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INTRODUCTION 
Welcome to the Neverwinter"' Campaign Setting Game 
Daylln this book, you will find an adventure designed 
for five hi-level characters that should be created at the 
table. Game Day organizers should ensure that copies of 
the Nevenvinter Campaign Settin[J and player resources, 
such as Heroes of the Fallen Lands"' and Heroes of the For[JOt­
tenKinBdoms"", are available as needed. The organi'zer 
should also provide each player with a bag containing, 
among other things, a Neverwinter character sheet and 
character theme card (see Character Creation, page 4). 

Throughout th is booklet, the major portions of the 
play session are denoted by headings that include an 
estimate of how much time that activity should take 
(such as 30 minutes for character creation). If you fmd 
things running behind schedule, you might need to 
economize on time in the scenes that occur after the 
two combat encounters. The adventure also includes a 
poster map of the encounter locations. 

Continuing the Adventure 
In the game world, this adventure-takes place about a 
month prior to the events of the upcoming DuNGEONS 

& DRAGONS ENCOUNTeRs"" season, Lost Crown of Never­
winter. The events that take place in this event lead 
into that campaign. 

Players who go through thls adventure can transfer 
their characters to the D&D Encounters season. lf your 
players intend to do so, remind them to keep caref1.tl 
track of their experience and treasure rewards. 

provides SQI'~W other 
are. permitted in wost 
including this one. 

o&o fortune Cards <Jte avqilable in -qrd pad<s 
with differing levels' of rarity (common, uncommon, 
and rare). They bring new, exciting options to ffie game 
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table. Players can crack open packs of cards just prior 
to participatin~ in ~ game session ot .come to their 
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SETTING BACKGROUND 
The city ofNeverwinter, once a sparkling jewel of the 
North, fell into ruin about twenty-seven years ago in 
a great cataclysm. Nearby Mount Hotenuw erupted 
catastrophically, raining ash and flre upon the city and 
tearing it apart from below with a great earthquake. 
Roughly half of the city's population perished, including 
its ruling family, the House of Alagondar. Many others 
fled, leaving only a desperate few to carve out ail exis­
tence among the ruins. 

Recently, Lord Dagult Ncverember-the Open Lord 
· ofWaterdeep and a powcrfi.tl politician- has invested 
many ofhis resources in restoring the city to its former 
glory. So far, he has been successful in restoring secu­
rity in the Protector's Enclave in the southwest quarter 
of the city. He is currently installed in the city as its 
Lord Protector and, some say. king in all but name. 

Some believe the only one who might be able to chal­
lenge Neverember's rule is a true heir of Alagondar, 
who could reclaim the city by right ofbirth. Such a task 
would not, however, be easy. 

It is against this backdrop of progress, tension, and 
tyranny that the events ofthis adventure play out. 

Adventure Summary 
Gates ofNeverdeath"' is a multipart adventure that fea­
tures combat, interaction, and intrigue. Each of the 
sections is summarized below. 

Next Stop, Neverwiuter: In the first event of the 
story, the heroes are hired by a mysterious figure 
named Seldra to travel with her as she transports 
a sealed coffer from Waterdccp to the Ncverwinter 
docks. Unknown to the characters, the cofler contains 
a jeweled headpiece that might or might not be the 
Crown ofNevcrwinter (sec the sidebar below). They 
arrive by ship, but before Scldra can depart the docks, 

· she and the characters are ambushed by undead seek­
ing to steal the crown. 

Encounter 1-Animus Ambush: Zombies swarm 
up onto the ship and the wharf. distracting the heroes 
with a battle while Tolivast, a Thayan nccroh1ancer, 
steals the crown and flees to the Neverdeath graveyard. 

Skill Challenge-Find the Thief: The heroes react 
to the theft ofSeldra's coflcr, realizing that they must 
make their way to Neverdeath as quickly as possible. 
The sooner they arrive, the better off they are in the 
battle to come, because if they hurry, they can surprise 
Tolivast as he finishes cursing the crown. T f they fUil the 
skill challenge, they still arrive at the graveyard, but by 
then, Tolivast has finished cursing the crown and has 
set up an ambush. 

Encounter 2-Inside the Gates: The characters 
confront Toll vast and his troop of undead at the Never­
death graveyard. As the battle opens, Tolivast finishes 
his work and turns on the heroes. 

Skill ChalJenge-Escape the Graveyard: In what­
ever time remains of the play session, the heroes must 
fight off undead and get out ofNeverdeath before being 
dragged down by a horde of foes. 

" 1 'If 'llfl 

Major Organizations 
Because this adventure takes place in a fairly small 
area within the city and in a short time frame, you can 
run the action without needing to refer to many of the 
features of the city that are explored in the Neverwinter 
Campaian SettinB. The two important organizations that 
will come into play are New Neverwinter and Thay. 

