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The Crypt of the Necromancers 
 

Rumours of a secretive Order of Necromancers have plagued the lands for 

generations, as mentioned in widely-scattered tales and songs, and even used 

sometimes to scare children into silence. What few realise is that some of these 

rumours are true. There is a long-standing necromantic group of sorcerers - or 

possibly more than one. The group involved with this map is - or was - led by a 

powerful sorcerer known only, if unimaginatively, as The Necromancer, revered 

as possessed of near-deity-like prowess, and who may, or may not, still exist. This 

group had a penchant for hunting-out ancient mysteries, collecting and storing 

what they discovered in crypts they created or adapted for the purpose, 

typically with hard-to-access secret routes only those sufficiently senior 

within the Order, part of its Inner Cabal, might know. Inevitably, factions rose 

and fell within the group over time, including within the Inner Cabal, evidence 

for which strife can also sometimes be found among the group’s tomb complexes. 

 Attracted to desolate locations, with a reputation for necromantic or 

other negative magical energies, it is unsurprising to find one such crypt hidden 

away here in Witch’s Valley near The Scar in eastern Alarius. Places on the map 

are detailed in numerical sequence below, after some notes on three labelled 

locations in order when approaching The Crypt. Unless noted, rooms and 

passages can be assumed as around 9 feet tall (2.7 metres). Within The Crypt 

proper, most surfaces are squared-off and faced or tiled with finished 

stonework, again where not noted otherwise. 

 

Labelled Places 
 

Witch Head Mountains’ Hillside: External to the subterranean complex, this is 

the south-facing basaltic rock and scree slope that leads down southwards from 

the lower Witch Head Mountains into the northwestern head of Witch’s 

Valley. Low-growing scrubby plants, lichens and similar kinds of vegetation are 

scattered over the slopes, none of which are especially healthy looking, much 

like most plants further afield in this general area. 

 

Cave Entrance: One of a number of crevices in the mountainsides nearby, this 

initially seems just another typical shallow cave, until it twists around, 

opening into a far larger cavern. The outer entrance has a maximum height of 

roughly 12 ft (3.5 m) near its middle. 

 

Necromancers’ Cavern: This is the larger, broader and higher section of the 

entryway to The Crypt. In places, there are signs of deliberate enlargement and 

alteration, albeit in relatively small-scale ways, mostly near the four entrance 

doorways, and the two smaller blind extensions eastwards off the main south-

north cavern that lie north and south of those four doors. The cave floor is 

not especially level, with a distinct hollowing along the approximate longest 

centre line. The walls and ceiling have a similarly curving, tube-like 

appearance. As the rock is basaltic, this looks very like a lava tube of 

substantial dimensions, if no great length. Fungi, some slimes and lichens that 

thrive without light are apparent in many spots, even extending over the 

ceiling, whose central axis is about the same distance above the floor’s central 

hollowing as the walls are from one another in different places, giving a more 

or less circular cross-section along the Cavern’s shorter axis overall. There is 

no exit from the inner, north, end. Only the floors closest to The Crypt’s four 
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doors show signs of having been artificially levelled, or graded, so no steps are 

needed to reach them from the Cavern. Nothing in the Cavern indicates its use 

or the nature of what lies behind the doors in The Crypt. All four doorways off 

it are about 7 ft tall (2.1 m), and are made of basaltic stone. 

 

1) Gargoyle Entrance Hall: A long, north-south extended rectangular chamber, 

with a 12 ft high ceiling (3.6 m). Two 9 ft tall (2.7 m) gargoyle statues stand by 

the west wall facing into the room. These are not actually statues, but living 

guardian gargoyles that have been magically immobilised. The 9 ft high 

passageway north to the Necromancer’s Hall (6) has been largely blocked by 

deliberately-collapsed rubble from the walls and ceiling here, along with more 

basaltic rock debris extracted from the Raiders’ Tunnel (2). Further stony debris 

lies strewn on the floor by the entrance to this Tunnel, which has been crudely 

hacked into the eastern wall. This hole is about 5 ft tall (1.5 m). 

