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Text like this is intended to be read aloud or paraphrased for your 

players. 

Sidebars like this contain rules reminders, reveal background Eberron 

lore, or point you to sources to learn more. 
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As you arrive at the grand hall of the Clifftop Adventurers’ Guild, you 

see your contact, Lhara. She is speaking to a man with fine clothes, 

holding a cane, and playing with his mustache while they speak.  

Those of you who successfully procured the Burning Idol will 

recognize him as Provost Faurious.  

 The man points his cane at Lhara while he speaks, “It is absolutely 

vital, Lhara, that there are no mistakes in this. Time is of the essence 

and the first group I sent out has already failed to return. I’ll not pay a 

coin over my deposit for another failed expedition…”  

 Lhara bats his cane away as she replies, “You can hire Deathsgate 

again, if you’d like to waste more money.” She takes a moment to 

visibly banish her annoyance and put on a professional face. “But as I 

told you before, the Clifftop Adventurers’ Guild is the right place for 

your business. No matter how many missions you have in mind, or 

how tight the timetable, our professionals are exactly what you need 

to—oh, just in time!”  She turns towards you as she notices you and 

extends a hand out in your direction. “You can see them for 

yourself.”  

• 

• 

• 

• 

• 

• 

• 

• 

COLD WEATHER SURVIVAL PACK 
Each character is provided with a cold weather survival pack. The 

pack includes a backpack, a bedroll, cold weather clothes, a mess kit, 

a tinderbox, 10 torches, 10 days of rations, and a waterskin.  

 Each character is also offered a climber’s kit, courtesy of the 

Clifftop Adventurers’ Guild. 

 



You set out from Sharn on the familiar airship, the Clear Blue Sky, 

helmed by Captain Darien d’Lyrandar. 

In only a handful of days, the Clear Blue Sky has crossed the width of 

Khorvaire and deposited you in Stormhome, the seat of House 

Lyrandar. There is little time to enjoy the bastion of tropical weather 

in the northern sea, however, as your mission has you board the 

Undeniable, the water-elemental-bound galleon that Provost Faurious 

arranged passage for you on. The Undeniable’s captain, Maedreth 

d’Lyrandar, seems a no-nonsense type, keeping her own company 

when not commanding her crew. 

 Mere hours beyond the magically controlled weather of 

Stormhome, the chill of the arctic waters makes staying above deck 

uncomfortable. Though the Undeniable’s elemental ring propels it 

across the waves faster than any mundane sailing vessel could hope 

to match, the bitterly-cold journey seems to take forever. Days pass  

in relative boredom, then the call of “Land ho!” rouses you to the 

storm-tossed deck of the vessel. 

 Finally, the goal of your journey is in sight: Icewhite Island. The 

frozen tundra and distant mountains are a stark contrast to idyllic 

Stormhome. 

 In the distance, behind the veil of the heavy storm, you can make 

out the silhouette of an icy finger pointing towards the Ring of 

Siberys in the sky above. Your target is in sight, and all that stands 

between you is a simple blizzard. 

A mere handful of minutes later, Captain Maedreth d’Lyrandar begins 

shouting frantic orders to her crew. 

 “Elemental’s freezing up!” she shouts, “Brace for impact!”  

Before your eyes, the ring of elemental water encircling the ship 

slowly crystalizes into a frosty slurry, then freezes solid, while the 

crew runs to secure themselves in any manner they can. 

 



With the screech of splintering wood, the Undeniable comes to a 

chilling, but relatively gentle, halt against the edge of a glacier. After 

the immense noise of the crash, an eerie silence hangs under the 

heavily overcast sky. 

 “All hands! Damage report!” Captain Maedreth shouts, breaking the 

unsettling quiet. As if a dam broke, the rest of the crew returns to 

their flurry of activity and yelling back and forth.  

 Captain Maedreth turns to you and grunts. “Well, we’ll likely be 

stuck trying to repair this damage while you lot go out toward the 

ice-tower and find whatever it is you’re looking for.  

 “Be warned though, I like not the look of that storm, not one bit.” 

She nods her chin over toward the distant icy spire underneath dark, 

roiling storm clouds, across a vast and barren field of snow and ice. 

 “Me and my crew will be shoving off before it gets close to us, 

with or without ya. I give you two or three days before the 

Undeniable is repaired.” 