New Neverwinter 
Headed by Lord Dagult Neverember, Open Lord of 
Waterdeep, this political and military organization seeks 
to rebuild ruined Neverwinter and cement its rulership 
over the city.lt includes politicians under the leadership 
ofLord Neverember, who have won a great deal of good­
will in the city through their rebuilding efforts, and a 
military arm of mercenaries from the island of Min tarn, 
headed by the grim General Sabine. 

The characters might interact with some of the 
Mintarn mercenaries between the end oftbe first 
encounter and the start of the ensuing skill challenge. 

Thay 
The magocracy ofThay is based in a necropolis far to 
the cast, but that distance hasn't prevented the uni­
versally feared Red Wizards from being attracted to 
Neverwinter. They seek at every tum to extend their 
inf1uence within the city or at least distract its osten­
sible rulers while avoiding scrutiny of their activities. 

The lich Valindra Shadowmantle oversees Thay's 
interest..;; in the reh>ion. And even though many locals 
know Thayans are skulking about in and around 



Neverwinter, none realizes how large Valindra's fi)rce ls 
nor how far-reaching her machinations. 

Vallndra knows that Seldra and the characters are 
abo_ut to arrive on the scene, and she's prepared for 
them. As it happens, the wizard who gave the crown to 
Sel9ra in \i\Taterdeep owed a favor to the Thayans. He 
let it slip that the crown was on its way to Never winter, 
and that information quickly found its way to Valindra. 
She sees the crown as an opportunity to ignite conflict 
between New Ncvenvinter and the rebels, the so:called 
Sons of Alagondar. Thus, she instructed Tolivast, one 
of the wizards in her service, to steal the crown and 
enchant it w ith a c-urse. 

Major Characters 
When the adventure opens, the characters are in the 
company ofSeldra, someone they believe to be an ally. 
When the fighting starts, they get their first look at a 
Red Wizard ofThay, in the person ofTolivast. 

Seldra 
Scldra Tylmarande is an attractive brunette half-elf 
woman of about thirty years. She wears functional 
leather armor, a russet cloak, and a longsword at her 
hip. She has made a career of subterfuge and espionage. 
She is initially friendly toward the heroes, having been 
born the daughter of adventurers herself When she 
hires them to help her get her valuable cargo to Never­
winter, she sincerely believes they will be capable and 

worthy guards. She docs not reveal anything to them 
about her true intentions, however, and she prefers 
that the heroes not get involved any more deeply in her 
efforts than they already have. 

Just what are Seldra's true intentions? For the purpose 
of this short adventure, that question doesn't really have 
to be answered. Players who continue with Lost Crown of 
Nevenvinter will discover that she's a pivotal player in that 
adventure's events. Whatever the characters might think 
about her at the end of Gates ofNeverd.eath, she proves to 
be something other than what sbe seems. 

Tolivast 
An apprentice Red Wizard necromancer in service to 
Valindra, Tolivast knows about the impending arrival 
of the ship carrying Seldra and the characters. Ire has 
been ordered to steal the coffer she carries immediately 
after the ship makes port. 

A bald male human of twenty-five winters, Tolivast 
appears much older after years of studying necromancy. 
He has sallow features and a raspy voice, mid he sports 
a grubby red robe and the arcane tattoos typical of 
Thayan red v.rizards. 



CHARACTER CREATION 
(30 MINUTES) 
This block of time is set aside for character creation. 
Players can usc Heroes of the Fallen Lands, Heroes of the 
ForBotten Kinadoms, and the Nevenvinter Campai8n Settina 
for character creation. Each player should have a char­
acter sheet from his or her Neverwinter bag. Players are 
encouraged to make use of the character creation options 
in Chapter 2 of the Neverwinter CampaiBn Settin8. 

Theme Cards: The organizer of the Neverwinter 
Game Day event should provide each participant with 
a bag that contains, among other things, a Neverwinter 
theme card. This theme card represents one of thirteen 
themes from the Nevenvinter Campai8n Settin8· These 
cards provide a player with a theme's 1st-level features 
or powers, as well as with some background about his or 
her theme and its relationship with Never winter. 

1be themes from the Neverwinter Campai[pt Settina 
assume a campaign is beginning in Neverwinter, but 
this adventure has the heroes starting in Waterdcep. 
Thus, a theme card also includes a blurb about what each 
character was up to before signing on for the journey to 
Neverwinter. Players can also craft their own backstories. 

Players are also permitted to swap theme cards with 
one another. Players who have purchased the Neverwin­
ter Campai8n Settina can use any theme they wish for 
their characters. 

NEXT STOP, 
NEVERWINTER 
(15 MINUTES) 
When the players are almost finished creating their 
characters, proceed with this section. Have each player 
read the part of his or her character's theme card tl1at 
explains how the character came to be in \Naterdeep. 
Then read or paraphrase the following information. 

It's your first job as a 8roup, and the best part is that you aet 
to travel back to Nevenvinter free of charae. 

