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This is a Fourthcore AdventureThis is a Fourthcore AdventureThis is a Fourthcore AdventureThis is a Fourthcore Adventure    

Pray to whatever god you see fitPray to whatever god you see fitPray to whatever god you see fitPray to whatever god you see fit....    
    

This adventure is exceptionally deadly and demands that players and not just their characters 

rise to the brutal challenges that lie within it. Fourthcore delving is not for everyone, so make 

sure that you and your players are willing and excited to face this kind of challenge. For more 

on the precepts of Fourthcore, visit saveversusdeath.com. 
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Murder of the maelstrom Murder of the maelstrom Murder of the maelstrom Murder of the maelstrom 
QUEENQUEENQUEENQUEEN     
 
A first-level fourthcore dungeon delve for 2-4 

players, designed as an impromptu 

dungeon delve for casual play at 

conventions or as a backup for game days 

when 1 or more players cancel. 

 

Dungeon OracleDungeon OracleDungeon OracleDungeon Oracle    
© 2011 Dr. Davy Jones 

dungeonoracle.com 

 

 

Adventure BackgroundAdventure BackgroundAdventure BackgroundAdventure Background    
From time immemorial, the rulers of the 

mortal world have been counseled and 

tempted by capricious primordial spirits who 

rule over the elements. The greatest and 

most sinister of these was a half-kraken 

medusa known as the Maelstrom Queen, 

who sought to supplant the mortal races 

with her own line of immortal tentacled 

monstrosities. On the verge of her ultimate 

triumph, when the leviathans at her 

command rose from the depths, a 

legendary assassin murdered the Maelstrom 

Queen in her half-submerged palace with 

her own weapon.  But the primordial mistress 

refused to let something as trifling as death 

put an end to her designs. 

 

Every 13 years, she regenerates enough 

mystic power to rise again, and the world’s 

greatest heroes are sent to murder the 

Maelstrom Queen once more. 

RUMORSRUMORSRUMORSRUMORS    

Though the Maelstrom Queen’s powers 

slowly reshape the chambers of the palace, 

rumors of the challenges that await within 

have been passed down from the previous 

generation of heroes tasked with the 

assassination. The stories change with each 

retelling. 

 

Before the adventure begins, each hero rolls 

a d8, and learns the rumor given below. On 

a duplicate result, reroll.  The hero also learns 

whether or not the rumor is reliable.  Three of 

the four reliable rumors are true.  One of the 

four unreliable rumors is true. 

 

RELIABLE RUMORSRELIABLE RUMORSRELIABLE RUMORSRELIABLE RUMORS    
2: The soul gems of the medusa statue have 

the power to destroy the kraken monolith. 

4: The tomb of the Maelstrom Queen is 

marked with the symbol of a broken wheel. 

5: A decapitated clay head contains the 

key to a secret shrine. 

8: The mouth of the bloodstone colossus 

conceals a secret compartment. 

 

UNRELIABLE RUMORSUNRELIABLE RUMORSUNRELIABLE RUMORSUNRELIABLE RUMORS    
1: Shattering an amber prism in the center of 

four columns will summon a stone golem. 

3: Only one covered in water mixed with 

blood can safely pass a silver-flamed portal.  

6: The emerald flames of an enchanted 

torch can summon an oracular spirit. 

7: The disembodied brain will be satiated by 

a sufficiently complex logic puzzle. 

 

 

RESPAWNINGRESPAWNINGRESPAWNINGRESPAWNING    
Knowing the deadly threats that lie within 

the palace of the Maelstrom Queen, the 

heroes have split into two groups, sending in 

another hero whenever one dies. 

 

When a player’s first character dies, that 

player may bring in a new character that 

meets the group in three rounds. Each 

player only gets one respawn, though of 

course the players are encouraged to make 

multiple attempts at conquering the 

dungeon.   

 

Time LimitTime LimitTime LimitTime Limit    
The Maelstrom Queen bides her time, 

hidden in her palace, until she has gathered 

sufficient power to reawaken her leviathan 

servant and reclaim her ancient weapon. 

The heroes have 2 ½ hours of real time to 

complete the adventure before the Queen 

returns to her full strength and slaughters all 

within the palace. 

 

Dungeon EnvDungeon EnvDungeon EnvDungeon Environmentironmentironmentironment    
Unless otherwise noted, the dungeon has 

the following features. 

Walls: Decorated in carved, twisting 

tentacles, coated in green slime (Athletics 

DC 18 to climb). 

Doors: Covered in brass scales, unlocked. 

Floors: Uneven, broken mosaic tiles. 

Illumination: A dim green ghost light 

pervades the palace. 
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A.A.A.A.    sanguinariumsanguinariumsanguinariumsanguinarium 

A rusted iron hatch leads to death, or to a 

secret chamber deep in the palace. 

 

 
 

 

FEATURES OF THE ROOMFEATURES OF THE ROOMFEATURES OF THE ROOMFEATURES OF THE ROOM    
�Eight statues of headless merfolk flank the 

entrance to a chamber flooded with ankle-

deep water. 

�A rusted iron hatch stands freely in the 

center of the chamber.  

�A levitating river of blood flows between 

two large pipes in the walls. 

EXPLORATIONEXPLORATIONEXPLORATIONEXPLORATION    
Headless Merfolk Statues 

�The statues on the left each hold in 

outstretched hands a clay head fashioned 

as a siren. The statues on the right each hold 

a clay head fashioned as a human king. 

�Arcana (DC 19, two checks): The siren 

heads radiate mind magic. The human 

heads radiate conjuration magic. 

�The heads of the human kings can be 

smashed open safely. Each contains a 

wrought-iron key corresponding to the 

shape shown on Attachment # 1. 

�When a siren head is smashed, it makes the 

following attack. 

Thanatic Song 

Attack: Close burst 2 (creatures in burst); 

+6 vs. Will. 

Hit: The target moves its speed to the 

levitating river of blood, shoving its head 

into the river. 

�Each siren head contains a crystalline 

triangular prism of a different color 

corresponding to the following numbers. 

1: Green 

2: Red 

3: Blue 

4: Yellow 

The prisms can be used to open a secret 

door in Room B and must be used in Room 

G to access the Maelstrom Queen’s true 

tomb. They can also be used to disable the 

kraken monolith in Room E. 

 

 

 

 

 

Rusted Iron Hatch 

�A polished copper wheel is set into the 

center of the hatch. Rivulets of water leak 

out between the hatch and its frame. 

�Perception (DC 15): A deep gurgling can 

be heard beyond the door. 

