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The Tower of Kraxxus
Thank you for downloading this free sample. I
have designed this encounter as part of my 5th
edition Dungeon’s & Dragons campaign “The
Doom of Ninehands” but it can be incorporated
into any fantasy tabletop roleplaying game.
The Tower of Kraxxus is a puzzle and combat
encounter that uncovers a wizard’s treasure vault.
The vault can contain any manner of magical
items or exotic treasures. Dungeon Masters are
welcome to use this module anyway they see fit.
This room could be found at the top of a wizard’s
tower, deep in the bowels of the Underdark or
beneath the floorboards of the local tavern.

tower walls. Part of the wall has fallen away,
leaving a 15 foot gap in the stone stairs that must
be navigated before the characters can reach the
top.

STAIRCASE

This original encounter was designed for a party
of 3 to 5 characters between 4th and 6th level. It
can be modified to accommodate a party of lower
or higher levels. However a party where all the
characters have the ability to fly or levitate might
find this scenario too easy.
If you have any feedback please visit
www.shadowoftheaxe.com to leave a comment.
- The Author

The Kraxxus Estate
Kraxxus was an archmage and artificer of great
renown, during his time he created wondrous
works of magic and artistry that toppled kingdoms
and slew demons. A lover of humanity, Kraxxus
chose to succumb to his age rather than extend
his life through necromancy, and he died
centuries ago. His stately mansion was occupied
by his descendants for some time but as his
progeny dwindled and migrated, the estate was
abandoned has remained vacant for generations.
The estate itself is a simple three-story story
stone building with the usual rooms and amenities
for housing a noble family and their servants. The
only aberration is the wizard’s tower, rising high
above the decaying mansion.
The tower is square, 40 feed to a side and 60 feet
tall, capped by a 20 foot tall belfry. A steep
staircase winds upwards around the inside of the

Optional Encounter: Nothics: (CR 3 - 700 XP): If
the play session could use an additional combat
encounter, two Nothics attack the characters
when they ascend the tower stair or when they
return from acquiring the treasure. (See 5th
edition Monsters Manual page 236)

The Belfry
A cold wind whistles through the gaps in the belfry
walls. A corner of the coffered roof has collapsed
and the floor is littered with stone rubble.
The Belfry is 40 feet on each side with 5 foot wide
pillars that support the roof at each corner. Where
the walls are intact there are small windows
spaced 10 feet apart, large enough for a small or
tiny creature to fit through.
The ceiling is coffered with small indentations,
one of which is much deeper then the rest. Three
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The tiles are etched with a compass rose and
magical writing. Characters who examine the tiles
may make an Intelligence (Arcane) skill check
with a DC of 18, if they succeed they will learn
that the tiles can create an anti-gravity effect but
require a magical power source.

Example of a Coffered Ceiling in the Curia Julia

Players who examine the ceiling in detail will
notice a faint blue glow emanating from the base
of the lighting rod and the tile in the north east
slot. Players who succeed on a passive
perception check with a DC of 20 will notice a lack
of rubble and dust on the floor the northeast
corner.

By Thorvaldsson (Own work), via Wikimedia Commons

How the vault works:
of the coffered ceiling chambers feature what
appear to be iron tiles covering the indentations,
one additional tile lies on the floor.
In the middle of the stone floor is a circular tile of
marble three feet across. Scattered around the
floor are several pieces of plate mail and a shield
of exceptional quality. These pieces give off an
aura of transmutation magic.

Belfry Floor

Kraxxus constructed this room as a repository for
his most dangerous artifacts. The vault itself is a
marble cone set flush into the center of the floor. It
weighs hundreds of pounds and can only be
raised using the anti-gravity field activated by the
cold iron tiles. The anti-gravity magic is powered
by the light of the full moon striking a cold iron
lightning rod that runs from above the top of the
tower, through the roof and ends in a small
protrusion in the center of the ceiling. When the
moon is full the cold iron glows with a faint blue