You've been hired by a half-elf female named Seldra to 
be her bodyauards on a sea voyaaefrom Waterdeep. She is 

transportina a modest-sized box chat, she says, holds an item 
of weat importance to her. It will be up to you to ensure that 
no one attempts to separate her from the coffer, either durin8 
the trip or when the ship makes port in Neverwinter. 

Seldra offers the heroes a fee of300 gp per character, 
half payable immediately and the other half coming 
due when she and her package arc delivered safely to 
Neverwinter. If the players want to try to drive up the 
price, allow them to attempt a group Diplomacy check 
against a DC of 10 + 1 for every additional 10 gp of 
their demand. (For instance, if the heroes want 350 gp 
each, the DC is 15. If they want 400 gp. the DC is 20.) 



lf more than half the characters succeed on this check, 
Seldra agrees to pay the extra amount. 

Seldra docs not discuss or reveal the contents of the 
coffer, except to make it clear to the heroes that their 
mission is a serious one and she values the contents of 
the box highly. She carries it constantly at her side, held 
in a pouch that is knotted to her belt. 

The journey from Waterdeep to Ncverwinter turns 
out to be uneventful. You can usc a bit of table thne at 
this point to fill in for the players the common knowl­
edge their characters would have about Neverwinter 
(sec "Setting Background" on page 2). Because Seldra is 
a native ofNeverwinter, she knows all this information 
already. For more about what Scldra might communi­
cate to the heroes, see the next section. 

Q&A with Seldra 
Tfyou have enough time for the characters to strike up 
a conversation with Seldra, use the following questions 
and answers to guide the conversation. 

+ What's in the box? "I shouldn't tell you that, partly 
for your own good. Suffice it to say that the object is 

be 
If the heroes make a DC 19 Arcana check to detect 

magic, th~ crowh ,radiates strong arcane magic, even 
through the 

ba~ a 
voyage. lne that the 'crown . a 

1 power of cold and fire1 but tbey uncover f!O other 
properties. What they make of this is up to them­
perhaps tl,le crown is a fake, or perhaps tt fs so 
""'rv',"'"' · it. They ~et no definitive 
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....... 
of ultimate importance to me. Guards do not always ~ 
need to know what they have been hired to protect, ~ 
and that is the case here." :J z + Why don't you put it away for safekeeping? "I ~ 
believe it is safest when held in the pouch on my belt. 
This way I always know exactly where it is." ~ 

+ What can you tell us about Neverwinter? "Not 
(.>:: 

much that you don't already know, except perhaps w 
i­to emphasize a couple of points. First, not everyone z 

belleves that Lord Neverember is the answer to the 
3 city's prayers. Second, little goes on that he does not a: 

find out about. It's possible that when our ship makes w 
port, we will have to talk with his soldiers before ~ 
being permitted to enter the city. Z 

+ Do you have a spellscar? A character who has the a..· 
spellscarred harbinger character theme knows that ~ 
the answer to that question is yes. Seldra likewise Ill 

knows if a spellscarred character is present." I-
A character who succeeds on a DC 19 Diplomacy ~ 

check can coax a little more information out ofher: Z 
"I assure you that my scar is not harmful to you. It 
benefits me when I must battle unnatural foes, but 
1 do not expect it to flare upwhUe we are together." 
(In this adventure, Seldra .has no occasion to use her 
powers, so the heroes cannot determine anything 
else about her scar.) 

If a character asks Seldra this question out of the 
blue, she still responds truthfully but doe·s not pro­
vide details under any circumstances. 

Arrival by Ship 
When the adventure begins, the heroes are arriving in 
Neverwinter by ship, allowing them an excellent view 
of the battered but rebuilding metropolis. 

When the ship comes within sight of the city, 
read: 

On the fourth day of your voya8e, the lookout cries, "Never­
winter, hal" and your destination 8radually draws into view. 
First, you see the tall towers of Castle Never, half-covered with 
ash and halfnleaminn in the morninnliaht. Towers and keeps 
sweep down the bluff toward a crescent-shaped dock that 
moves from well-built in the south to ramshackle in the north. 

Even at this distance, you can make out the forest of 
scaffoldina that encompasses many of the buildinas in the 
southwest qu.arter of the city- Neverwinter is a city beinB 
repaired even as you watch. · 

In a Jew mo·re minutes the crew will have the ship lashed to 
the dock a.nd a aanaplank in place. Then you can set foot on 
Neverwinter around and officially complete your mission. 

Go to Encounter 1: Animus Ambush. 



ENCOUNTER 1: 
ANIMUS AMBUSH 
(45 MINUTES) 
En counter Level 1 

When everyone is ready to begin, read: 
Seldra seems visibly relieved that the jottrney is over. "1 am 
8rateful that you accompanied me," she tells you, "and also 
that your services were not put to the test. Let us disembark 
so that we can settle up your payment." 

Then, before anyone can take a step, the ship be8ins 
to lurch. The murky water roils beneath you, and Breen, 
bloated corpses climb out of the bay, scalinB the sides of the 
ship. Skeletonsstripped bare of flesh clatter up around you, 
wieldinB rusty blades. 