�If a hero opens the hatch without 

attaching a rusted wheel from Room D, the 

hatch opens onto a vast chamber, dimly lit 

from far above.  Writhing, toothed tentacles 

surge toward whoever opened the hatch, 

who must make a saving throw. 

Success: The hero wrenches the hatch 

closed just before the tentacles emerge. 

Failure: The hero is pulled in by the 

tentacles and ripped limb from limb in 

seconds. Any surviving heroes must rush to 

reseal the hatch. 

�If a hero uses a rusted wheel from Room D 

to open the hatch, it opens into Room I. 

 

Levitating River of Blood 

�Long-fanged fish swim languidly through 

the river as it flows swiftly from west to east. 

�Nature (DC 15): The fish are Omnivorous 

Rust Piranhas, ravenous creatures that feast 

on metal as easily as flesh. 

�If a limb or an object is placed into the river 

of blood, the Piranhas swarm, instantly 

devouring it.  A hero can, however, use a 

container to quickly gather a cup of blood. 

�When the river changes to water (see 

Room H), the Piranhas die, and the heroes 

can swim through the river to gain access to 

a small secret chamber that contains an orb 

of geistfire. As a daily power, the orb can be 

thrown up to 10 squares away to deal 60 

damage to each creature in a burst 2. 
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B. Palatial NexusB. Palatial NexusB. Palatial NexusB. Palatial Nexus 

This grand, column-filled chamber connects 

the wings of the palace, and is also the 

scene of the final battle with the Maelstrom 

Queen. 

 

 
 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�A yawning square pit at the center of the 

chamber drops down into fathomless 

darkness. 

�A huge statue of polished, crimson stone, 

fashioned as a shark-headed giant hovers 

over the pit. 

�The walls of the southern annexes are 

covered in torches of green flame. 

�A total of eight stone columns stand in the 

shadowy northern annexes. 

ExplorationExplorationExplorationExploration    
Pit 

�The pit sinks to unknowable depths. Heroes 

that fall in the pit should be considered 

dead. 

�Perception (DC 15): Sluicing water can be 

heard somewhere in the darkness below. 

 

Southern Annexes 

�These tower-like annexes are covered from 

floor to ceiling with green-flamed torches. 

�Arcana (DC 13): The torches are 

everburning, and produce no heat. 

�Arcana (DC 20): Additionally, the torches 

are imbued with force magic. 

�Torches are easily removed from the wall. 

When a torch is removed, its flame is snuffed 

out. 

�When a hero is pushed or slid into a torch-

filled square, they take 5 force and fire 

damage and are pushed 3 squares in a 

random direction. 

 

Northeast Annex 

�Four towering columns fill the annex, each 

covered in elaborate carvings, each 

depicting a different scene, as follows: 

1: A crowned, serpentine woman with 

tentacled hair whispers in the ear of a 

king. 

2: A tentacle-haired woman extends her 

hand, commanding a leviathan. 

3: A robed figure stabs a tentacle-haired 

woman in the neck with a trident. 

4: A crowned, serpentine woman with 

tentacled hair lies in a sarcophagus, her 

eyes open. 

�Between the columns is a pit trap that 

opens onto a 30-foot deep pit. Make the 

following attack on creatures that step on 

trapped squares: 

Attack: +6 vs. Reflex. 

Hit: 3d10 damage. 

Miss: The target shifts to a safe square. 

�Perception DC 18: A hero at the bottom of 

the pit finds a cracked mirror and a healing 

potion. The mirror can be used in Room E 

against the medusa statue.  The potion can 

be consumed as a minor action to regain 10 

hit points at the cost of 1 healing surge. 

 

Northwest Annex 

�The columns in this annex are smooth 

stone, marked only by small triangular slots 

that extend four inches into the column. 

�Perception (DC 20) or Dungeoneering (DC 

15): There is a secret door along the north 

wall. The means to open it are not clear. 

�To open the secret door, the prisms from 

Room A must be inserted into the slots 

following the narrative described by the 

columns in the northeast annex. Though the 

colors do not matter, the order does. The 

first prism must go in column 0. After that, 

follow the pattern on the map. 

�If the prisms are inserted in the incorrect 

order, a toxic gas emits from pores in the 

columns in a close burst 1, making the 

following attack: 

Attack: +5 vs. Fortitude. 

Hit: the target’s bones turn to water, killing 

the target instantly. 

� 

� � 

� � 
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Shark-Headed Colossus 

�This enormous statue, made of smooth, 

shining bloodstone, hovers above the pit, its 

head ten feet above the level of the floor. 

�Perception (DC 15): The shark’s mouth is on 

a hinge. 

�Athletics (DC 15): A hero that has 

succeeded on a check to jump the pit 

secures a hold on the statue. On a failure, 

they fall to their death in the pit. 

�The mouth cannot be forced open. If the 

blood from the levitating river in Room A is 

splashed on the mouth, it opens, revealing a 

secret compartment containing a 

primordial elixir and a winged serpent 

medallion. 

�Primordial Elixir: Consume as a minor 

action; your damage rolls gain brutal 2 

until the end of the encounter. 

�Winged Serpent Medallion: Neck slot; 

you gain a fly speed of 5 (hover). 

 

The final battleThe final battleThe final battleThe final battle    
When the heroes gain access to Room J, 

the Maelstrom Queen awakens, teleporting 

herself and the intruders back to Room B for 

a fight to the death. The heroes appear at 

the top of the southern staircase. The 

Maelstrom Queen appears by the northern 

doors. 

 

During the battle, the leviathan that lurks in 

the pit begins to stir, and the shark-headed 

colossus trap activates. 

 

 

 

 

Maelstrom Queen                                                       

Level 3 Solo Artillery                                             

Medium natural humanoid, female 

HP 150, Bloodied 75 

Initiative +5 

Perception +8, low light vision 

AC 15, Fort 17, Reflex 14, Will 17 

Speed 6, waterwalk 

Immune gaze, petrify; resist 10 acid 

Vulnerable 5 fire 

Saving Throws +5, Action Points 3 

Traits 

Regal Command (gaze) - Aura 5 

Enemies that start their turn in the aura make a 

saving throw. On a failure, they either make a 

ranged basic attack or charge their nearest ally 

as a free action (Maelstrom Queen’s choice). 

Standard Actions 

Tentacle Hair - At-Will 

Attack: Melee 1 (one creature); +9 vs. AC 

Hit: 3d10+4 damage and the target is grabbed. 

Liquefy - At-Will 

Attack: Ranged 10 (up to three creatures); +7 vs. 

Will. 

Hit: 2d10+4 damage and the target makes two 

saving throws. If both saves fail, the target is 

reduced to water, killed instantly. 

