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With a word, the cleric’s torch
blazened anew. His last spell was
exhausted, and his friends dragged
each other along a single corridor that
seemed to extend for miles. The undead arms scattered along the ﬂoor did
not shy away from the increased illumination, but seemed to crawl toward the
light with undead resolve. The torche’s
sickly yellow ﬂame danced, reﬂected in
the empty eyes of the cryptic, pointing
statues, but down the inﬁnite corridor,
there was only endless darkness. “How
far shall we push ourselves through
this tomb? Until we need sleep? The
denizens of this crypt will not sleep...”

gives only one hint to the puzzle as he
sends the party into the tomb: “There
is only one path that you can take to
successfully navigate the Pinnacle’s
maze. Sadly, I was a child when my
Grandfather walked it with me. I cannot
remember the pattern. But I do remember that my Grandfather looked to the
statues of the ancients for guideance.”
The solution to the puzzle, is of course
a children’s nursery rhyme, listing all
the kings in order. Kids love it because
they get to act out what each king was
known for. This means the children
play at ghastly motions, like mutilating
limbs, drinking poision, and chopping
each other’s heads off.
The Vault of Madness: written by
The story begins when the King
Andy Schiller. An LFR-style “one-shot” summons the party, and describes
adventure for 4-6 PCs, levels 7-10 (H3). how the Royal burial chamber has
Playable in about 4 hours. Word Count: been desecrated by an unknown evil.
2,500 words. I’d like to DM this advenHe asks the PCs to enter the crypt, to
ture September 3rd at Tacticon 2011 in restore the resting place of his ancesDenver, using “Dwarven Forge” style
tors. Only by placing the Orb of White
3D terrain pieces.
Steel on the Gauntlet of Lorizon can
This adventure gets away from
the corruption be dispelled. The King
the encounter/skill challenge/encounwarns the PCs that the journey through
ter/skill challenge paradigm. The entire the crypt will be long and perilous. He
adventure takes place in a single long
gives them the Orb, as well as a secorridor (25’ x 200’) which opens into a cret command word that will activate
45’ square room, featuring an altar atop the Orb and keep undead at bay (for a
a pyramid, surrounded by an invisible
short time). He warns that this spell is
maze.
to be used in only as a last resort. He
The Puzzle: Statues of the King’s also tells the story of Lorizon, who is
Ancestors line both walls of the entire
rumored to wander the Vault, looking
corridor. The ﬁgures seem to be point- for his true arm.
ing in random directions with their
The PCs enter the Vault and ﬁght
hands. Beneath the statue of each
a horde of minions - disembodied skelRuler is etched his name, and the dates etal arms that litter almost every inch
of his reign. Use the directional pointof ﬂoorspace. The little niusances keep
ers from each statue, and put them in
coming, seemingly countless in numchronological order, and you have the
ber. When the party has used up all its
invisible maze puzzle solved. The King powers and is low on HP, they will soon

realize that there is no opportunity for
rest. The adventurers will be forced to
use the Orb’s magic word, which summons a white steel cage around the
party. This protective magic circle acts
as a solid barrier against the undead.
Of course, it is up to the players as a
group to decide when to use the magical boon. One player must give up his
turn to activate the barrier, since it
requires a standard action. Also, the
party must move together into a group
in order to be inside the barrier.
The party regains encounter powers and spends healing surges, as the
fowl beasts climb and claw at the magical cage. The PCs have found their ﬁrst

moment of respite. Then, the magical
barrier suddenly collapses, and the
PCs are immediately surrounded by
hordes of vampire rat minions.
The PCs cannot see any end to
this vault as they push forward through
the darkness. Only when they are ﬁnally within 25’ can they see the pyramid
shining ahead in the distance.
When the party is low on HP
and has spent all its powers (again),
they will again realize that there is
no opportunity for rest. A successful
Dungeoneering or Perception check
reveals a column that extends almost
to the roof. If they can climb, levitate,
or ﬂy to the top of the broken column,