Belfry Ceiling
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light. When one of the cold iron ceiling tiles is
placed in any of the 4 coffers that are adjacent to
the bottom of the lightning rod, this activates the
anti gravity field in that quadrant of the belfry.
Each field is a quarter of a sphere centered at the
base of the lightning rod. The Radius of the
sphere is 30ft. The tiles themselves are 3.5 feet
on each side and weigh 20 pounds.
Characters who step into an area with the
antigravity effect activated will fall 20ft upwards to
the belfry ceiling and take 2d6 bludgeoning
damage, or if they are standing where the ceiling
has worn away they will find themselves
suspended 25 to 30 feet in the air above the
belfry ceiling. The only space in this belfry not
affected by the antigravity field are the 3 pillars
that support what is left of the roof.
When the tiles are not in the coffers that activates
the anti-gravity field, Kraxxus placed them in the
next row of tiles outward from the center, where
they concealed four recesses in the ceiling that
hold the pieces of the Guardian, a construct built
to defend the vault.
When the characters enter the room, one tile is on
the floor, and two are in the coffers that conceal
the remaining pieces of the guardian. The tile for
the North East quadrant is in place next to the
lightning rod and that section of the anti-gravity
field is currently active. This anti-gravity effect
extends 10 feet into the staircase chamber below
the belfry, not deep enough to affect characters
climbing the stairs when they first enter this
chamber.
The tiles fit into the coffers using tabs and slots at
their corners and it is simple enough to pry them
free or set them into a new location. Characters
on the ceiling can use an action to remove or affix
a single tile in any square they are adjacent to.

remainder of the Guardian is still stored in the 2
sealed chambers. Once the final tile is removed
the Guardian’s helmet will fall to the ground and
begin to glow from within, the Guardian selfassembles in the course of 1 round and attacks
the heroes.
The Guardian will use the room’s gravity to it’s
advantage. Able to fly, it will attack heroes on the
roof or the floor. It will use the Shield Bash attack
to push characters off the belfry or into different
gravity zones. If the Guardian is adjacent to one
of the ceiling tiles, it can use an action to pry out
the tiles with its sword. The Guardian targets the
character it believes to be the greatest threat to
itself and fights until destroyed.

Uncovering the Vault
Once the four tiles are in place surrounding the
base of the lightning rod the vault will be
uncovered.
The tower shakes, you hear a deep scraping
sound and a muted clatter of chains. The marble
circle in the center of the floor slides upwards
revealing a 8 foot tall cone of marble that drops
toward the ceiling until it’s arrested by the
massive chain attached to the vertex. It swings
back and forth in a cloud of dust, a small iron door
is embedded in one side.
The vault itself is a conical plug of marble
suspended in the anti-gravity field by a chain that
connects to the pit in the floor it usually rests in. A
cold-iron safe is embedded in the marble. The
safe requires a key the heroes don’t have but can
be opened with thieves tools and a successful DC
20 Dexterity check.The safe can be pried from the
marble with a pry bar, and three successful DC 10
Strength checks. The safe is a two foot cube and
weighs 60 pounds.

Guardian of Kraxxus
Kraxxus created a specialized Helmed Horror to
protect this room. The Guardian normally lies
dormant, stored in pieces in 4 separate chambers
in the ceiling. These chambers are typically
secured by the cold-iron tiles, but they have been
disturbed by previous occupants of the house.
half of the Guardian has been released from the
chambers and is scattered around the belfry. The
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Guardian of Kraxxus
Medium, construct, neutral
Armor Class: 20 (platemail, shield)
Hit Points: 60 (8d8 + 24)
Speed: 30 ft
STR

DEX

CON

INT

WIS

CHR

18 (+4) 13 (+1) 16 (+3) 10 (+0) 10 (+0) 10 (+0)
Skills: Perception +4,
Damage Resistance: fire, bludgeoning, piercing,
and slashing from non-magical weapons that
aren’t adamantine.
Damage Immunities: force, necrotic, poison
Condition Immunities: blinded, charmed,
deafened, frightened, paralyzed, petrified,
poisoned, stunned
Senses: Blindsight 60ft. (blind beyond this
radius), Passive Perception 14
Languages: Understands Common but cannot
speak.
Challenge 6 (2,300 XP)
Magic Resistance: The Guardian has advantage
on saving throws against spells and other magical
effects.

Actions
Multiattack: The Guardian makes one longsword
and one shield attack.
Longsword: Melee Weapon Attack: +6 to hit,
reach 5 ft, one target, Hit: 8 (1d8+4) slashing
damage.
Shield Bash: Melee Weapon Attack: +6 to hit,
reach 5 ft, one target, Hit: 6 (1d4+4) bludgeoning
damage and the target must succeed on a DC 14
Strength (Athletics) or DC 14 Dexterity
(Acrobatics) check or is pushed 10 feet
backwards and falls prone.
Description: The Guardian of Kraxxus is an
animated suit of full plate mail that glows from
within with a purple light.
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