
IVERNICASTE	RISING	

The	malevolent	greatsword	Ivernicaste,	Eternal	
Winter	has	awoken	in	his	wintry	tomb.	At	the	
start	of	the	adventure,	roll	initiative;	players	
have	15	rounds	to	>ind	and	defeat	Ivernicaste	
before	he	summons	an	apocalyptic	blizzard.	

AREA	1:	DOORS	OF	THE	HEAVENS	

• Three	massive	doors	are	set	into	the	frozen	
mountainside	leading	into	Ivernicaste’s	tomb.	
One	is	inscribed	with	a	star,	one	a	moon,	and	
one	a	sun.	

DEVELOPMENT	
• The	doors	are	magical	and	locked	(all	lead	to	
Area	2).	They	can	be	opened	with	a	DC	20	
Strength	check	or	a	DC	23	Dexterity	check	by	
a	character	pro>icient	in	thieves’	tools.	

• Touching	the	sun	door	summons	an	
indifferent	8ire	giant.	Touching	the	moon	
door	summons	a	hostile	oni.	Touching	the	
star	door	summons	a	friendly	young	copper	
dragon	who	tries	to	summon	the	other	two	
to	engage	in	a	philosophical	debate.	

DRAMATIC	QUESTION	

Can	the	characters	get	through	the	doors?	

AREA	2:	CREVASSE	CHAMBER	

• Multi-faceted	walls	of	ice	swirl	up	into	
darkness.	The	glassy	>loor	provides	a	thin	
layer	of	ice	over	a	deep	crevasse.	

• A	tunnel	is	eighty	feet	away	across	the	room.	

DEVELOPMENT	
• A	hostile	air	elemental	swoops	from	above	
to	harry	the	characters	when	they	enter.	

• Any	character	walking	on	the	ice	must	pass	a	
DC	16	Dexterity	check,	or	a	crack	forms.	If	
three	or	more	cracks	form,	the	character	who	
last	failed	must	pass	a	DC	16	Dexterity	save	
or	fall	into	the	80-foot	deep	crevasse.	

DRAMATIC	QUESTION	

Can	the	group	cross	the	ice?	

Treasure	
A	frosty	Wand	of	Magic	Missiles	lies	at	the	
bottom	of	the	crevasse.	

AREA	3:	FALSE	SWORD	

• A	short	>ire	giant	stands	behind	a	marble	
pedestal	housing	a	serrated	greatsword.	
Shattered	chains	of	iron	snake	around	the	
>loor.	The	giant	shakes	her	head	and	smiles,	
saying	she	has	already	defeated	Ivernicaste.	

• A	large	hole	in	the	40-foot	high	ceiling	lets	in	
blasts	of	wind	and	eddies	of	snow.	

DEVELOPMENT	
• The	Large-sized	>ire	giant	is	actually	a	hostile	
oni	who	has	used	its	Change	Shape	ability.		

• The	greatsword	is	the	oni’s	own	weapon,	a	
false	duplicate	of	Ivernicaste.	

DRAMATIC	QUESTION	

Can	the	characters	defeat	the	oni?	

AREA	4:	SNOWY	SUMMIT	

• The	ice-rimed	greatsword	Ivernicaste	
plunges	into	the	small	plateau	at	the	peak	of	
the	mountain.	He	laughs	maniacally.		

• A	howling	blizzard	whips	ice	through	the	air.	

DRAMATIC	QUESTION	

Can	the	characters	stop	Ivernicaste?	

COMBAT	
• Treat	Ivernicaste	as	an	ice	devil	with	17	AC,	
150	HP,	and	a	>ly	speed	of	30	ft.	Replace	his	
Bite,	Claws,	and	Tail	attack	with	a	Sword	
Slash	attack	that	is	identical	to	Claws.		

• Characters	in	the	blizzard	must	pass	a	DC	15	
Constitution	save	at	the	start	of	their	turns	or	
their	speed	is	halved	for	one	round.	
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Notice	of	Open	Game	Content:	This	product	contains	Open	Game	
Content,	as	de>ined	in	the	Open	Game	License	Version	1.0a,	below.	Open	
Game	Content	may	only	be	Used	under	and	in	terms	of	the	Open	Game	
License	version	1.0a.	No	portion	of	this	work	other	than	previously	
designated	Open	Game	Content	may	be	reproduced	in	any	form	without	
written	permission.	