Petrify (gaze, petrify) - Recharge 4 5 6 

Attack: Close blast 5 (one creature in burst); +7 

vs. Fortitude 

Hit: 2d8+5 damage and the target is immobilized 

(save ends). First failed save: the target is 

petrified (save ends). 

Minor Actions 

Tidal Force - At-Will 

Attack: Ranged 10 (one creature); +7 vs. 

Fortitude. 

Hit: 3d6+4 force damage and the target is 

pushed 6 squares. 

Shattering Shriek - At-Will 

Attack: Close blast 5 (petrified creatures in blast); 

+5 vs. Fortitude. 

Hit: The target shatters to pieces. 

Effect: Creatures in the burst are deafened (no 

save). 

Move Actions 

Slime Form - Recharge 5 6 

Effect: The queen shifts 12 square. Each square 

she enters become covered in a watery slime. 

Slime-covered squares are difficult terrain and 

deal 3 acid damage to enemies that enter them. 

Triggered Actions 

Rage of the Primordials 

Trigger: The Maelstrom Queen is first bloodied. 

Effect (free action): Petrifaction recharges and 

the Queen uses it immediately. Creatures hit by 

the attack take a -2 to saving throws for the rest 

of the encounter. 
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Shark-Headed Colossus                    Level 3 Blaster 

Trap 

Initiative acts after the Maelstrom Queen, starting 

on the second round. 

Traits 

Random Rotation 

The colossus begins facing south. At the 

beginning of each of its turns, roll a d4 to 

determine which direction it turns to. 

Standard Actions 

Projected Bite - At-Will 

Attack: Close blast 12 (enemies in burst); +7 vs. 

AC. 

Hit: 2d12+8 damage and ongoing 10 damage 

(save ends). 

Countermeasures 

Chew on This 

A hero can ready an action to throw an item into 

the mouth of the colossus. The colossus must use 

a standard action to destroy it with its jaws. 

Detonate Bomb 

A hero can ready an action to throw the orb of 

geistfire item (Room A) into the mouth of the 

colossus. The colossus ceases to levitate, falls 

onto It That Lurks Below and explodes, destroying 

both traps. 

 

 

 

 

 

 

 

 

It That Lurks Below                      Level 3 Elite Lurker 

Trap 

Initiative acts after the Maelstrom Queen, starting 

on the fourth round. 

Traits 

Seizing Tentacles 

When an enemy enters a tentacle-filled square, it 

must make a DC 16 Acrobatics check to avoid 

being grabbed (DC 18 to escape). 

Standard Actions 

Pull to the Depths - At-Will 

Effect: The tentacles pull each grabbed creature 

1d4 squares toward the pit (roll a separate d4 for 

each creature). When an enemy enters the pit, it 

is pulled to the depths and devoured. 

Minor Actions 

Spreading Tentacles - At-Will (1/round) 

Effect: The tentacles emerge from the pit and 

occupy all squares in a close burst 1 of the pit. 

Using this power again increases the size of the 

burst by 1. 

Countermeasures 

Primeval Fear 

Though It That Lurks Below cannot be damaged, 

it can be attacked with fire attacks (all defenses 

15). When it takes fire damage, its tentacles 

retract 1 square. 

Slice Tentacle 

Heroes can also use bladed weapons to slice the 

tentacle grabbing them (all defenses 15, 10hp). 

 

 

 

 

Ending the AdventureEnding the AdventureEnding the AdventureEnding the Adventure    
If the heroes successfully murder the 

Maelstrom Queen, her body deteriorates 

into countless tiny sea serpents that exist for 

a moment before melting into clay.  The 

colossus trap, if still intact, deactivates, and 

It That Lurks Below withdraws its tentacles 

back into the pit, sinking once more into 

hibernation. 

 

 

 

 

 

 

 

 

 

On the heroes’ return to the domain of 

mortal kings, they are showered with riches 

and glory. The world is safe once more from 

the machinations of the Maelstrom Queen, 

until, in 13 years, she rises once more.
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C. C. C. C. Chamber of the floating Chamber of the floating Chamber of the floating Chamber of the floating 
brainbrainbrainbrain 

Before the heroes can pass further into the 

palace, they must past the scrutiny of a 

massive, hyper-intelligent, disembodied 

brain. 

 

 
 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�A desiccated corpse on the floor has dried 

brain matter matted to its eyes, ears, and 

nose. 

�Half of the chamber is filled with a viscous 

green fluid.  

�Inside the fluid floats an enormous, 

disembodied brain with a long, prehensile 

spinal column.  A number of corroded 

skeletons also float within. 

�The passageway beyond the chamber is 

visible through the fluid. 

�The walls of this chamber slowly throb in 

and out, as though the entire room were 

breathing.    
    
    

ExplorationExplorationExplorationExploration    
Desiccated Corpse 

�The corpse’s head is very light—it becomes 

immediately clear that the brain matter on 

its face once belonged in its head. 

�Heroes searching the corpse find scrolls 

filled with puzzles and riddles and stone 

tablets etched with arcane calculations. 

�If the heroes ask the brain about the 

corpse, it responds, “In the end, I found 

him…rather uninteresting.” 

 

Green Fluid 

�The fluid smells overwhelmingly of 

formaldehyde. 

�Dungeoneering (DC 15): The substance is 

mildly acidic. 

�Nature (DC 18): The brain cannot long 

survive outside of the fluid. 

�Heroes move slowly through the fluid, and 

take 3 acid damage for each fluid-filled 

square they move through. 

 

Disembodied Brain (B) 

�When the heroes approach within 2 

squares of the fluid the brain awakens. It 

speaks telepathically to the heroes, already 

knowing their names and histories. 

�Dungeoneering (DC 19) or Nature (DC 17): 

The creature is an Elder Cortex, a 

monolithically intelligent and logical 

creature that feeds on sentient thoughts. 

 

 

 

 

 

ChallengeChallengeChallengeChallenge    
The heroes must convince the Elder Cortex 

to let them pass safely to the next chamber. 

Though wickedly intelligent and powerful, 

the brain has been made sentry of this 

chamber by the Maelstrom Queen. As such, 

it has few opportunities to entertain itself, 

and uses every crusader as a chance to 

amuse itself, and often, to feed. 

 

The brain agrees that it will let the heroes 

through, but first they must offer it some 

mental amusement. Use the following 

guidelines to determine whether or not the 

heroes’ efforts are successful: 

�The Elder Cortex is ancient and 

obscenely intelligent. It quickly grows 

bored of logic puzzles and riddles, as it 

solves them almost instantaneously. 

�The Elder Cortex is stumped (and 

amused) by absurd or illogical questions or 

riddles, and rewards the efforts of those 

who pose them. 