Crew members and other bystanders dive into the water to 
Bet away, or back away from the edBe of the docks, prepared 
to take off runnin8 if the undead creatures come ashore. II ow· 
ever, the monsters appear to have no interest in any <![those 
people-they have come for you. 

Setup 
3 grasping zombies (Z) 
6 decrepit skeletons (S) 
1 Thayan death archer (T) 

Have the players place their characters' figures in the 
start area, and a figure for Seldra, in the start area. 

Then place the zombies and the skeletons as indicated 
before rolling initiative. 

Roll initiative individually for each of the three zorn· 
bies, once for the Thayan death archer, and once for all 
six skeletons. Roll initiative for Seldra as well (her initia· 
tivc modifier is +2). 

Although the undead do a good job of capturing 
everyone's attention as they S\¥ann up over the sides 
of the ship, the greatest t hreats in this encounter 
are the Thayan death archer and the necromancer 
Tollvast. 

The archer is using the merchant's stall near the 
edge of the map to hide his presence and protect 
hjm from return strikes once his position is revealed. 
Don't place the archer's figure until after he makes 
his first attack. 

Tolivast lurks on the dock, seeming to be one of a 
small group of onlookers. When the time is right, he 
plans to use his deathwalk ability to rush forth and steal 
Seldra's coffer. In the meantime, he has no intention of 
mixing it up with her bodyguards. (The necromancer 
is not a combatant in this encounter, so his statistics are 
not given here.) 

The Heist 
The first time the Thayan death archer starts his 
turn and Seldra is not adjacent to any hero, or on the 
archer's third turn ifit hasn't happened yet, he and 
Tolivast make their move. The archer uses debilitatin8 
shot on Seldra, and Tolivast tcleports in and steals the 
crown off her belt. 

When Seldra is 
attacked by the 
archer, read: 
Abruptly, Sel.dra cries 
out and reels from a.n 
attack. She falls to one 
knee, then collapses. 

Heroes "-'ith a passive 
Perception of 16 or 
higher catch a glimpse 
of the necromancer as 
he moves. 

Perception Check 
DC 16A blurry 

shape whisks up to 
Seldra and just as 
quickly flees back to the 
dock. There, the shape 
resolves into a red-robed 
wizard with BleaminB 
tattoos coverinB his 
bald head. In his hands, 



he holds the pouch that used to be on Seldra's belt. He turns 
away and disappears into the crowd. 

Tfno character has a passive Perception of 16 or higher, 
the characters learn of the theft when people standing 
on the wharf point out Tolivast's presence as he reap­
pears alter teleporting.Any character who is adjacent to 
Seldra or who moves there can see immediately that the 
coffer is gone from her belt. 

6 Decrepit Skeletons (S) Level1 Minion Skirmisher 
Medium natural animate (undead) 
HP 1; a missed attack never damages a minion. 
AC 16, Fortitude 13, Reflex 14, WiJI13 
Speed 6 

Alignment unaligned languages -
Equipment longsword, shortbow, 20 arrows 

Initiative +5 
Perception + 2 

Darkvision 

3 (;rasping Zombies (l) Level1 Brute 
Medium natural animate (undead) 
HP 33; Bloodied 16 
AC 13, Fortitude 14, Reflex 11, Will11 
Speed 4 

lnitiativ.e ~ 1 
Perception -1 

Darkvision 

Effect (No J?.ction): Roll a d20. On a 15 or higher, the tombie is 
instead red nt. 

Thayan Death Archer (T) Level 2 Artillery 
Medium fey humanoid, human 
HP 32; Bloodied 16 
AC 16, Fortitude 12, Reflex 16, Will14 1/ 1 

6 ' 

·liiii·~~'' I'J'""ve +5 
'l!fii'He•rlfel[)tiim +9 

Archer's Mobility 11 ,, 

If the archer moves at least 4 squares from the square where it 
started its move, it gains a +2 bonus to ranged atta~k rolls until 
the start of its next turn. 

Tactics 
The sailors abandon ship and flee the combat, and the 
undead let them go-they are instructed to attack only 
the heroes. 

Undead: The zombies and the skeletons have no 
sense of tactics other than what they have been com­
manded to do: engage as many ofSeldra's bodyguards 
as possible, thus sowing confusion. In general, a zombie 
or a skeleton attacks the nearest character, but the three 
zombies will spread out to attack one target each if 
they can do so without provoking opportunity attacks. 
The undead have been told not to harm Seldra directly 
(because the Thayans have bigger plans for her), so each 
of them avoids attacking her unless she stands between 
that creature and the nearest character. 