 

2) Raiders’ Tunnel: A crudely-cut, cave-like tunnel has been smashed through 

the rock separating the Gargoyle Entrance Hall (1) from Wraithlord Hall (3), 

creating a connecting passage that did not previously exist (or so it seems). The 

ceiling is rough, like the walls and floor, with some debris still scattered 

loosely along it in places, notably near, and beyond, both ends. It is less than 6 

ft high (1.8 m) throughout its length. It descends about 5 ft (1.5 m) from area 1 to 

3, at an angle of approximately 18 degrees from the horizontal. 

 

3) Wraithlord Hall: Parallel to, though with a floor around 5 ft (1.5 m) lower 

than, the Gargoyle Entrance Hall (1), this room is still longer in its north-

south dimension, although it has only an 8 ft high ceiling (2.4 m). It now 

connects with that Entrance Hall by the crudely-dug Raiders’ Tunnel (2), which 

slopes down towards this chamber. Three long alcoves are in the west wall, each 

of which contains a stone sarcophagus. That in the alcove the Tunnel exits into 

has been pushed aside, and its lid still lies partly open on top. A metal door in 

the east wall opposite this alcove shows clear indications that someone has 

tried to prise it open violently, without success. The damage to this door is 

surprisingly superficial. It leads into the Stasis Tomb (4), and is magically 

locked and warded against entry. In each alcove’s sarcophagus is an undead 

wraithlord, pinned in place and currently neutralised by an unholy silver stake-

blade through their chests. The two closed sarcophagi show evidence of having 

been opened, and their lids fully replaced, though not resealed. The three 

wraithlords are magically warded against the control of the necromancer 

buried in the Stasis Tomb. If their stake-blades are removed, they will again be 

able to prevent her early escape (see the Stasis Tomb for details). They will also 

defend themselves and try to stop anyone entering the Stasis Tomb once able to 

move and act again. The original access passage here in the short south wall, 

directly from the Necromancers’ Cavern, was magically removed, returned to 

solid rock, once the Stasis Tomb was filled and sealed. No sign of it remains. 

 

4) Stasis Tomb: Inside the metal door from Hall 3 is a large room filled with a 

choking gas that emanates from the grating in the floor at the foot of the 

stairs up to the railed platform that occupies much of the southern half of the 

room. Its floor is about 5 ft (1.5 m) above the lower floor level, and the ceiling 

is 15 ft (4.5 m) above the lower floor. The gas affects any breathing creature 

with choking fits until it passes out, while for any undead, the gas puts them 

into complete stasis, unable to move, think or act. In the northern alcove is a 

very fancy stone sarcophagus whose lid and upper part is sculpted into the form 

of a reclining Human female on a padded, cushioned couch. This tomb holds the 
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Lady Surlis, a powerful undead necromancer. She was banished here by the 

Order for two centuries, after collaborating with the enemies of the Inner 

Cabal, to bring it down. Her sentence still has 88 years to run. On the raised 

platform is a brazier with unlit coals in it. It is magical, and when lit, runes 

glow all around its rim, and it clears the air of choking gas completely in less 

than a minute, suppressing it so long as it remains alight. Once the gas has 

cleared, the sarcophagus lid may open. Lady Surlis will want to know the date, 

and will be reluctant to try to “escape” until her sentence ends, or she can be 

convinced her foes are sufficiently weakened to allow her to complete her 

earlier plan. 

 

5) Treasure Room: The unlocked metal door south off the raised platform in the 

Stasis Tomb (4) leads to this small room, which has an 8 ft ceiling (2.4 m). Inside 

on the floor is a blue steel greatsword, a silver lockbox containing two large, 

lustrous pearls, a golden censer decorated with hooded skeletal figures, and a 

wooden chest containing a finely-made black silk surcoat embroidered with a 

gold lion. All are valuable items. None are magical. 

 

6) Necromancer’s Hall: A square chamber with a stone door in its south wall 

leading to the now largely blocked passage into the Gargoyle Entrance Hall (1). 