�The Elder Cortex is bitter toward its 

mistress, who has bestowed it with such a 

menial task. Those who deprecate the 

Maelstrom Queen will do well, while those 

who praise her will be punished. 

 

On the first 2 failures, the Elder Cortex makes 

a telekinetic slam attack (see page 10). On 

the third failure, it makes a forced 

hallucination attack. On the fourth failure, or 

if the heroes attack the Elder Cortex, it pulls 

one random hero into the fluid, then seals 

off its half of the chamber with an unliftable 

illusion of a solid wall. Consider the trapped 

hero dead. 

B 
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D.D.D.D. Hall of  Hall of  Hall of  Hall of WheelsWheelsWheelsWheels 

By using the right key, the heroes can 

uncover one of the palace’s greatest 

secrets. 

 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�The antechamber leading to the long 

corridor features a mural along its walls 

depicting humans being broken on giant 

metal wheels. 

�Drops of inky-black oil drip from a ceiling of 

rough, semi-transparent rock, creating a 

slick surface that thickly coats the floor. 

�Three statues of humanoid squids in 

billowing robes and holding stone chests 

stand in three shrines along the corridor. 

 

If a hero brings an everburning torch from 

Room B into this room, it reignites in green 

flame. 

 

ExplorationExplorationExplorationExploration    
Mural 

�Visible in the background of the mural is a 

far-off sea, from which rises an enormous 

beast. 

�Perception (DC 15): There is a single wheel 

in the mural that is not being used as a 

torture device. Two humans push it up a hill. 

 

Ceiling 

�The ceiling is made of large, rough-hewn 

blocks of a glassy stone. 

�Perception (DC 18): Ten chains attached to 

the tops of the transparent stone slabs 

reach up into the darkness. The surface of 

the ceiling is coated in powdered bone and 

smeared blood. 

�Dungeoneering or Thievery (DC 18): The 

sections of stone are part of a smashing 

ceiling trap. 

 

Statues 

�Each chests held by the statues has a set of 

hinges along the back, and no visible lock. 

�The chests are easily opened, and each 

contains several metal wheels, the same size 

and shape as the wheel on the hatch in 

Room A. From north to south, the wheels in 

each chest are made of the following 

materials: 

1: Silver 

2 (Hidden): An unknown, rusted metal. 

3: Brass. 

4: Gold. 

Each chest also contains 100 gp. 

 

Finding the Hidden ShrineFinding the Hidden ShrineFinding the Hidden ShrineFinding the Hidden Shrine    
If the heroes removed the viscous coat of oil 

on the floor, they discover four seals shaped 

as wheels carved in the floor beneath the oil 

(x’s on the map at left). If the heroes feel 

along the space of the wall that hides the 

final shrine, they find an invisible lock. If they 

hold the everburning torch up to the wall, 

the lock becomes visible (though it need 

not be visible to solve the puzzle). 

 

If the heroes use key number 4 on the lock 

(the key that physically resembles the hall 

itself), the section of wall between the hall 

and the hidden shrine dissolves into water. If 

any other key is used on the lock, the wall 

remains solid, and the Elder Cortex emerges 

from the fluid in Room C and the encounter 

begins (next page). 

 

A rusted wheel can be used to safely open 

the hatch in Room A.  
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EncounterEncounterEncounterEncounter 

Using the wrong key in the invisible lock 

alerts the Elder Cortex, who, regardless of 

the success of the heroes in the previous 

challenge, moves to destroy and consume 

the minds of the heroes. The correct key can 

still be used to access the hidden shrine. 

 

The moment the wrong key is turned, the 

sound of whirring wheels behind the walls 

can be heard. The heroes must escape the 

onslaught of the Elder Cortex and navigate 

the smashing ceiling and fire-breathing 

statue traps. 

 

Starting with the third round, the Elder 

Cortex takes 10 damage at the start of its 

turn if it hasn’t returned to the green fluid in 

Room C. If the heroes escape past the 

green fluid, the Elder Cortex does not pursue 

them. 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

 

Elder Cortex                                                                   

Level 2 Elite Artillery                                                  

Large aberrant beast 

HP 100, Bloodied 50 

Initiative +7 

Perception +8, blindsight, mindsense 10 

AC 13, Fort 16, Reflex 15, Will 19 

Speed fly 6 (hover), teleport 4 

Immune psychic, charm, sleep 

Vulnerable 5 fire 

Saving Throws +2, Action Points 1 

Traits 

Mind Reader 

The elder cortex never grants combat 

advantage and cannot be surprised. 

Unopposable Will 

 

At the beginning of its turn, the elder cortex may 

make a saving throw against 1 condition it's 

suffering. 

Hovering Brain 

Enemies may move through the elder cortex's 

square. 

Standard Actions 

Spinal Column Grab - At-Will 

Attack: Melee 1 (one creature); +8 vs. AC 
 

Hit: 3d8+5 damage and the target is grabbed. A 

creature that begins its turn grabbed by the elder 

cortex becomes dazed until the end of its next 

turn. 

 

 

Telekinetic Slam (psychic) - At-Will 

Attack: Ranged 10 (one creature and all 

creatures adjacent to it); +8 vs. AC. 

Hit: 2d10+4 damage and the target is pushed 1 

square and falls prone. 

Forced Hallucination (psychic) - Recharge 4 5 6 

Attack: Close blast 5 (creatures in burst); +6 vs. 

Will. 

Hit: The target loses 2 healing surges, then takes 

1d12 psychic damage for each healing surge 

below its surges per day. A creature reduced to 0 

or fewer healing surges by this attack falls 

unconscious until the elder cortex dies. For each 

target hit, the elder cortex regains 5 hit points. 

Minor Actions 

Psychic Overload - At-Will 

Attack: Ranged 10 (one creature); +6 vs. Will. 

Hit: 2d4+4 psychic damage and the target is 

dazed (save ends). On a critical hit, the target's 

mind erupts, oozing from the creatures orifices.  

Dominating Impulse - At-Will 

Attack: Ranged 5 (one dazed creature); +6 vs. 

Will. 

Hit: The target gains an action point which it 

spends during its next turn. The target is 

dominated during the use of that action point. 

Move Actions 

Transposition (teleport) - Recharge 5 6 

 

Effect: The elder cortex and one target creature 

within 10 squares instantly exchange squares. 
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Smashing Ceiling                                Level 3 Lurker 

Trap 

Initiative acts after the Elder Cortex. 

Traits 

Rough Hewn Surface 

While a stone slab of the ceiling is on the ground, 

it can be climbed with a DC 13 Athletics check. 