they can ﬁnd a moment of respite at
its top. This column top is beyond the
reach of the monsters. After regaining
their encounter powers and spending
healing surges as they like, the a bolt
of lightning from the Evil Necromancer
(boss monster) collapses the column,
and battle ensues. With the destruction
of the pillar, there is now no safe resting place.
The third encounter involves a
battle with the villain. He stands at the
center of the pyramid, at the center of
the invisible maze. He cannot be hit by
arrows or spells, due to the fact that
the invisible maze acts as a solid barrier, and extends from the ﬂoor to the
ceiling. The players must solve the
puzzle, navigate the maze, defeat the
necromancer, and place the Orb of
White Steel on the pedistal. Meanwhile,
the boss summons a soul eater and
mummies to attack the PCs.
Distraction: There are alcoves
along both walls of the vault. Each
alcove features a cofﬁn. Each cofﬁn
may have a magic item, scroll, potion,
trap, poison, curse, or mundane trinket. These items may be useful in the
ﬁnal battle. Disturbing the remains may
invoke the wrath of the King (if he becomes aware of the PCs behavior). PCs
could not possibly open every single
alcove, since there are hundreds. And,
the party is under attack the entire
time, so they may not decide to search
in lieu of ﬁghting.
There is also a magic circle surrounding the pyramid. Living creatures
crossing its threashold are zapped with
5 necrotic damage. The circle gives
undead in the area +2 to all rolls.
If the PCs navigate the maze, de-

feat the boss, and place the Orb on the
Pedestal, peace is restored in the resting place of the Royal Dead, and the
King rewards the PCs handsomely.
TRAP: In the last room, a mummy pops
out at the top of every round.
TRAP: The room ﬁlls with poison gas.
It rises one level round. There are four
pillars that the gas is pouring out of. A
successful Thievery or Dungeoneering
DC20 will close off one of the mouths,
delaying the rise of the gas for one
round. If all four are capped, the gas
stops rising, but remains in the room
at its current level. Only ﬂipping the
lever back will vaccuum the gas from
the chamber (DC 18 Thievery or Dungeoneering.)
The bird: a canary is given to the party.
This is a tradition among miners and
delvers, to warn of toxic fumes. The canary ﬂies away a few moments after the
party has entered the vault. The canary
then reappears at the end of the vault,
conveniently showing the PCs a place
to rest at the top of a broken column.
The canary then serves its purpose, as
it meets its end in the noxious fog that
is the Necromancer’s Cloudkill spell/
trap.
An illusion of a cofﬁn blocks the
way into the ﬁnal chamber. Stepping
through (illusion, DC 25 passive Insight
check, only give the PCs an active insight check if they really deserve it!)
The Orb of White Steel
+2 Magical Implement
All spells with the Radiant keyword

cast with this Orb as an implement gain
an additional +2.
Daily: This item power cannot be recharged through any normal means.
Target: Close Burst 2, centered on the
caster
Effect: A shimmering wall of light appears, which has the magical properties of a magic circle vs undead - cannot be passed through by creatures,
magic, divine, melee attacks, or ranged
attacks.
The Gauntlet:
King Lorizon’s arm and hand, with armor intact, is permanently grafted to
the top of the pyramid. The palm and
ﬁngers form a bowl shaped perfectly
for an orb.
There are 5 levers at the top of the pyramid.
Octagon = Turns on/off Poison Gas
Trap.
Square = Turns on/off Mummy Doors.
Blue = Turns on/off the lightning ﬂoor
panels throughout the dungeon.
White = Opens/Closes the shaft of light
that Illuminates the room.
Triangle = turns on/off the invisable
maze.
The Orb of Black Steel: +2
Any living creature possessing the Orb
can pass among undead creatures as
one of them.
The Orb casts a darkness in a close
burst 8. All enemies see the orb holder
as having partial concealment.
Immidiate Interrupt:
Trigger: a non-evil creature touches the
orb.
Attack: +10 vs WILL

Hit: The Target is Dominated until the
end of their next turn. The Orb can only
dominate one creature at a time.
Miss: 1d4+2 lightning damage, and the
target is knocked prone.

MONSTERS:
Undead Arms - Minion.
Plague Rats - basic vermin.
Spiders - can move through webbed
squares. Can immobilize targets
Scorpions - ranged spit attack, melee basic bite attack, a move/standard
combination; teleport 5 squares next
to an enemy, sting ongoing 10 poison
damage.
The Boss - A Lizardfolk Necromancer/
Cleric
Duregar Vampire - has an illusion spell;
wall of ﬂame. also has blur
Mummies - basic undead with a grab
attack.
Soul Eater - with a petriﬁcation attack.
The Black Orb

Encounter 1: ﬁght minions; zombie
arms and rats
Encounter ends when PCs use the Orb
to force a ten minute break. Only two
healing surges can be used.
Encounter 2: ﬁght spiders, scorpions,
USE MONSTERS THAT CAN”T CLIMB!
Use lightning ﬂoor!
Encounter ends when PCs climb to the
top of a broken column. Only two healing surges can be used.