RISIA, THE PLAIN OF ICE 
Risia is one of Eberron’s outer planes, embodying elemental ice and 

stagnation. Endless blizzards lash mountains of ice and frigid tundra, 

and unknown secrets are held in the frozen depths of fathomless 

arctic seas. It is home to spirits, both fiends and elementals, that 

embody the ideas of binding ice and deadly cold. 

When Risia is coterminous with Eberron, or where it bleeds into 

the material plane within a manifest zone, cold weather becomes 

more intense and deadly, and magics tied to frost become more 

powerful. More information about Risia can be found in the Eberron 

Campaign Setting (page 97). 

 



Braving the dangers of the blizzard proves to be an arduous task as 

you face its many hazards. 

• 

• 

• 

• 

• 

 



The howl of the blizzard blasts into your faces as you trudge onward 

through the snow. Ahead, you can make out the spire of ice 

stretching upward into the black clouds of the storm. You’ve nearly 

made it! With a surge of hope and adrenaline, the harsh bite of the 

cold seems to lessen. 

LIGHTLY OBSCURED 
In a lightly obscured area, such as dim light, patchy fog, or moderate 

foliage, creatures have disadvantage on Wisdom (Perception) checks 

that rely on sight. 

WAND OF THE WAR MAGE +1 
Wand, uncommon (requires attunement by a spellcaster) 

While holding this wand, you gain a +1 bonus to spell attack rolls. In 

addition, you ignore half cover when making a spell attack. 



Finally, the icy spire stands before you. Like a large icicle, the spire 

twists towards the sky as if it were a gnarled finger pointing 

accusingly at the moons. A large, rune-carved archway holds a set of 

double doors leading into the spire. The doors are slightly ajar, and 

you can hear conversation from within. 

THE ICY SPIRE 
The icy spire’s creators are long gone. Created for some arcane 

purpose, nothing remains to reveal why the dwarves who migrated 

through here thousands of years ago crafted the spire or placed the 

enchantments that make its structure as strong as stone. Even the 

floors, made of ice like everything else in the spire, are supernaturally 

crafted to be less slippery than normal ice would be. 

 The spire is lit by a faint blue glow that emanates from its frozen 

walls. Along with the blue glow, snowflakes can occasionally be seen 

falling inside the walls, but one cannot see all the way through into 

adjacent rooms or outside. The ceilings are roughly 15 feet high. 

 The howling winds outside cannot be heard inside the spire and 

the interior is warm, though none of the ice melts as a result. 



 



 



You’ve been trudging up a spiraling stairwell for some time, perhaps 

rising a few hundred feet from the entrance, when the flight of stairs 

terminates at a set of double doors, made completely of ice just like 

everything else in the spire. Etched into the center, where the doors 

meet, is one large rune about the size of a person’s palm. 

At your touch, the rune glows red, as if made of iron heated in a forge. 

Suddenly, the double doors before you melt into the ground, and just 

as suddenly, the howling gale of the blizzard blasts you in the face. 

 Squinting through the flurry of snow, you can see a wide, flat ledge 

extending from the door and curving around the outside of the spire 

toward your right. 

 



 



Again, you are met with an interminable climb of steps, the icy glow 

surrounding you in another tight, spiraling stairwell. Eventually, the 

stairwell straightens out and ascends to another set of double doors. 

The doors open into a wide chamber with five alcoves. On the left 

and right walls, two alcoves on each side contain astonishingly lifelike 

statues of dwarves, sculpted entirely from ice as clear as glass. 

 The fifth alcove, twice as wide as the others, dominates the wall 

opposite the stairwell’s entrance to the chamber. In it stands a large, 

ten-foot statue of frosty ice, carved in the image of a figure 

completely encased in full plate and helm, with dwarven proportions 

but no other clue as to the statue’s identity. 

 



One last time, you ascend the icy spire’s steps, twisting upward 

through its core. At last, you come to a small circular chamber, 

perhaps only 15 feet in diameter. The walls of this chamber, unlike 

the rest of the tower, are thin enough that you can see through to the 

stormy sky beyond. You are high above the frozen tundra, reminding 

you of the towers of Sharn. 

 The chamber itself is adorned like a garden, with countless 

crystalline flowers and plants growing from beds of snow. One flower, 

however, appears to be real: a delicate blue-white orchid with thorns 

of frost on its stem. This must be the Hoarfrost Flower. 

With your prize in hand, you begin descending the icy spire. The way 

down is a little easier than the way up, and your spirits are buoyed 

knowing you’ve completed your mission. 