Standard Actions 

Smash and Retract - At-Will 

Effect: Roll 2d10 to determine which two slabs 

drop, rerolling duplicate results. Make the 

following attack on creatures in the squares 

beneath the slabs. 

Attack: +6 vs. Reflex. 

Hit: 2d12+6 damage, and the target is restrained 

and takes ongoing 5 damage (save ends both). 

At long as a creature is pinned beneath the slab, 

it does not retract. Second failed save: The target 

is crushed to death. 

Miss: The target shifts to the nearest safe square. 

Special: Automatically misses the Elder Cortex. 

Countermeasures 

Dissolve Chains 

When a stone slab drops, heroes can target the 

chains with acid attacks, which automatically 

eat through the chain and render that slab inert. 

Escape Above 

Heroes can either ready an action to climb to 

the top of a stone slab when it smashes and 

retracts, or climb atop a stone slab that remains 

on the floor because it has a creature pinned. 

Heroes who rise to the top can perform coup de 

grace attacks on the Elder Cortex from above or 

run along the ceiling above the stone slabs. 

 

 

Fire-Breathing Statues                        Level 2 Blaster 

Trap 

Initiative acts after the smashing ceiling. 

Standard Actions 

Breath Weapon - At-Will 

Effect: Two of the statues attack, following a 

definite pattern. First Round: 1 and 4. Second 

Round: 2 and 1. Third Round: 3 and 2. Fourth 

Round: 4 and 3. Repeat. 

Attack: Close blast 3, creatures in blast; +6 vs. 

Reflex. 

Hit: 1d10+5 fire damage and ongoing 5 fire 

damage (save ends). 

Countermeasures 

Disable 

Each statue can be disabled with two DC 18 

Thievery checks. A hero that fails such a check 

by 5 or more takes 1d8 fire damage plus 5 

ongoing fire damage (save ends). 

Douse 

Water poured into the mouth of a statue disables 

it for two rounds. 
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E. E. E. E. Well of Drowned SoulsWell of Drowned SoulsWell of Drowned SoulsWell of Drowned Souls 

The presence of mortal souls in this chamber 

triggers a series of deathtraps. 

 

 
 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�The sculpture of an enormous kraken’s 

face, tooth-lined jaws opened wide, resides 

in a large alcove in the west wall. 

�A semi-circular trough runs down the 

center of the chamber (shaded area). 

�The trough ends in a sunken well. The statue 

of a medusa, its arms upheld, stands in the 

center of the well. 

�Carved into the wall are open mouthed 

water serpents. 

 

ExplorationExplorationExplorationExploration    
Kraken’s Face 

�The teeth of the sculpted kraken are 

cracked and crumbling. 

�Arcana 18: The kraken’s mouth radiates 

disintegration magic. 

�Creatures and objects that enter the 

mouth are destroyed instantly. The souls of 

creatures destroyed in this way are trapped 

in one of the medusa’s emerald rings. 

�An iron door stands at the room’s far end. 

Trough 

�The surface of the trough is made of 

impossibly smooth and highly reflective 

stone. 

�Creatures that move 2 or more squares on 

the trough must make a DC 15 Acrobatics 

check or fall prone. 

 

Well 

�The well is filled with a thick, tar-like slime. 

Vivisected skeletons can be partially seen in 

the liquid, hands reaching as if for help, jaws 

dislocated in frozen screams. 

�The medusas eyes are empty hollows. 

�Perception (DC 13): The medusa sculpture 

wears stone rings set with emeralds, three on 

each hand. 

�Arcana (DC 19): Three of the rings contain 

trapped souls. 

�Thievery (DC 17): A hero may remove a 

soul gem. A soul gem can only be removed 

when force crystals are placed in the 

medusa’s eyes. 

 

Walls 

�A faint, foul-smelling breeze emanates from 

the mouths of the carved serpents. 

�Perception (DC 18): A glinting light is visible 

in the darkness of the serpents’ mouths. 

�Arcana (DC 19): The mouths radiate force 

magic. 

�When the serpents are not breathing out 

(see Encounter), a hero may reach in and 

remove a force crystal. 

 

 

 

 

Iron Door 

�The door at the far end of the chamber is 

embossed with the image of a wheel being 

broken in half by a mass of writhing 

tentacles. 

�The door is locked. 

�Arcana (DC 19): The door is imbued with 

necrotic power. 

�Thievery (DC 19): A hero may pick the lock. 

On a failure, the hero loses 1d4+1 healing 

surges. A hero that is reduced to 0 healing 

surges in this way is drained completely of 

life. 

�Athletics (DC 21): A hero may break open 

the door. On a failure, the hero loses 1d4+1 

healing surges. A hero that is reduced to 0 

healing surges in this way is drained 

completely of life. 

 

EncounterEncounterEncounterEncounter    
The encounter begins only when a hero 

enters the main chamber from the west 

entry, or when a hero approaches the 

medusa statue from the east. The kraken 

monolith belches forth enervating spheres, 

which the medusa statue catches the 

spheres and channels them into spells. The 

breathing wall trap pushes heroes into the 

trough. 
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Kraken Monolith                                 Level 3 Blaster 

Trap 

Initiative +8 

Traits 

Utter Destruction 

Creatures that enter the mouth of the monolith 

are instantly destroyed, their soul then trapped in 

one of the medusa statue's soul gems. 

Standard Actions 

Vomit Enervating Sphere - Recharge 4 5 6 

Effect: A large enervating sphere emerges from 

the mouth of the monolith and moves five 

squares on the path of the trough toward the 

medusa statue. The sphere passes through 

occupied squares and attacks all creatures it 

passes through. 

Attack: +7 vs. Fortitude. 

Hit: The target is slowed and loses 1d4 healing 

surges. A creature reduced to 0 or fewer healing 

surges in this way withers to nothing, and its soul 

becomes trapped in the medusa statue’s soul 

gems. 

Countermeasures 

Mystic Crystal 

If a prism from Room A or a soul gem from the 

medusa statue is cast into the mouth, both the 

monolith and the medusa statue are destroyed. 

Disable 

Heroes can engage in a complexity 1 skill 

challenge (4 successes before 3 failures) to 

disable the monolith. 

 

 

 

 

Medusa Statue                                   Level 3 Blaster 

Trap 

Initiative acts after kraken monolith, activated 

when struck by an enervating sphere. 

Traits 

Soul Gems 

The medusa statue can trap up to six souls in its 

soul gem rings. It begins the encounter with 3 

trapped souls. When the statue is destroyed or 

rendered inert, the souls in its rings are freed, 

granting a healing surge and 1 Action Point to 

each surviving hero. 