The statue in the southeast corner is of the great Necromancer as a young 

teenaged girl; that in the northwest corner shows The Necromancer in her 

later life, as an aged crone. Both are apparently life-sized. Neither is captioned, 

so recognising who each sculpture is of would be down to personal knowledge 

or detailed investigation. In the northeast corner is a pillar-mounted large 

sundial, with a gnomon set for this latitude. It has a large circular base which 

is really a concealed trapdoor leading down a 20 ft deep chute (6 m) to a short 

passage north into the Secret Lower Tomb (7). A metal ladder is attached to the 

chute’s south wall, which runs down the end-passage wall to the floor as well. 

 

7) Secret Lower Tomb: An 11 ft high (3.3 m), large, rectangular chamber, with a 

platform and steps up to it on the longer north wall. This platform is raised 

around a foot (30 centimetres) above the floor. On the platform are two stone 

sarcophagi. The western sarcophagus is labelled “Her Twilight”, the eastern 

“Her Morning”. Inside the former are the remains of an elderly woman. The 

latter contains the corpse of a teenaged girl. In the southeast corner, a 

concealed series of footholds in the stonework forms a ladder up to the ceiling, 

and then through a chute to a trapdoor about 20 ft (6 m) above the floor of this 

Tomb, leading into the Secret Upper Tomb (8). A hidden latch in the corner must 

be released to open the footholds, and the ceiling trapdoor into the chute. 

Nothing here ordinarily indicates anything is concealed in this part of the 

room. 

 

8) Secret Upper Tomb: By contrast to others of the rooms here, this one is 

unusually crowded for its size. In the southwest corner is a statue of The 

Necromancer at the height of her powers, her raven held in one fist, her flail of 

skulls in the other. On the east side of the room, an altar is flanked by two 

stone sarcophagi, with a single, large mirror panel on the wall behind the 

altar. Both sarcophagi contain corpses resembling The Necromancer in her 

prime, still looking uncorrupted and haughty in death. Each body has a 

Chronograph Medallion lying on its chest, an object capable of sending its 

bearer into an alternate timeline (the Medallion remains where and when it 

was, however). On top of the altar is a large, weathered, humanoid skull, 

surrounded by unlit, but partly burnt-down, candles, forming a partial ring 
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around it. The hidden trapdoor back to the Secret Lower Tomb (7) has a circular 

arcane calendar set on a pillar on top of it. The secret door in the south wall 

to the Hidden Altar Chambers (9) is conventionally concealed among the 

stonework, as is that in the southeast corner with the hidden passage to the 

Tomb of the Watcher (11). That into the small rectangular room behind the 

altar here is magically concealed within the mirror panel on the wall. It can 

only be found and opened by using the trigger beneath the large skull. This 

secret room is empty except for a small obsidian statue, captioned on its base as 

“The Deity of Sorcerers and Witches”. It is a vaguely demonic humanoid with 

wings and a point-tipped tail. Hidden within it is a Key of the Inner Cabal, an 

enchanted object about the size of a Human finger, made of blackened bone 

laced through with veins of a purplish metal. It will find and open any secret 

door, mechanical or magical, made by the Inner Cabal (which here comprise the 

four Secret Key Doors of area 12). 

 

9) Hidden Altar Chambers: The secret door from the Secret Upper Tomb (8) opens 

directly behind the unusual altar in here. As soon as a moving creature enters 

it, the first chamber is illuminated by a magical light source in the altar, which 

altar is made entirely of stained glass panels, in abstract, coloured patterns. 

The light shifts and changes subtly over time, typically lighting-up this room 

and the southern passageway to the second, larger, chamber that way. The light 

becomes much weaker and less useful in that second chamber, which is square 

and empty, except for a wooden box that holds four valuable sacrificial knives, 

each decorated differently with gems and precious metals. 

 

10) North Entrance: This entrance is much plainer than the other two (areas 1 

and 6), just a small, square room which has a long, open passage to the Tomb of 

the Watcher (11) leading away from its northeast corner. There is a single step 

down into this room, and another up at the stone door into the Watcher’s Tomb 

chamber. 

