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This was Granny DeMay’s bedroom, and was also claimed by 

the Persevilles as their master bedroom. They have begun restor-

ing it and have brought in a new bed to sleep in. Read or para-

phrase the following. 

 

This was once an opulent bedroom. The walls were painted 

pink and lavender and the windows draped in lush curtains, 

but the colors have faded, and insects have feasted on the fab-

ric. A portrait on the wall across from you depicts an elderly 

woman with slight smile on her face. There is a sickly groan, 

and a body rises from behind the bed. His flesh is pale, and a 

vicious looking weapon is still lodged in his skull. The corpse 

lurches towards you. 

 

The portrait on the wall is of Granny DeMay in her later years. 

As long as DeMay haunts this place, the portrait cannot be re-

moved, and any damage to it is magically repaired while nobody 

is looking. Give the players Handout N1 to show the portrait. 

(Unlike most handouts, all players may see Handout N1) 

 The corpse is that of Tiberius Perseville, the house’s new 

owner. Possessed by DeMay, Talia Perseville killed Tiberius 

with a magical weapon she found in the cellar. The dark energy 

of the house awoke Tiberius as a mindless zombie. 

 

Set Up 

Zombie Tiberius (Z) 

Possessed Talia (P) 

 

Note that this is the most like time for the player characters to 

fight Talia, but it is not guaranteed. If they have not found Talia 

in the pantry, or if they have already fought her, she is not part of 

this combat. Once Talia attacks, a player character can tell she is 

possessed with a DC 14 Insight or Religion check. 

Tactics: Because one purpose of this encounter is to introduce 

Karthax the Vigilant, Zombie Tiberius focuses attention on Char-

acter C. In particular Tiberius uses his disarming slam to take 

away Character C’s weapons, so he will be tempted to pull Kar-

thax out of Tiberius’s head. Otherwise Tiberius lashes out at 

whoever is closest, pushing them towards the stairs. 

8: The Master Bedroom Level 3 (800 XP) 
Encounter 2 Combat 

Exorcise Talia  Level 4 
Skill Challenge   XP 400 

Complexity: Special (6 successes). 

Primary Skills: Arcana, Heal, Religion 

Arcana (DC 21, minor, 1 success per round): The character manipu-
lates arcane energy to break Granny DeMay’s control over the Talia. In 
addition to scoring a success Talia is dazed until the end of the PC’s 
next turn. 

Heal (DC 21, minor, 1 success per round): The character attempts to 
heal Talia and cleanse her spirit of corruption. In addition to scoring a 
success Talia is dazed until the end of the PC’s next turn. 

Religion (DC 14, minor, 1 success per round): The character uses di-
vine energy to drive out the dark powers possessing Talia. In addition 
to scoring a success Talia is dazed until the end of the PC’s next turn. 

Victory: Once the PCs have gained a combination of 6 successes, 
Talia breaks free of Granny DeMay’s control. She no longer uses the 
statistics for possessed Talia and cannot aid the PCs in combat 

Defeat: Characters cannot lose this skill challenge by accumulating 
failures. Then may continue to make checks until the score six suc-
cesses or defeat DeMay (at which point the possession ends automati-
cally). 
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 Possessed Talia hopes to pick up a weapon before she enters 

the fight in earnest. She delays her action on the first round unless 

Tiberius disarms somebody, at which point she pounces on the 

weapon. If this strategy fails, she attempts to use her snatch power 

to take a stowed weapon from a PC. Once she has a weapon she 

tries to attack as many PCs as possible. 

 

Development: If Character C takes Karthax the Vigilant during 

the battle, Karthax speaks in the character’s mind. Give him 

Handout C1. Also see the Karthax the Vigilant sidebar on page 

12. 

 When Talia is either reduced to zero hit points or exorcised 

with the Exorcise Talia skill challenge, make an attack against 

Player B: Attack: +9 vs. Will, Hit: the target is dominated (save 

ends), Miss: 7 psychic damage. If you hit, give Player B Handout 

B3. If you miss give Player B Handout B4. 

 

Features of the Area 

Bed: The bed is difficult terrain. 