Standard Actions 

Acid Arrows - At-Will 

Attack: Ranged 10 (up to two creatures); +7 vs. 

Reflex. 

Hit: 2d8+4 acid damage and ongoing 5 acid 

damage (save ends). 

Effect: Creatures adjacent to the target take 5 

acid damage. 

Gaze of Ruin (gaze) - At-Will 

Attack: Close blast 5 (creatures in burst); +7 vs. 

Fortitude. 

Hit: 2d10+5 damage and ongoing 5 damage 

(save ends) and the target ages 5 years. First 

failed save: Ongoing damage increases to 10 

and the target ages 10 years. Second failed 

save: Ongoing damage increases to 20 and the 

target ages 20 years.  Third failed save: The target 

ages 500 years and dies. 

Special: The use of this power consumed a 

trapped soul. 

Minor Actions 

Lithic Command - At-Will 

Attack: Ranged 10 (one creature); +7 vs. 

Fortitude. 

Hit: The target is slid up to 5 squares. 

Special: The use of this power consumed a 

trapped soul. 

Countermeasures 

Mirror Mirror 

The cracked mirror from Room B can be used to 

reflect the statue's gaze of ruin. The attack 

automatically destroys the statue. 

Arcane Engine 

Once the kraken monolith has been 

deactivated, the medusa statue loses power and 

becomes inert. 

 

 

Breathing Wall                                   Level 2 Hazard 

Trap 

Initiative acts after kraken monolith. 

Traits 

Force Crystals 

The breathing wall is powered by crystals imbued 

with force magic. A hero may reach into a 

carved serpent's mouth on the wall to retrieve a 

force crystal as a minor action. 

Standard Actions 

Inhale - At-Will 

Effect: The breathing wall's exhale power 

recharges. 

Exhale - Recharge inhale 

Attack: Close blast 1 (all creatures adjacent to 

the wall); +5 vs. Fortitude. 

Hit: The target is pushed 2 squares. 

Effect: Heroes cannot reach into a carved 

serpent’s mouth this round. 
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F. F. F. F. False False False False TombTombTombTomb 

Overeager heroes may believe that they 

have reached the final resting place of the 

Maelstrom Queen. Instead they will find an 

insidious trap. 

 

 
 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�In this dry, eerily quiet chamber, a wide, 

broken staircase leads up to a landing 

twenty feet above the level of the floor. 

�A dust-covered dais occupies the center of 

the chamber. 

�A sarcophagus bearing the likeness of a 

regal-looking woman with wild, tentacled 

hair rests at the chamber’s furthest reach. 

�A pile of gold plates, fist-sized rubies, and 

silver goblets surrounds the sarcophagus. 

 

If a hero brings an everburning torch from 

Room B into this room, it reignites in green 

flame. 

 

ExplorationExplorationExplorationExploration    
Dais 

�A long, sacrificial dagger is placed on a 

circular stone dais, lined with runes. The 

surface of the dais is stained with dried bile 

and blood and is littered with humanoid 

bones. 

�If the layers of dust-coated viscera are 

removed, the heroes discover the tracing of 

a humanoid body. Inside the body are 

etchings of the internal organs, each of 

which bears inscriptions in a religious script. 

�Religion (DC 13): The runes explain how to 

perform a rite of divination by reading the 

extracted organs of a sacrificed humanoid. 

�If the heroes remove the organs of a 

sacrificed humanoid, they may engage in a 

complexity 1 skill challenge (4 successes 

before 3 failures) to learn the answer to a 

single yes-or-no question about the palace. 

 

Sarcophagus 

�A faint, colorless shimmer surrounds the 

stone coffin. 

�Perception (DC 18): Escaping from the 

crack of the lid is a thin sheet of white 

smoke. 

�When a hero steps onto the upper landing 

of the chamber, the lid of the sarcophagus 

blasts open, and a skull of false death 

emerges, and the encounter begins. 

�Resting at the bottom of the sarcophagus 

are 500 true gold pieces and a crystal 

lantern. If the lantern is lit with an 

everburning torch, it summons a shadowy 

oracle. The oracle answers one question 

about the palace. 

 

Treasure 

�The plates and goblets are embossed with 

stylized skulls. Even the rubies have been cut 

to resemble skulls. 

�Arcana (DC 19): The treasure radiates 

illusion magic. 

�When the treasure at the base of the 

sarcophagus is removed from this room, it 

dissolves into mud. 

 

EncounterEncounterEncounterEncounter    
The skull of false death, appearing in the 

guise of a demilich, uses its false drain soul 

power to convince a surviving hero that his 

or her comrade has truly been killed. Unwary 

heroes may well sacrifice their “fallen” 

comrade to a divination ritual. 

 

Skull of False Death                Level 2 Minion Lurker 

Trap 

HP 1; a miss never damages a minion. 

Initiative +12 

Perception +7 

AC 15, Fort 12, Reflex 15, Will 12 

Speed fly 5, hover 

Immune disease, poison, sleep 

Traits 

Demilich Form 

The Skull of False Death is hidden behind the 

illusion of a demilich lord until a DC 16 Insight 

check is made. 

Standard Actions 

False Drain Soul - Recharge 5 6 

Attack: Ranged 5 (one creature), +10 vs. 

Fortitude, does not provoke opportunity attacks. 
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Hit: The target is unconscious and appears dead 

under casual inspection for 20 minutes in real 

time. A hero making a DC 12 Insight or Heal 

check on the target’s body knows that he or she 

is not truly dead. A swirling, glowing mist appears 

in one of the Skull’s false soul gems. 

Miss: This power recharges. 

Move Actions 

Illusory Refraction - Encounter 

Effect: The Skull teleports 8 squares and gains 

cover until the end of its next turn. 

Minor Actions 

Shadow Rays (necrotic) - At-Will 

Attack: Ranged 5 (one or two creatures), +6 vs. 
Fortitude. 

Hit: 1d10+2 necrotic damage, and the target 

takes a -2 penalty to defenses until the end of the 

Skull’s next turn. 

 

Death: When the Skull is reduced to 0 or fewer hit 

point, it dissolves into a fine gray powder, even its 

soul gems. The ease of destroying the Skull and 

the impermanence of the soul gems may alert 

vigilant heroes that all is not as it seems. 
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G. G. G. G. ruins of the ruins of the ruins of the ruins of the ArchonArchonArchonArchon 

The phantasmal admiral of the Maelstrom 

Queen’s flagship, the Archon, defends the 

way to his mistress’s tomb. 

 

 
 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�Four towering platforms rise above a 

sunken pit of rock-filled water, 30 feet 

below.  

