home to
various detritus of past victims, including a colony of
voracious tomb motes, who immediately attack any
creature that enters their lair. Quarters are tight for full-
sized characters, but the tomb motes don’t seem to mind!

4 Tomb Motes (8): hp 27 each; see Appendix I.

Treasure: Hidden in the dust, bones, and rotted
remnants of past victims of the trap are the following
items, which characters who succeed at a DC 18 Search
check can find: ioun stone (dark blue rhomboid), medallion of
thoughts.

Assistance from Allies:

Acererak/Lyzandred — Move the three levers up
together.

8. GARGOYLE IAIR (EL 16)

When any door leading to this room is opened, it frees a
mutant four armed half-fie