Stairs: The stairs are difficult terrain. If a creature is pushed, 

pulled, or slid into a square containing stairs, he must immedi-

ately make a DC 14 Acrobatics check. Failure indicates that the 

character falls down the stairs, taking 1d10 damage and landing 

prone in the square at the base of the stairs. 

 

Treasure: Karthax the Vigilant, insidious weapon +2 is lodged 

in Zombie Tiberius’s head, and characters are likely to dislodge 

it after battle, if not during. You should make Karthax the Vigi-

lant a kind of weapon that Character C normally uses. Karthax is 

both an intelligent and cursed weapon, and thus follows slightly 

different rules than most treasure. See the Karthax the Vigilant 

sidebar on page 12 for more information, and see insidious 

weapon on page 16 for more about the new weapon type. If 

Player C claims Karthax give him Handout C1. 

Zombie Tiberius Level 5 Brute 
Medium natural animate (undead) XP 400 

HP 152; Bloodied 76 Initiative +2 
AC 17 Fortitude 18 Reflex 14 Will 16 Perception +3 
Speed 4 Darkvision 
Saving Throws +2; Action Point 1 

Traits 

Blade in the Head 

Zombie Tiberius has the Karthax the Vigilant, insidious weapon +2, 
sticking out of his head. An adjacent character may remove the 
weapon as a minor action by making a Athletics vs. Fortitude check. 

Standard Actions 

mmmm Slam ● At-Will 

Attack: Melee 1 (one creature): +10 vs. AC 
Hit: 2d8 + 6 damage and push the target 2 squares. 

MMMM Double Slam ● At-Will 

Zombie Tiberius makes two slam attacks against different targets. 

MMMM Disarming Slam ● Recharge 4, 5, 6  

Requirement: Zombie Tiberius must have Karthax the Vigilant lodged in 
his head. 
Attack: Melee 1 (one creature): +8 vs. Fortitude 
Hit: 3d8 + 6 damage and the target is disarmed. Whatever weapon the 
character was holding lands 5 squares away. 

Triggered Actions 

Weapon Bind ● At-Will 

Trigger: Any time an enemy scores a critical hit with a weapon power 
against Zombie Tiberius, or when an enemy reduces Zombie Tiberius 
to 0 hp using a weapon power. 
Effect (No Action): The enemy’s weapon becomes stuck in Zombie 
Tiberius’s body. A character must use a minor action to make an Ath-
letics vs. Fortitude check  to retrieve the weapon. 

Str 19 (+6)  Dex 10 (+2) Wis 13 (+3) 
Con 16 (+5) Int 6 (+0)  Cha 2 (-2) 
Alignment evil Languages — 
Possessions Karthax the Vigilant, insidious weapon+2 

Possessed Talia Level 5 Skirmisher  
Medium natural humanoid (human) XP 400 

HP 126; Bloodied 63 Initiative +6 
AC 19 Fortitude 18 Reflex 19 Will 17 Perception +2 
Speed 6  
Saving Throws +2; Action Point 1 

Standard Actions 

mmmm Slam ● At-Will 

Attack: Melee 1 (one creature): +8 vs. AC 
Hit: 1d4 + 5 damage and 1d6 psychic damage. 

mmmm Weapon Attack (weapon) ● At-Will 

Requirement: Possessed Talia must have obtained a weapon. 
Attack: Melee weapon (one creature): +10 vs. AC 
Hit: 1[W] + 5 damage and 1d6 psychic damage. 

Str 16 (+5)  Dex 18 (+6) Wis 10 (+2) 
Con 15 (+4) Int 11 (+2)  Cha 12 (+3) 
Alignment evil Languages Common 

MMMM Attack and Move ● At-Will 

Requirement: Possessed Talia must have obtained a weapon. 
Effect: Possessed Talia makes three weapon attacks against three 
different targets. She may shift two squares between each attack. 

CCCC Spinning Attack ● Recharge when first bloodied 

Requirement: Possessed Talia must have obtained a weapon. 
Attack: close burst 1 (enemies in burst): +8 vs. Reflex 
Hit: 2[W] +5 damage and the target is knocked prone. 

Snatch (1/round) 

Attack: Melee 1 (one creature); +8 v. Reflex 
Hit: Possessed Talia takes one stowed weapon from the target. 

Minor Actions 
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