Encounter 3. The Duregar Vampire hits
the column during a surprise round. It
collapses, forcing the PCs to make and
Athletics or Acrobatics check DC 16, or
take 2d10 falling damage. Or perhaps
you ﬁnish off all the monsters and decide to rest. Perhaps an electric ﬂoor to
the chamber, and the party is forced to
climb upward.
Minor action: take the black orb from
the pedistal. Any non-evil creature is
immidiately attacked upon touching the
orb, unless cloaking it in a cloth, using a tool, striking it, etc.... If the attack
hits and the target is dominated, the
PC drops the Orb (as a free action) the
instant the dominated condition ends
(which will usually be at the end of their
next turn). If the attack misses and the
target takes damage, he must drop the
orb as a free action immidiately unless
he can pass an Endurance check of DC
18. The only way a non-evil character
can pick up the orb is by wrapping it
in cloth ﬁrst, using mage hand, prestidigitation, or in some way that does not
involve physical contact.

The invisible maze. A shimmering
distortion surrounds a portion of the
pyramid, marked by four obsidian columns. Each column and the archway
are carved with a triangle. Only walking
through the archway will grant access
to the maze.
Invisible wall: The square you are trying to move into is blocked by an invisible force ﬁeld. You take 1d4 force damage. Your movement ends.
A ghost where you can use diplomacy
or history to convince it to ﬁght on
your side. Diplomacy DC 16.
When the PC’s enter the chamber, read
or paraphrase the following:

A Lizardfolk in black robes stands
at the top of the pyramid. Around his
neck is a chain with the symbol of a
lizard eating its own tail. In one hand,
he grasps a skeletal arm, its zombie
ﬁngers twitching with unlife. One of the
skeletal ﬁngers bears a gold ring with
a hexagon shaped agate. In his other
hand, he holds an orb so black, it apMinor action: place the white orb on
pears to steal the light from the room.
the gauntlet. The instant the white orb
Cackling with glee and madness, he
is placed, the ghost of Lorizon says “I
extends his arm, pointing at you with
can ﬁnally ﬁnd rest.” The skeletal hand the bony limb. “Visitors! Witnesses!
crumbles to dust, and a shimmering
Just on time to see me complete the
arm appears on the ghost, who then
ritual! Too bad none of you will live
ﬂies away (up the shaft of light?). The
long enough to spread the word of my
White Orb settles into place in the palm great triumph!” And with the last word,
of the metal gauntlet, which then grasp he places the arm into the gauntlet.
it in a magical embrace. The invisable
Then he places the Black Orb into the
maze ﬂickers in a ﬂash of light, and
skeletal hand.
dissapates. The invisable maze is then
Swirling clouds appear around
gone for the rest of the encounter.
the magic circle in the corner of the

room. A creature made of darkness appears from the cloud. A Duregar with
very wrinkled skin stands near the
circle. “Let us feast, my pet! I’ll feed
on their blood, and you feed on their
soul!”
Everyone roll initiative!!!
Tactics:
Round 1:
The Lizardman grasps the triangle
handle and pulls it. Lightning shoots
through the black orb, into the gauntlet, through the altar, then the invisible
maze ﬂickers into being.
He also grasps the lever with the
square handle and pulls it. Wooden
doors on rusty hinges swing open,
revealing dozens of alcoves along the
outer walls. Dust begins to stir from
one of the crypts, and you hear moaning and something stirring from inside.
He grasps the octagon handle. The
mouths on the four black pillars begin
spouting a sickly blue-green cloud of
vapors, which creeps along the ﬂoor
in all directions and quickly begins to
ﬁll the room. The blue-green fog is a
poison gas cloud. Tell the players that
the yellow canary chirps and ﬂies into
the room. As it lands in the fog, cheeps
as in pain and falls to the ﬂoor dead.
Any creature that starts its turn in the
fog must make an Endurance check
DC 15 or takes ongoing 4 poison damage, save ends (stacks). Thievery or
dungeoneering DC 18 to disable one
of the four mouths (must be adjacent).
disabling one mouth stops the gas

from rising for one round. Stopping
all 4 stops the gas from rising any further for the rest of the encounter. only
pushing the octagon handle will make
the gas dissapate.
Round 2: a mummy appears at the top
of the round. Roll inititiative for it. The
lizardman uses his mace to strike the
row of ﬁve levers (minor action), breaking all the handles, which scatter on
the ground. The lizard goes invisible,
and double moves to get out of the
maze.
Round 3:
Round 4:
The Lizardman can’t do much else except yell. When a PC ﬁnally navigates
the maze, the Lizardman will ﬁght.
Each of you are summoned to an
audience with the Good King of White
Steel. To refuse such a request would
be seen as treason in this land. Do you
accept the invitation?
(Pause here and allow each of the
PC’s to accept or decline the invitation.)
If any of the PC’s decline the invitation, inform them that they ﬁnd themselves surrounded by a dozen of the
King’s bodyguards, arrested, bound,
and imprisoned until the time of the audience - at which time they are brought
into the Royal Court in chains, and
placed with the rest of the party.
You go to the Castle to answer the