Thayan Death Archer: The archer is consider-
ably smarter than the undead. He stays hidden until 
his turn, at which point he rises up from his position 
in the merchant's stall and attacks with his longbow. 
After making an attack, he uses a minor action to drop 
prone and regain cover. He repeats this cycle until he 
is engaged in melee, at which point he tries evade his 
attackers and continue shooting. The archer saves debili­
tatin8 shot to use against Seldra when Tolivast pulls ofl' 
his theft, as described in "The Heist." 

ex: 
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Seldra: Seldra participates in the battle only by pro· 
viding cover for the heroes or allowing them to flank a 
foe. She uses total defense and does not make attacks. 

lfSeldra is targeted by one of the undead, he.r 
defenses (while using total defense) are AC 18, all 
others 16, and she has 30 hit points. She has no healing 
surges. 

When Seldra is attacked and hit by the archer (see 
below), she drops prone in the square she occupies and 
lies stunned for the rest of the fight. No enemies attack 
her in this state. 

Development 
Once Tolivast gets the coffer, all he cares about is get· 
ting away. The undead and the archer attack for one 
more round and then attempt to break off from combat. 

At the end of the encounter, read: 
Almost as abruptly as she dropped, Seldra is tryina to reBa in 
her feet. She panics as she realizes she no lonBeriws the 
coffer: "T've been robbed! Wh.at happened?" 

As soon a<; the characters stop fighting, New Neverwinter 
soldiers begin appearing on the docks. Proceed to "Find 
the Thief." 

Features of the Area 
Illumination: Bright light. The docks are in fi1ll 

daylight. 
Murky Water: The relatively calm water provides 

partial concealment to any creature partly submerged 
and total concealment to any creature completely sub­
merged. Climbing into the ship from the water requires 
a DC 12 Athletics check. Climbing onto the docks 
requires a DC lO Athletics check. 

Docks: The docks rise 10 feet out of the '~'atcr and 
arc connected to the main ship by a series of slippery 
planks. 

stop 
additional obstacle (if tirl},e permits), have two or 
three more zo"'bies appfOilch the ship frotn out of 

~I 

Planks: Normal movement across the planks holds 
no great danger, but charging or running across the 
planks requires a DC 12 Acrobatics check. On a failure, 
the creature falls prone in the Orst plank square he or 
she enters. 

Main Ship: The ship rises 5 feet out of the water 
(leaving the deck 5 feet below the docks). The aftcastle 
is 5 feet above that (level with the docks). The stairs are 
difficult terrain to go up, but normal terrain to go down. 

Masts: A creature can scale the mast with a sue· 
cessful DC 15 Athletics check. The mainmast boasts 
a crow's nest 20 feet up, which can accommodate one 
Medium or smaller creature at a time. 

Sewer Pipe: This pipe juts out from beneath the 
dock and pours foul sewage into the water. Creatures 
entering one of the pipe's squares must make a DC 12 
Acrobatics check or fall prone on its slippery exterior. 

Ox and Cart: This hapless beast was abandoned by 
its masters in the confusion, but it wears blinders, so it 
doesn't know to flee. The cart blocks line of sight and 
requires a DC 19 Athletics check to jump up on (DC 
12 with a running start). Tf a creature adjacent to the ox 
spends a minor action to remove its blinders, the crea­
ture promptly runs away, removing itself and the cart 
from the map. 

Sewer Grate: This grate leads down into the sewer. 
It is dill1cult terrain. 

Reward 
Each character receives 100 XP for the encounter. In 
addition, the Thayan death archer carries two potions of 
healina, which the heroes can retrieve if they defeat or 
capture him. 

FIND THE THIEF 
(20 MINUTES) 
When the characters are finished dealing with the ene· 
1nies, several New Neverwinter soldiers arrive on the 
scene. Here to restore the peace, they have no interest 
in attacking the heroes. 

When the heroes are done fighting, read: 
The crowd on the docks parts, and several soldiers push 
throu9h. Their leader exhorts the people to move out as he 
leads his squad toward your ship. 

"Oh., no," says Seldra. "Now we have the auard to deal 
with. Don'tBive them any trouble, and try to find out if they 
saw anyone makhtB off with my coffer." 

If any h ero engages the guard in conversation, the 
characters and Seldra fmd out that the soldiers saw 
someone running away from the docks as they were 
approaching. The characters can tell they're referring 



to the red-robed person seen on the dock just after 
Scldra went down. 

Seldra overhears the guards' description ofTolivast. 
When she finds out about the appearance of the cuplrit, 
read: 
"The red robe can mean only one thin~j-the wizards ofThay 
knew of my arrival and of what I carried. You need to 80 after 
the scoundrel and reclaim my parcel." 

Scldra is still shaking off the dlects of the attack on her, 
so she asks the heroes to set out in pursuit. 

"I willfoUow as soon as l reBain my bearin8S· Please do not 
delay." 

Th~ following skill challenge leads the heroes to their 
next destination. Proceed to Encounter 2: Inside the 
Gates ·when the skill challenge is completed. 