�A broken wooden ship rests half-sunken in 

the cold, black water. 

�Three of the towers are open, while the 

third is walled off. Bridges once connected 

the towers together, but only two remain 

intact. 

�A large stone chest rests at the center of 

each of the three open towers. 

�The short north and east corridors end in 

iron doors. 

 

 

 

 

ExplorationExplorationExplorationExploration    
Sunken Ship 

�Decaying dorsal fins cut through the dark 

water below—zombified sharks. 

�The ship’s flag floats among the ruins. 

�History (DC 13): The hero identifies the ship 

as the Maelstrom Queen’s flagship, the 

Archon. Legends tell that the Queen made 

the ship’s captain the most powerful mortal 

in the world, admiral of a thousand ships. 

 

Stone Chests 

�The two chests nearest the western corridor 

bear symbols of watchful, serpentine eyes. 

�Arcana (DC 18): These two chests radiate 

conjuration magic. 

�The chest to the east bears the symbol of a 

puppeteer operating a marionette. 

�Arcana (DC 18): This chest radiates mind 

magic. 

�When a hero comes within 2 squares of a 

stone chest, the phantom admiral ascends 

from the sunken remains of the ship, and the 

encounter begins (See Encounter on the 

next page). 

 

Iron Door (North) 

�A pair of iron, double doors with simple pull 

rings stands at the end of this broken 

corridor. 

�Perception (DC 13): The sound of a deep, 

whistling breathing can be heard beyond 

the doors. 

�The doors open easily. 

 

Iron Door (East) 

�The door has no visible handle. Embossed 

on the door is the image of a skull with 3, 

four-inch deep triangular slots for its eyes 

and nose (see Attachment # 2). 

�Thievery or Athletics (DC 19): A hero may 

attempt to bypass the lock mechanism or 

simply break open the door. Succeed or fail, 

the door makes a consume essence attack 

on the hero (see below). 

�If the green, yellow, and blue triangular 

prisms from Room A are inserted into the 

slots (regardless or position or order), the 

door unlocks and can be easily pushed 

open. The solution to this puzzle can be 

reached in a number of ways. Because 

there are four prisms and only three slots, 

one must be excluded. Because green is 

composed of yellow and blue, red is the 

excluded color. Alternatively, attentive 

heroes might notice the prevalence of the 

color green throughout the dungeon. 

�If an incorrect combination of prisms are 

inserted into the slots, a consume essence 

spell is channeled through the prisms: 

Consume Essence 

Attack: +4 vs. Fortitude. 

Hit: The target makes three saving 

throws. For each failure, the target takes 

damage equal to its bloodied value. 

Miss: The target takes damage equal to 

its bloodied value. 

 

Closed Tower 

�The closed tower in the northeast corner is 

completely sealed and the interior cannot 

be accessed in any obvious way. 

�Arcana (DC 20): A cacophony of paragon-

level magic radiates from within. 
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EncounterEncounterEncounterEncounter    
The phantom admiral of the Archon 

confronts the intruders, demanding an 

explanation, but quickly seeing through 

whatever ruses the heroes might offer. 

Though loyal to the Maelstrom Queen, even 

in death, the phantom admiral still longs for 

the trappings of his mortal life. If the heroes 

step carefully, they can engage in a 

complexity 2 skill challenge (6 successes 

before 3 failures) to convince the phantom 

admiral to simply let them pass unhindered. 

The heroes can earn a number of automatic 

successes or failures based upon their 

actions: 

�The heroes offer the admiral at least 100 

gp: 2 successes. 

�The heroes conjure an image of the 

outside world, or entertain the admiral 

with stories of the outside world: 1 success. 

�The heroes raise the ship’s flag from the 

ruins and honor it: 1 success. 

Alternatively, other actions earn a number 

of automatic failures. 

�The heroes inquire into the fate of the 

Archon, or the damned afterlife of the 

admiral: 1 failure. 

�The heroes deprecate or curse the 

Maelstrom Queen: 1 failure. 

�The heroes attempt to open a stone 

chest, or attack the admiral: 3 failures. 

 

Should the heroes fail or simply ignore the 

possibility of the skill challenge, the phantom 

admiral barks a command, and the two 

western chests spring open, revealing giant, 

tentacled eye stalks. The battle begins. 

 

Phantom Admiral                                                                   

Level 2 Elite Soldier                                                        

Medium undead humanoid 

HP 110, Bloodied 55 

Initiative +5 

Perception +5, darkvision 

AC 18, Fort 16, Reflex 16, Will 14 

Speed fly 7 (hover) 

Immune necrotic; vulnerable 5 radiant 

Saving Throws +2, Action Points 1 

Traits 

Relentless Command 

Once per round, an ally the admiral can see 

takes two standard actions this round instead of 

one. When the admiral takes radiant damage, 

he loses this ability until the end of his next turn. 

Standard Actions 

Spectral Cutlass (weapon) - At-Will 

Attack: Melee 1 (one creature); +7 vs. AC. 

Hit: 2d10+5 necrotic damage, and the target 

cannot regain hit points (save ends). 

Phantom Blades - At-Will 

Attack: Melee 1 (two attacks on one creature); 

+7 vs. AC. 

Hit: 1d8+8 necrotic damage, and the target is 

weakened (save ends). 

Special: If both attacks hit, death cleave 

automatically recharges. 

Death Cleave - Recharge 5 6 

Attack: Burst 1 (creatures in burst); +7 vs. AC. 

Hit: 2d6+8 necrotic damage and the target fails 

a death saving throw (even if it is not dying). 

Minor Actions 

Pull of the Grave - Encounter 

Effect: Each enemy that has failed a death 

saving throw this encounter immediately makes 

another death saving throw. 

Triggered Actions 

Retaliation Strike - At-Will 

Trigger: An enemy hits the admiral with a melee 

attack. 

Effect: The admiral makes a spectral cutlass 

attack on the triggering enemy. 

 

Giant Eye Stalk                                                                   

Level 2 Artillery                                                       

Medium aberrant beast 

HP 32, Bloodied 16 

Initiative acts after the phantom admiral 

Perception +9, truesight 

AC 14, Fort 12, Reflex 16, Will 16 

Speed 0 

Traits 

Inescapable Gaze 

The giant eye stalk can attack through solid 

objects as if they did not exist. 

Standard Actions 

Eye Beam (gaze) - At-Will 

Attack: Ranged 10 (one creature); +5 vs. Reflex. 

Hit: Roll 1d4 to determine the effect. 
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1) 1d12+4 fire damage and ongoing 5 fire 

damage (save ends). 

2) 1d12+4 force damage and slide the target 3 

squares. 