 

11) Tomb of the Watcher: A very large room, with a 14 ft high ceiling (4.3 m), yet 

one which is echoingly rather empty. Two large, black basalt sarcophagi, each 

with its lid carved in full relief with an armoured warrior bearing a sword, are 

on the floor, with an identical third stone box on a dais some 16 inches (40 cm) 

higher than the floor, with steps up on its three open sides, set against the 

middle of the east wall. Each sarcophagus also has a single, large, glittering 

emerald set into its lid. A tall, golden statue of a winged, vaguely demonic 

humanoid figure, whose head nearly reaches the ceiling, stands on the floor 

between the two sarcophagi nearer the west wall, facing towards the box on the 

dais. In form, this statue is a much bigger version of the small obsidian statue in 

the secret room off Tomb 8. It has two large, glittering emeralds for eyes. Four 

alcoves are set at equal intervals along the western wall. The northwestern one 

has the door in from the North Entrance (10) passageway, while the 

southwestern one has the concealed exit to the secret passage from Tomb 8. 

When intruders enter here who do not bear at least one Key of the Inner Cabal 

(see Tomb 8), the statue of The Watcher grinds out an ancient word meaning 

“Awaken”, at which bright green, shining, energy bolts arc from it to the three 

sarcophagi of The Guardians. This opens their lids, and three wights emerge, 

armed and armoured magically, like the carvings on their tombs. The Guardians 

are there to stop and hunt down any intruders. Once successful, they return to 

their sarcophagi here, and the whole magical system resets. 

 



 5 

12) Secret Key Doors: From the southeast corner of the Tomb of the Watcher 

(11), a group of three small rooms, each with a connecting secret door to the 

next and beyond, provides access to the final part of the Crypt. For anyone with 

a Key of the Inner Cabal (see Tomb 8), the doors are easy to find and open. For 

those without one, they are at least twice as difficult to locate and open as a 

typical hidden door, even when using magic, as these four doors actively resist 

magic and physical force equally well. The first secret room outside Tomb 11 has 

a step down into it immediately inside. 

 

13) Fountain: Once through the fourth Secret Key Door (12) out of the Tomb of 

the Watcher (11), there are two passageways, one heading north, then east to the 

secret door to the Crystal Sphere Chamber (14), the other, a little broader, 

leads east then south to this angled area, before it turns east again and dead-

ends. In the angled part is a large, shallow stone bowl, raised to typical adult 

Human waist height by a solid basalt pedestal. The bowl magically half-fills 

with sparkling blue-green water, that also has other rainbow colours in it in 

any light, whenever someone moves in this section. It empties and dries again 

when the motion ceases. Where the water comes from, or goes to, cannot be 

determined, as there is no pipework, inlet or outlet attached to the bowl. The 

water is very salty, like seawater, unsafe to drink in quantity (also like 

seawater), and is very viscous, clinging to surfaces physically attached to a 

moving creature that are dipped in the basin, such as hands (but not clothing, 

or hair). All the secret doors in this section of the Crypt, east of the Tomb of 

the Watcher, will open only to the touch of someone whose hands are still wet 

with the water. Otherwise, the doors simply cease to exist, except as solid 

stonework, for anyone else. Every surface touched reduces this ability (whether 

a secret door or not), until after seven surfaces, the water will no longer work. 

The secret doors cannot be held open, so the water would be needed on the way 

in, and out. The water cannot be removed from the Fountain basin in any other 

way. 

 

14) Crystal Sphere Chamber: The first Chamber in this final, angled section of 

the Crypt has a step up into it from the passage immediately outside the secret 

entrance (only visible once the secret door is opened). Inside, the ceiling is 

around 20 ft high (6 m), and in the middle of the room, suspended magically in 

mid-air, is a 10 ft diameter (3 m) Crystal Sphere. Inside the Sphere is a squirming 

mass of pink, purple and yellow jelly that continually forms recognisable eyes, 

mouths and teeth, and as quickly reabsorbs them, along with other, less 

identifiable features. The Crystal Sphere keeps this mass in-check currently, so 

long as it remains intact. Another secret door is in the southeast wall to the 

Pillar and Tablet Hall (15). Area 13 describes the only way both secret doors 

here can be found and opened. 