Skill Challenge 
Level: 1 
Complexity: 1 (requires 4 successes before 3 

failures) 
Time Frame: Each ski II check represents about a 

minute of time. A success moves the heroes closer to 
their goal, while a failure represents time wasted, which 
affects the setup for the upcoming tactical encounter. 

Primary Skills: Arcana, Athletics, Diplomacy, Per­
ception, Religion, Streetwise. 

Athletics (DC 12 woup check, after two or more SUC· 

cesses): The heroes know exactly where to go-the 
Neverdeath graveyard-and start hustling in that direc­
tion. If the group check is successful but one or more 
characters failed their individual checks, those charac­
ters each Jose a healing surge as they struggle to keep 
up with their companions. 

Diplomacy (DC 12): The character coaxes information 
from a soldier or a bystander, who saw a suspicious­
looking character running away from the docks. 

Intimidate (DC 19): The character roughly interro­
gates a bystander, acquiring details about the stranger 
who fled the scene and the route he took. (If the heroes 

....._ 
captured the Thayan death archer and someone uses ttl 

lJ.J this skill on llim, the interrogator gains a +5 bonus to 1-· 
the check and, if it succeeds, acquires two successes in ::l 
the skill challenge. The attempt to grill the archer takes 2 

time, however, so the heroes also incur one failure in ~ 
the challenge.) 

Streetwise (DC 12; requires a succesifulDiplomacy, 
Intimidate, or Perception check): The character knows 
some shortcuts through the streets ofNeverwinter and 
is able to use that knowledge to gain on Tolivast. 
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Perception (DC 12, 2 successes maximum): The heroes LIJ 

track Tolivast by conventional means, finding a physical 'J~ 
r­clue of his passage. 

Arcana. or ReliBion (DC 19):The spoor of death lin- ~ 
gers like a scent to those who know how to sense it. The 
heroes can follow it llke a trail if someone succeeds on a 
check with either of these skills. 

Success: The heroes make thei r way to Neverdeath 
graveyard as Tolivast is completing his curse on the 
crown. Tie and the other enemies in the Inside the 
Gates encounter are surprised. 

Failure: The heroes eventually flgure out where to 
go, but they arrive too late. Tolivast has flnished cursing 
the crown and is waiting in ambush for them. The char­
acters are surprised at the start of the Inside the Gates 
encounter. 

Proceed to Encounter 2: Inside the Gates. 

Discovering Neverwinter 
As the heroes progress through the ski I L challenge, 
you can describe the section ofNeverwinter they are 
navigating. Even in the heat of the chase, heroes of par­
ticular character themes might notice or learn a iittle 
about the city. 

The chase encompasses a couple of miles from the 
docks through the Protector's Enclave to the gates of 
the graveyard. The Protector's Enclave shows signs of 
widespread rebuilding. Some of the structures are new 
or reconstructed from partial foundations. The d istrict 
is well ordered, and soldiers of New Neverwinter are 
prominent in the form of small patrols. 

The environment seems espedally fascinating to an 
·Oghma's faithful character or anyone who has training 
in History or Dungeonccring, because of the possibility 
of u~ncovering lost treasure and knowledge from some 
of the ruined buildings. 

Any hero from a formal or martial background, such 
as a Nevenvinter noble character or one with the devil's 
pawn theme, observes that New Neverwinter's soldiers 
arc not native to the city. Instead,they are niercenaries 
from Mintarn hJred by Lord Neverernber to keep his 
adopted city under his thmnb. 

An heir ofDelzoun in the party takes note of other 
dwarves in town, who might be here also seeking hints 
about lost Gau11tlgrym. 

u. 



ENCOUNTER 2: 
INSIDE THE GATES 
( 4·5 MINUTES) 
Encounter Level 3 

Setup 
2 Thayan gravehounds (H) 
Tolivast, Thayan deathstalker (T) 
3 ash zombies (Z) 

The heroes pao;s through the gates of the Neverdeath 
gravcyru·d, where Tolivast waits. When the heroes move 
into the graveyard, the gates dose behind them <md 
undead attack. 

W hen the characters arrive at the graveyard, read: 
You can feel the loominB presence of the araveyard even before 
you see it Tt is as thouBh the dty itself atves Neverdeath a 
wide berth: the closest buildinas are are no closer than fifty 
paces away, on the other side of a wide expanse of dusty . 
cobblestones that surrounds the thkk black wall around the 
waveyard. 

Dozens of corpses are heaped on either side of the aates 
that you can see before you-apparently no one was willin8 to 
venture inside to bury them, These nates stand open, offerina 
an ominous welcome. 

The gates are not wmally open, and they have attracted 
a crowd of concerned onlookers. The people of the city 
don't approach any closer than the outer edge of the 
cobblestones, where it's dubiously safe. If any of the 
heroes ask, the residents say that the gates opened only 
recently, to admit a man in a red robe, who must be 
insane if he ventured into alone. 

When the characters pass through the gates, have 
the players place their figures in the Start Area. 