Designation	of	Open	Game	Content:	Subject	to	the	Product	Identity	
Designation	herein,	the	following	material	is	designated	as	Open	Game	
Content.	(1)	all	monster	statistics,	descriptions	of	special	abilities,	and	
sentences	including	game	mechanics	such	as	die	rolls,	probabilities,	and/	
or	other	material	required	to	be	Open	Game	Content	as	part	of	the	game	
rules,	or	previously	released	as	Open	Game	Content,	(2)	all	portions	of	
spell	descriptions	that	include	rules-speci>ic	de>initions	of	the	effect	of	the	
spells,	and	all	material	previously	released	as	Open	Game	Content,	(3)	all	
other	descriptions	of	game-rule	effects	specifying	die	rolls	or	other	
mechanic	features	of	the	game,	whether	in	traps,	magic	items,	hazards,	or	
anywhere	else	in	the	text,	(4)	all	previously	released	Open	Game	Content,	
material	required	to	be	Open	Game	Content	under	the	terms	of	the	Open	
Game	License,	and	public	domain	material	anywhere	in	the	text.		

Product	Identity	Designation:	This	Product	Identity	Designation	
includes,	but	is	not	limited	to,	the	following	items	that	are	hereby	
identi>ied	as	Product	Identity,	as	de>ined	in	the	Open	Game	License	
version	1.0a,	Section	1(e):	All	trademarks,	registered	trademarks,	proper	
names	(characters,	artifacts,	place	names,	new	deities,	monsters,	
organizations,	etc.),	dialogue,	plots,	story	elements,	locations,	characters,	
artwork,	sidebars,	logos,	and	trade	dress.	These	items	are	not	Open	Game	
Content.	Elements	that	have	previously	been	designated	as	Open	Game	
Content	are	not	included	in	this	declaration.	

OPEN	GAME	LICENSE	Version	1.0a		
The	following	text	is	the	property	of	Wizards	of	the	Coast,	Inc.	and	is	
Copyright	2000	Wizards	of	the	Coast,	Inc	("Wizards").	All	Rights	Reserved.	
	 	 	 	 	 	
1.	De8initions:	(a)"Contributors"	means	the	copyright	and/or	trademark	
owners	who	have	contributed	Open	Game	Content;	(b)"Derivative	
Material"	means	copyrighted	material	including	derivative	works	and	
translations	(including	into	other	computer	languages),	potation,	
modi>ication,	correction,	addition,	extension,	upgrade,	improvement,	
compilation,	abridgment	or	other	form	in	which	an	existing	work	may	be	
recast,	transformed	or	adapted;	(c)	"Distribute"	means	to	reproduce,	
license,	rent,	lease,	sell,	broadcast,	publicly	display,	transmit	or	otherwise	
distribute;	(d)"Open	Game	Content"	means	the	game	mechanic	and	
includes	the	methods,	procedures,	processes	and	routines	to	the	extent	
such	content	does	not	embody	the	Product	Identity	and	is	an	
enhancement	over	the	prior	art	and	any	additional	content	clearly	
identi>ied	as	Open	Game	Content	by	the	Contributor,	and	means	any	work	
covered	by	this	License,	including	translations	and	derivative	works	under	
copyright	law,	but	speci>ically	excludes	Product	Identity.	(e)	"Product	
Identity"	means	product	and	product	line	names,	logos	and	identifying	
marks	including	trade	dress;	artifacts;	creatures	characters;	stories,	
storylines,	plots,	thematic	elements,	dialogue,	incidents,	language,	
artwork,	symbols,	designs,	depictions,	likenesses,	formats,	poses,	
concepts,	themes	and	graphic,	photographic	and	other	visual	or	audio	
representations;	names	and	descriptions	of	characters,	spells,	
enchantments,	personalities,	teams,	personas,	likenesses	and	special	
abilities;	places,	locations,	environments,	creatures,	equipment,	magical	or	
supernatural	abilities	or	effects,	logos,	symbols,	or	graphic	designs;	and	
any	other	trademark	or	registered	trademark	clearly	identi>ied	as	Product	
identity	by	the	owner	of	the	Product	Identity,	and	which	speci>ically	
excludes	the	Open	Game	Content;	(f)	"Trademark"	means	the	logos,	
names,	mark,	sign,	motto,	designs	that	are	used	by	a	Contributor	to	
identify	itself	or	its	products	or	the	associated	products	contributed	to	the	
Open	Game	License	by	the	Contributor	(g)	"Use",	"Used"	or	"Using"	means	
to	use,	Distribute,	copy,	edit,	format,	modify,	translate	and	otherwise	
create	Derivative	Material	of	Open	Game	Content.	(h)	"You"	or	"Your"	
means	the	licensee	in	terms	of	this	agreement.	