King’s summons. A councillor in Pearly
robes, carrying a thick leather-bound
tome, guides you to the Royal Court.
The walls of this audience chamber are
covered in masterful paintings, depicting scenes of battle. As you await the
arrival of His Majesty, you have time to
introduce yourselves to one another.

The King begins telling you a story. As he tells it, he motions to the row
of paintings on the wall. “The Lizardfolk were driven from this area by King
Lorizon twenty-seven generations ago.
As the vile creatures met their end, a
few escaped and ﬂed underground. A
complex system of tunnels and pas(Pause here and allow the PC’s to sages crisscross the underdark here
introduce their character.)
like a honeycomb. Even years after the
Good King established his just and
The King enters. He is ﬂanked
kind rule over the land, the King’s army
by a dozen bodyguards in Royal Blue
was still discovering underground
robes; a beautiful woman, who must be holdouts of Lizardmen and their Duthe Queen; and a young boy who must regar companions.”
be their son, the Prince. The King sits
on his throne of white marble. Every“The King himself lead the charge
one else in the room is standing, exinto the Lizardfolk’s most unholy uncept for the boy, who climbs up on the
derground shrine, known then as The
banister and begins to play like he’s
Vault of Madness. He and his knights
walking a tightrope.
vanquished its denizens; Lizardmen,
Duregar, and scores of undead. It was
At this time, check the PC’s pasthe ﬁnal victory against the evil creasive insight. If any of them match or
tures, but it was not without its cost.
beat a DC 21, inform that character that King Lorizon lost his right arm in a
they detect that the boy is an illusion.
sword battle against a Duregar Vampire
known as Kurzon. The vampire, thinkThe councillor in the Pearly robes ing himself victorious in vanquishing
says “Ahem” and nudges you forward. the King, changed his form into a swirlHe whispers to you: “Introduce youring grey cloud and escaped. The King’s
selves!”.
Steel bracer, arm guard, and glove
were found, but the arm itself was not.”
(Pause here and allow one of the
PC’s to introduce the party, or each
“When one of our Brave Knights
character can introduce herself.)
of the Kingdom passes into the next
life, tradition demands that his right
The King points at you and
arm be severed and placed in the crypt
speaks. “I hereby conscript you into
of King Lorizon. Each Knight is honthe King’s Army. Enter their names
ored to be buried in the same way as
into the ledger.” The Councillor in the
his humble King. Even in the afterlife,
pearly robes opens his tome and bethe Good King will have his choice of
gins to write.
hundreds of the ﬁnest, strongest, most

experienced and loyal sword arms in
the land.”

the Orb rests in the chamber, evil can
never again touch that place.

“The King eventually recovered
from his wound, although his days
ﬁlled with combat and swordplay had
come to an end. He turned his attention from melee to magic; he gathered
the best wizards, sorcerers and warlocks from the far corners of the realm,
and employed them as his Council of
Steel. The Years of Peace came and
went, and the King aged as The Council grew in their power, well funded by
the patronage of their liege. The Council created for their King a magical
Orb, made from the melted down White
Steel of the King’s legendary armor.
All the armor was used, save the right
hand gauntlet that was found in the
Vault. Although Lorizon was but an apprentice mage, he was able to animate
the gauntlet and wear it, regaining
some use of his long-lost limb.”

The King sighs as he looks fondly
at the painting. “My father, King Sistis,
showed me through the invisible maze
when I was his age.” The King points to
his young son, who looks to be about
four years old. “There is only one path
that you can take to successfully navigate the Pinnacle’s maze. Sadly, I was
so young when I walked it. I cannot remember the pattern. But I do remember
that my father looked to the statues of
the ancients for guideance.”