As the heroes settle on their marching order, read: 
Inside the aates ofNeverdeath you see a veritable dty of 
cracked tombstones, chipped statues, and ·withered trees. The 
araveyard is overwown with aray, weedy Brasses and looks as 
thouah it has not been ma·intained in decades. 

If the characters succeeded on the skill challenge 
(or did not play it), read: 
In the distance ahead of you stands a thin human in a red 
robe, a bone-hilted daaaer at his belr. He stares down at his 
hands, in which he holds a jeweled crown. He ai.ves a start as 
you arrive. 

Tolivast is surprised at the start of the encmmter, and 
none of the other creatures arc yet on the battlefield. At 
the end of the surprise round, read: 

The Thayan wizard raises one ofhis hands to the sky, anti 
stranaled howl fills the air and two lanky way hounds bound 
out from behind the aravestones. Behind you, three of the 
blackened corpses rise from where they had ]allen into t11e 

araveyard, ash swirl· 
ina as they move. The 
black aates of Never· 
death arind closed 
behind them, and you 
are trapped amona the 
dead. 

If the characters 
failed the skill chal· 
lenge, read: 
At first, thearaveyard 
appears empty. Sud· 
denly, a thin human in 
a red robe appears, a 
jeweled crown in one 
hand and a bone-/tilted 
daBaer in tne other. 
"The crown is not 

meant for you!" he calls. 
At his words, a stranaled 
howl fills the air a·nd 
two lanky way hounds 
appear at the wizard's · 
side. Behind you, three 
of the blackened corpses 



rise from where they had fallen into the 8raveyard, ash swirl­
inB as they move. 

The black aates ofNeverdeatherind closed, and you are 
trapped amona the dead. 

In this scenario, the party members arc surprised. 

Tolivast, Level 4 Controller (Leader) 
Thayan Oeathstalker (T) 