3) 1d12+4 psychic damage and the target grants 

combat advantage until the end of its next turn. 

4) 3d12 necrotic and acid damage. 

 

 

The final stone chest in the southeast corner 

is locked, and can be opened with a DC 18 

Thievery check.  It contains a pair of 

goggles of command.  When worn, the 

goggles show in each eye what the giant 

eye stalks see, and they grant full control 

over the two monsters. 

 

Creatures that fall into the water take 3d10 

falling damage. Additionally, creatures that 

start their turn in the water must make a 

saving throw to avoid being bitten by the 

zombified sharks for 5d10 necrotic damage. 
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H. H. H. H. Portal GalleryPortal GalleryPortal GalleryPortal Gallery 

This secret chamber houses a series of 

portals, only one of which leads to a hidden 

lever. 

 

 
 

 

Features of the RooFeatures of the RooFeatures of the RooFeatures of the Roommmm    
�A towering statue of a headless merfolk 

chieftain stands in the corner of the room. 

�A huge tapestry fills the diagonal wall. 

�Four portals of shimmering silver flames line 

a narrow corridor. 

�At the end of the corridor, a bloated 

corpse is pinned to the wall by seven long 

iron nails. 

 

ExplorationExplorationExplorationExploration    
Merfolk Statue 

�The merfolk holds a stone trident that points 

toward the end of the corridor. 

�Perception, Thievery, or Dungeoneering 

(DC 18): A secret compartment in the statue 

opens to reveal a healing potion. It can be 

consumed as a minor action to regain 10 hit 

points at the cost of 1 healing surge. 

 

 

 

Tapestry 

�The tapestry depicts a river flowing through 

a pastoral scene. Dead humans lie all along 

the banks of the river, their blood flowing 

into the river. 

 

Portals 

�A skull is set into the stone frame at the top 

of each portal. 

�Perception or Dungeoneering (DC 13): 

Each skull can be pressed in. Only one skull 

can be pressed in at a time. 

�When a skull is pressed in for the first time, 

the eyes of the skull glow white, and the 

crucified corpse speaks (See Choosing the 

Correct Portal). 

 

Crucified Corpse 

�Brackish water flows from the corpse’s eyes 

and nose. 

�Arcana (DC 21): The nails are infused with 

necromantic power. Though they pin it to 

the wall, they also grant it a semblance of 

life. 

�When the heroes enter the corridor, the 

corpse stirs and says, “You must choose. 

Only one portal may be safely passed 

through.” 

 

Choosing the Correct PortalChoosing the Correct PortalChoosing the Correct PortalChoosing the Correct Portal    
Before the delve begins, roll a d4 to 

randomly determine which portal is safe to 

pass through. Heroes need not press in the 

skulls to pass through the portals, but failing 

to do so will greatly reduce their chances at 

success. 

 

When a skull above a portal is pressed in, its 

eyes glow white, and the crucified corpse 

speaks, saying, “Hold, crusaders. I may offer 

you some guidance.”  As he speaks, the 

silver flames of two other unsafe portals 

change color from silver to red. [Note: the 

two portals that burn red must not be the 

portal that the heroes initially selected, and 

they must not be the portal you randomly 

determined to be safe before the delve 

began.]  

 

The corpse then speaks once more, “These 

two portals lead only to doom. Consider 

carefully which of the remaining portals you 

will choose.” The corpse continues to watch 

and listen to the debates of the heroes, but 

he is cursed by the Maelstrom Queen to say 

no more, and to simply watch as the heroes 

live or die. 

 

This puzzle is a variation of the Monty Hall 

problem (more thorough explanations of 

the problem are available online). In short, 

after the corpse reveals two of the unsafe 

portals, the heroes should go through the 

remaining unknown portal they did not 

originally choose.  By switching, the heroes 

increase their chances of being correct to 

from 25% to 75%. 

 

Beyond the correct portal is a small 

chamber with a long lever. Once thrown, 

the river in Room A turns to water. If a hero 

passes through an incorrect portal, they are 

transported to a water-filled room from 

which there is no escape.
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I. I. I. I. Sanctum of the TridentSanctum of the TridentSanctum of the TridentSanctum of the Trident 

The heroes must lift a deadly curse from the 

Maelstrom Queen’s own legendary 

weapon. 

 

 
 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�A plain stone slab rests on the floor of this 

small chamber. 

�A silver trident tipped with flint bladed tips 

rests on the stone slab. 

�Four clay-coated skulls also rest on the slab. 

�Two ten-foot sections of the wall are semi-

transparent and provide a view of Room G. 

 

ExplorationExplorationExplorationExploration    
Silver Trident 

�The power that resides in the trident can be 

felt by any who come near it. 

�Arcana (DC 13): The trident is warded by a 

powerful curse. 

�If a hero attempts to take the trident 

before the curse is lifted, they are attacked 

by the curse: 

Attack: +4 vs. Fortitude. 

Hit: The hero’s skull is teleported out of his 

head and replaces one of the skulls on the 

altar, killing the hero instantly. 

Miss: The hero loses 1d4 healing surges.  A 

hero that is reduced to 0 healing surges in 

this way is drained completely of life. 

 

Skulls 

�Inside the open mouths of each of the skulls 

is a keyhole. If the four keys from Room A 

are used to unlock each of these (the order 

does not matter), the curse is lifted from the 

trident, which can now be removed. 

�Trident of the Fathoms: As a daily 

standard action, a hero may hurl the 

trident at the Maelstrom Queen. The 

Maelstrom Queen takes 50 damage, loses 

all immunity and resistance, and gains 

vulnerable 20 all. 

 

Semi-Transparent Wall 

�Creatures and objects may traverse 

through the two semi-transparent sections of 

the wall out into Room G. 

 

 

 

 

 

 

 

 

 

 

 

 

 

J. J. J. J. TombTombTombTomb of the Maelstrom  of the Maelstrom  of the Maelstrom  of the Maelstrom 
QueenQueenQueenQueen 

The Maelstrom Queen awaits in this final 

chamber, regenerating her former strength, 

and ready to dispose of any who try to stop 

her. 

 

 
 

 

Features of the RoomFeatures of the RoomFeatures of the RoomFeatures of the Room    
�Thick, slimy vines grow on every available 

surface in the room. 

�Four statues of human kings offering their 

crowns stand in the four corners of the room. 

�A standing stone sarcophagus at the top of 

a staircase swings open, revealing the 

Maelstrom Queen herself. 

 

When the Queen emerges, she bellows with 

wild, screeching laughter, and extends her 

hands. She and the heroes are teleported to 

Room B for the final battle.
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