2.	The	License:	This	License	applies	to	any	Open	Game	Content	that	
contains	a	notice	indicating	that	the	Open	Game	Content	may	only	be	Used	
under	and	in	terms	of	this	License.	You	must	af>ix	such	a	notice	to	any	
Open	Game	Content	that	you	Use.	No	terms	may	be	added	to	or	subtracted	
from	this	License	except	as	described	by	the	License	itself.	No	other	terms	
or	conditions	may	be	applied	to	any	Open	Game	Content	distributed	using	
this	License.	
3.	Offer	and	Acceptance:	By	Using	the	Open	Game	Content	You	indicate	
Your	acceptance	of	the	terms	of	this	License.	
4.	Grant	and	Consideration:	In	consideration	for	agreeing	to	use	this	
License,	the	Contributors	grant	You	a	perpetual,	worldwide,	royalty	free,	
non	exclusive	license	with	the	exact	terms	of	this	License	to	Use,	the	Open	
Game	Content.	
5.	Representation	of	Authority	to	Contribute:	If	You	are	contributing	
original	material	as	Open	Game	Content,	You	represent	that	Your	
Contributions	are	Your	original	creation	and/or	You	have	suf>icient	rights	
to	grant	the	rights	conveyed	by	this	License.	
6.	Notice	of	License	Copyright:	You	must	update	the	COPYRIGHT	NOTICE	
portion	of	this	License	to	include	the	exact	text	of	the	COPYRIGHT	NOTICE	
of	any	Open	Game	Content	You	are	copying,	modifying	or	distributing,	and	
You	must	add	the	title,	the	copyright	date,	and	the	copyright	holder's	name	
to	the	COPYRIGHT	NOTICE	of	any	original	Open	Game	Content	you	
Distribute.	
7.	Use	of	Product	Identity:	You	agree	not	to	Use	any	Product	Identity,	
including	as	an	indication	as	to	compatibility,	except	as	expressly	licensed	
in	another,	independent	Agreement	with	the	owner	of	each	element	of	
that	Product	Identity.	You	agree	not	to	indicate	compatibility	or	co	
adaptability	with	any	Trademark	or	Registered	Trademark	in	conjunction	
with	a	work	containing	Open	Game	Content	except	as	expressly	licensed	in	
another,	independent	Agreement	with	the	owner	of	such	Trademark	or	
Registered	Trademark.	The	use	of	any	Product	Identity	in	Open	Game	
Content	does	not	constitute	a	challenge	to	the	ownership	of	that	Product	
Identity.	The	owner	of	any	Product	Identity	used	in	Open	Game	Content	
shall	retain	all	rights,	title	and	interest	in	and	to	that	Product	Identity.		
8.	Identi8ication:	If	you	distribute	Open	Game	Content	You	must	clearly	
indicate	which	portions	of	the	work	that	you	are	distributing	are	Open	
Game	Content.	
9.	Updating	the	License:	Wizards	or	its	designated	Agents	may	publish	
updated	versions	of	this	License.	You	may	use	any	authorized	version	of	
this	License	to	copy,	modify	and	distribute	any	Open	Game	Content	
originally	distributed	under	any	version	of	this	License.	
10.	Copy	of	this	License:	You	MUST	include	a	copy	of	this	License	with	
every	copy	of	the	Open	Game	Content	You	Distribute.	
11.	Use	of	Contributor	Credits:	You	may	not	market	or	advertise	the	
Open	Game	Content	using	the	name	of	any	Contributor	unless	You	have	
written	permission	from	the	Contributor	to	do	so.	
12.	Inability	to	Comply:	If	it	is	impossible	for	You	to	comply	with	any	of	
the	terms	of	this	License	with	respect	to	some	or	all	of	the	Open	Game	
Content	due	to	statute,	judicial	order,	or	governmental	regulation	then	You	
may	not	Use	any	Open	Game	Material	so	affected.	
13.	Termination:	This	License	will	terminate	automatically	if	You	fail	to	
comply	with	all	terms	herein	and	fail	to	cure	such	breach	within	30	days	of	
becoming	aware	of	the	breach.	All	sublicenses	shall	survive	the	
termination	of	this	License.	
14.	Reformation:	If	any	provision	of	this	License	is	held	to	be	
unenforceable,	such	provision	shall	be	reformed	only	to	the	extent	
necessary	to	make	it	enforceable.	
15.	COPYRIGHT	NOTICE	
Open	Game	License	v	1.0a	Copyright	2000,	Wizards	of	the	Coast,	LLC.	
System	Reference	Document	5.1	Copyright	2016,	Wizards	of	the	Coast,	Inc.;	
Authors	Mike	Mearls,	Jeremy	Crawford,	Chris	Perkins,	Rodney	Thompson,	
Peter	Lee,	James	Wyatt,	Robert	J.	Schwalb,	Bruce	R.	Cordell,	Chris	Sims,	
and	Steve	Townshend,	based	on	original	material	by	E.	Gary	Gygax	and	
Dave	Arneson.		
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