“While the Sovreign lay on his
deathbed, the council placed the White
Orb in his animated right hand and
prepared a sacred ritual. As the King
took his last breath, the Orb of White
Steel was infused with all the King’s
Goodness of Spirit. The Council of
Steel used the Orb to sanctify the underground temple, cleansing it of evil,
and dedicating it to the gods of Light.
The gauntlet and Orb were placed at
the top of the pyramid at the end of the
Vault Pinnacle of Solace, which is now
called the Vault of White Light. Our
best engineers created a shaft through
the bedrock that allows sunlight into
the Vault, even though it is miles underground. It is said that as long as

“When I was middle aged, my father died, and we sculpted him a statue
and buried him beneath it in the Vault,
as tradition demands. However, curiosity got the better of me, and once I
saw the Orb, I had to hold it. I stumbled
blindly through the maze, and it nearly
took my life. But I reached the orb, and
it’s great power became obvious to me
immidiately. Why should I let it rot away
in some tomb, when it can be used for
good in the world, I thought to myself.
So I took the Orb to boost my own
magic here in this Kingdom.”
The King stands, and begins to
walk down the row of paintings. The
ﬁrst painting shows the King Lorizon
in the midst of battle. On his ﬁnger, he
bears the Royal Symbol - a hexagon
shaped agate. The King’s sword is
plunged through a snarling lizardman.
The impaled creature has a crest painted onto his shield - a lizard eating its
own tail.
I am too old to battle powerful

denizens that are pictured here. Old
age and years of peace have made my
swordarm soft. My son is but a child,
and is too young to lead a charge.
That’s why I’ve called upon you. The
King pulls the White Orb from a pouch
on his belt. It glows with a soft light
that seems to brighten the room, even
though it is daytime. He twirls it in his
hand as he continues the story.
“One of our Knights died last
week defending our borders from barbarians. When our priests took his
right arm into the Vault to lay it in a
place of honor, they did not return. And
when a score of my best Knights entered to look for the priests, they did
not return either. Today marks exactly
the one thousandth anniversary of the
Battle of the Vault. I fear that unspeakable evil has returned there, and it is
my fault. You must take this Orb of
White Steel and place it once again
on the gauntlet at the top of the pyramid. When the sunlight shines upon it
once again, only then will the place be
sealed against darkness, and light return to that resting place. Only then will
our ancestors sleep in peace.”
He holds out the Orb, as if to
hand it to you. As you reach for it, he
retracts his arm, and holds it away
from you protectively. “Stories of your
deeds of heroics and bravery circle
the Realms. Because of this, you have
been chosen to undertake this dangerous mission. However, I must administer a test to you ﬁrst, to determine if
you are truly worthy.”
The King turns to his councillor,

and says “Is the test ready?”
The councillor in the pearly robes
nods, “Yes, my liege.”
The King claps his hands. “Everyone, please exit the Royal Court! Let
the test begin!”
The Queen, Prince, and Councillors process out of the hall and up the
stairs. As they are walking across the
balcony, the Prince shouts excitedly,
“Watch this daddy! I’m an acrobat!”
He hops up on the banister, and begins to walk it like a tightrope. After a
few steps, he falters. “WHOOAA!” he
screams, as he falls from the balcony,
dropping toward the ground.
At this point, allow the PCs to
take actions (in table order, or whoever
shouts ﬁrst). They will eventually pass
their hands through the illusion of the
boy, and then know for sure that he is
not real. The King then tells them that
they pass, and brings them to a window, where they can see children playing in the courtyard. The real boy is obviously safe, playing with his wooden
sword.
The advisor in the Pearly robes
steps forward. On his ﬁnger is perched
a small yellow canary. “Please take this
bird with you. Our priests have found
these pets extremely valuable for detecting poisonous gasses, noxious
clouds, and the like.”
Encounter 1 - 3200 Xp Spiders, Rats,
Bug Swarms, oteugh,
Encounter 2 - 3400 Xp Skeleton Arms,
skeletal swarms, lightning ﬂoor tile trap
250 Xp?.
Encounter 3 - 3600 Xp Lizardman Nec-

romancer, Duregar Vampire, Soul Eater,
Mummies, possibly a ghost, gas trap
250XP?.
In case of TPK, the King teleports into
the chamber, and yells “ﬁght on, brave
warriors!”, and casts a spell that allows
ALL allies to spend a healing surge. If
any of the party members have no healing surges (rare) he casts heal on them
speciﬁcally, allowing them a healing
surge plus 2d6.
The maze is absolutely impenitrable to
magic, melee, ranged, bursts, blasts,
creatures, effects, everything. A party
member will have to navigate the maze
to put the orb in the gauntlet. They
must also ﬁght the lizard. He has the
ability of turning invisible, and double
moving to get out of the maze.
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