M~dium na~ural humanoid, Human 

1 (one creature); +9 vs. AC 

"Initiative .f.7 
Perception +4 

Hit: 1d6 + 3 damage, and the target is slowed until the end of 
Tolivast's next turn. 

~~~~~· r{f.f!l~ll¥ ~6 ~~'r;,9/o~k,),;;:~~¥JiMY//fl!l//dld#/11/ldll!lltl!lltHI/IIHUI!Iddlllt!U!IItiA. 
1ttack: Melee· 3 (<>f\e creatl!re);. +7 vs, Fortitude . ~ / 1 1 . 
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%~~1l!t&~i;1~1w~tlli~rd t . . .I!I#I#I#Jg}i!/lffilil$1 
Effect: Tolivast uses witheriny d?,B.Ber and necrotic lash. 

1 ~~ G~~~_g Claws fro If\ Befo~:t£cJn~YIIt- EM~'nier119JM7/!~ tt,,;;l V/ff~ 
Attack: Area burst '2 within 10 (enemies in the burst); +7 vs. 

Reflex 
Hit: 2d6 + 4 damage, and the target is immobilized until the end 

ofToliv.ast's next turn. · .. ,I , , 1, :·· .• , ' 

Effect: TJie. pswer cre;1tes 'I zon,e of grasping sl<"eletaLhands that is , 
difficult terrain for living creatures. 

I • • 

2 Thayan Gravehounds (H) Level 2 Skirmisher 
Medium natural animate (undead) 
HP 38; Bloodied 19. 
AC 16, ~ortltude 14, Reflex 15, Wlll13 
Speed 8 
Immune disease, polson 

• I ~ • I! I 

/ th'itiatille +6 
Perception rt '7 

low-light vision 

3 Ash Zombies (Z) Level 1 Brute 
Medium natural an imate (undead) 

HP 33; Bloodied 16 
AC 13, Fortitude 14, Reflex 11, Wlll1 1 
Speed 6 
Immune disease, poison 

Tri9ser: The zombie is 
Attack (Immediate Reaction): Close blast 2 (living creatures in the 

blast); +4 vs. Fortitude 
Hit: The target grants combat advantage and cannot spend heal-

ing surges (save ends both). ' 

Deathless Huqge~ -tft~.;:,f,£4vk~;:tJ'i//f Z /MI/I$#/$/1/1/III//I/Jt/J//Itl/h 
Triyyer: The zombie is reduced to 0 hit points, but, qot by a criti· 
cal hit. , 

4 ~·JJ/1:' 
Effect (No Action); Roll a d20. On a 15 or higher, the zombie is 

instead reduced to 1 hit point. 
Str 16 (+3) Dex 8 {-1} 1(. 

Con 13 (+1) lnt 1 (-5) 
Alignment unaligned Languages -

Tactics 
Tolivast: Tolivast might be surprised at the start 

of combat if he is still finishing enchanting the crown 
with his curse. 

Once he joins the battle, Tolivast acts decisively and 
flercely. A melee controller who isn't afraid to get up 
close and personal, Tolivast teleports into the midst 
of the heroes, seeking to .catch as many as possible in 
his necrotic haze. At the first opportunity, he lays down 
wasp-ina claws from below on the area where the melee 
will take place, and teleports just outside it to hamper 
enemy defenders and melee strikers. In general. he 
sticks close to the zombies, using them to activate death­
walk as needed. and pulling enemies into their clutches 
whenever possible. 

Ash Zombies: The ash zombies prefer to fight ene­
mies hampered by Tolivast's aura or 8raspina claws from 
below, both of which provide them a serious advantage. 
They can move freely through the 7.one, while most 
enemies will be unable to shift or get away without 
difficulty. 

Thayan Grave hounds: The gravehounds team 
up on heroes who try to skirt the edges of the melee. 
They prefer to attack unprotected controllers or ranged 
attackers. 
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Features of the Area 
-

Illumination: Bright light. Daylight in the grave· 
yard is murky but still counts as normal illumination. 

Black Gates (not ma rked on map): The gates to 
Nevcrdeath graveyard He behind the heroes' 1.iarting 
position. They are blocking terrain during the encoun­
ter. (ln other words, the heroes can't leave the graveyard 
until the encounter is over.) 

Headstones: The headstones near the battle provide 
partial cover and require 1 extra square of movement to 
cross. They have grown brittle over the years, and they 
crumble if included as part of a close or area attack. 

Rubble and Brush: The areas on the map marked 
as difficult terrain (the triangle symbols) consist of 
broken headstones, small boulders, toppled statuary, 
overgrown brush, and unburied bones. 

Reward 
For the skill challenge and the encounter, each charac­
ter receives 150 XP. 

ESCAPE THE 
GRAVEYARD 
(15 MINUTES) 
Check the time. l fyou have only a few minutes remain· 
ing of the Game Day session, skip the skill challenge 
and go immediately to "Seldra Reappears." 

The heroes may have defeated Tolivast, but his 
animated minions are still rising to attack. In the fol· 
lowing skill challenge, the heroes attempt to escape the 
graveyard. 

When the combat encounter ends, read: 
No sooner does your last enemy fail than the wound trembles 
anew and fresh undead horrors rise up. The stark blackaates 
of the araveyard mark your only obvious escape from the 
8rowin8 horde. Ulifortunately, they're still closed. 

Skill Challenge 
Level: 2 (SO XP per character) 
Complexity: 2 (requires 6 stJccesses before 3 failures) 
Time Frame: Each character can make a check in 

this challenge once per round as a standard action. 
Heallng Surge Loss: Regardless of what the charac· 

ters do, the undead horde keeps attacking. At the end of 
each round, each of the heroes loses one healing surge 
(or takes damage equal to his or her healing surge value 
if he or she has no healing surges remaining).lfthe 
heroes achieve two successes with special options in the 
same round, they lose no healing surges that round. 

Primary Skills: Arcana, Athletics, Dungeoneering, 
Religion. 

Arcana (DC 13): The character uses a magical word of 
conrmand to pull the gates open a fraction. 

Athletics (DC 13): The character uses brute force to 
push the gates apart. 

Dunaeoneerina (DC 10): The character uses leverage 
to wedge open the gates slightly. 

Reliaion (DC 16): Through prayer and divine 
empowerment, the character counters some of the nec­
romantic energy holding the gates closed. 

Special Options: Attack, Turn Undead. 
Attack (DC 15): The character makes a successful 

strike against the undead horde. 
Turn Undead (automatic success): A character can 

expend a daily or encounter power that specifically tar· 
gets undead (such as tum undead or rebuke undead), to 
gain an automatic success in the challenge. 

Success: The heroes escape the graveyard. 
Failure: New Neverwinter soldiers arrive. Together, 

the heroes and the soldiers fight off the undead. 

SELDRAREAPPEARS 
When the commotion in the graveyard finally abates, 
Scldra rejoins the characters and claims her property. 

When Seldra arrives, read: 
As the battle draws to a dose, Seldra runs up and accosts you. 
"Oh, thank aoodness," she siahs. "I aot here as quickly as I 
could. My crown is safe, is it?" 

Seldra takes the crown from whoever is holding it (or 
recovers it from Toliva<;t's body) and hands over the 
other half oft he heroes' payment. 

"You have done a fine job today," she adds. "Now I must bid 
you .farewell, at least for the nonce.l must be off before we 
draw any more unwanted attention." 

Without a further word, she tun1s and melts back into the 
crowd of onlookers outside the waveya.rd. Apparently, your 
work is done,for now. 

I , • //11 {1 'If," 7f 

WH:AT~SNEXT 
Remind the ph1yers that they can transfer their char- 1 

act'ers to the D&D Encounter> season lOst Crown of 
NI,!Vi#rwinter, starting on August J 0. 

A cha.-act~r transferred in this way begins the 
Encounters season with any experience gained during 
the Game Day adventur~;j. as well as the sum of gold 
that the charoct~r received from Seldra. In the in,terim 
between •this adventure the D&D Encounters 

player can gold to 
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