 

15) Pillar and Tablet Hall: At the centre of this segment of the Crypt is this 20 

ft high (6 m) rectangular room. Secret doors are in its northwest and southeast 

walls (see area 13 for the way to find and open these), while in the southwest and 

northeast walls are double ordinary stone doors. Above the doors to the 

northeast is a metal plaque that reads “The Sunken City of Ket”, for those able 

to read it, something made more difficult as this chamber is magically 

artificially dark, suppressing all light sources brought in to be only about half 

as effective as normal (including magical sources). Towards each corner of the 

Hall is a columnar, pillar-like sculpture that does not quite extend up to the 

ceiling, each of which is carved in full relief in the form of a great 

protoplasmic horror like that in the Crystal Sphere Chamber (14), here made 
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fully solid, with a great many eyes, mouths, teeth and other hard-to-identify 

elements. On the walls around the Hall are hung tall, grey slate tablets of 

almost floor-to-ceiling height. each of these is inscribed with an alien text 

that proves exceptionally difficult to comprehend, with or without magic, as it 

also seems to be in some form of code. 

 

16) The Sunken City of Ket: Northeast through the double stone doors from the 

Pillar and Tablet Hall (15) is this 12 ft high (3.5 m) chamber. When any moving 

creature enters the room, magical lighting activates, similar to what would be 

found under relatively shallow, sunlit, seawater, of a rippling, dappled, blue-

green colour. On the northeast wall is what seems to be another pair of stone 

doors, although these have a different, rounded-top, form to the square-topped 

ones everywhere else in the Crypt. This pair are also bas-relief sculpted with 

carvings of an undersea city and its submarine humanoid inhabitants. The doors 

are fixed to the wall, and not intended to open, nor can they be made to do so. 

Towards the middle of both northwest and southeast walls are a twin pair of 

similarly decorated stone altars, each with a large statue of a squatting, 

winged humanoid whose head is similar to that of a huge octopus. On the walls 

away from the doors, false doors and altars are hung a total of ten spears and 

bladed hand weapons, all with barbed heads or blade edges, made from a mixture 

of bone and white gold. They would be valuable if recovered and sold, although 

all are quite large and lightweight (so would be unsuitable for most typical 

land humanoid use). They are hung high up on the walls too, their lowest parts 

at least 6 ft (1.8 m) above the floor. 

 

17) Sea Mother Tomb: The southwestern stone doors from the Pillar and Tablet 

Hall (15) lead into this room, which has a 10 ft (3 m) ceiling. When moving 

creatures enter it, the chamber becomes magically lit from below by a 

particularly uncomfortable luminance, designed to put most intelligent 

creatures ill at ease. There are three identical, large stone sarcophagi towards 

the angled southwest end, on each of which are carved the words “Essence of 

the Sea Mother”. Inside each is a twitching, sludgy material that stinks of 

rotting fish and whale innards. opening more than one at a time activates this 

sludge more fully, which will leave their sarcophagi and slop together, 

starting to take on a more distinctive, combined, form, not unlike that of the 

protoplasmic statue-columns in the previous Hall, or that trapped in the 

Crystal Sphere Chamber (14). If only two tombs are opened, this proto-creature 

will open the third itself, to complete its reforming as a huge, bubbling, roiling 

mass with eyes, mouths, teeth, suckers, tentacles and pseudopods. Nothing short 

of smiting by a deity (or an equivalent cosmic force) can harm the sludge or its 

composite avatar form. It is massive, extremely heavy and very powerful once 

complete and mobile. 

 

18) Secret Power Hall: A series of three secret doors through two smaller 

chambers southeast from the Pillar and Tablet Hall (15 - the method to find and 

open these doors is detailed under area 13), leads ultimately into this 

pentagonal chamber, which has a 15 ft ceiling (4.5 m). In its southeastern apex is 

a floor to ceiling pillar that glows continually with flowing blue energies, 

including symbols, letters and words in a wide range of sometimes mysterious 

languages. This is the magical power source for everything that happens in areas 

13 to 17, and which keeps the creatures trapped in areas 14 and 17 from leaving 

this part of the Crypt at all. Even the sludge creature from Tomb 17 would be 

unable to leave, so long as the pillar here remains functional. 