 Then you hear the splash of your boots slapping into a puddle. The 

stairs are melting right out from under you! 

 

 

 

 

 

 

 

 



 



Large construct, neutral 

Armor Class 13 
Hit Points 93 (11d10 + 33) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 

19 (+4) 9 (–1) 16 (+3) 3 (–4) 11 (+0) 1 (–5) 

Damage Immunities cold, poison; piercing and slashing from 
nonmagical weapons that aren’t adamantine 

Condition Immunities charmed, exhaustion, frightened, paralyzed, 
petrified, poisoned 

Senses darkvision 60 ft., passive Perception 10 
Languages understands Dwarvish but can’t speak 
Challenge 6 (2,300 XP) 

 
Aversion of Fire. If the golem takes fire damage, it has disadvantage 
on attack rolls and ability checks until the end of its next turn. 
 
False Appearance. While the golem remains motionless, it is 
indistinguishable from an ordinary statue sculpted from ice. 
 
Immutable Form. The golem is immune to any spell or effect that 
would alter its form. 
 
Cold Absorption. Whenever the golem is subjected to cold damage, 
it takes no damage and instead regains a number of hit points equal 
to the cold damage dealt. 
 
Magic Resistance. The golem has advantage on saving throws 
against spells and other magical effects. 
 
Magic Weapons. The golem's weapon attacks are magical.  
 

Actions 
Multiattack.  The golem makes two slam attacks. 
 
Slam. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 8 
(1d8 + 4) bludgeoning damage plus 5 (2d4) cold damage. 
 

Small elemental, neutral evil 

Armor Class 11 
Hit Points 21 (6d6) 
Speed 30 ft., fly 30 ft. 

STR DEX CON INT WIS CHA 

7 (–2) 13 (+1) 10 (+0) 9 (–1) 11 (+0) 12 (+1) 

Skills Perception +2, Stealth +6 
Damage Vulnerabilities bludgeoning, fire 
Damage Immunities cold, poison 
Condition Immunities poisoned 
Senses darkvision 60 ft., passive Perception 12 
Languages Aquan, Auran 
Challenge 1/2 (100 XP) 

 
Death Burst. When the mephit dies, it explodes in a burst of jagged 
ice. Each creature within 5 feet of it must make a DC 10 Dexterity 
saving throw, taking 4 (1d8) slashing damage on a failed save, or 
half as much damage on a successful one. 
 
False Appearance. While the mephit remains motionless, it is 
indistinguishable from an ordinary shard of ice. 
 
Innate Spellcasting. (1/day).  The mephit can innately cast fog cloud, 
requiring no material components. Its innate spellcasting ability is 
Charisma. 
 

Actions 
Claws. Melee Weapon Attack: +3 to hit, reach 5 ft., one creature. 
Hit: 3 (1d4 + 1) slashing damage plus 2 (1d4) cold damage. 
 
Frost Breath (Recharge 6). The mephit exhales a 15-foot cone of 
cold air. Each creature in that area must succeed on a DC 10 
Dexterity saving throw, taking 5 (2d4) cold damage on a failed save, 
or half as much damage on a successful one. 
 
 
  



Medium ooze, unaligned 

Armor Class 9 
Hit Points 90 (12d8 + 36) 
Speed 20 ft. 

STR DEX CON INT WIS CHA 

15 (+2) 8 (–1) 16 (+3) 8 (–1) 11 (+0) 10 (+0) 

Skills Perception +3, Stealth +3 
Damage Vulnerabilities fire 
Damage Immunities cold, poison 
Condition Immunities blinded, charmed, deafened, exhaustion, 
poisoned, prone 
Senses blindsight 60 ft. (blind beyond this radius), passive 
Perception 13 

Languages — 
Challenge 2 (450 XP) 

 
Freezing Aura. At the start of each of the snowflake ooze’s turns, 
each creature within 5 feet of it takes 2 (1d4) cold damage. 
 
Camouflage. The snowflake ooze has advantage on Dexterity 
(Stealth) checks made in ice or snow. 
 

Actions 
Constrict. Melee Weapon Attack: +4 to hit, reach 5 ft., one creature. 
Hit: 5 (1d6 + 2) bludgeoning damage plus 9 (2d8) cold damage, 
and the target is grappled (escape DC 14). Until this grapple ends, 
the creature is restrained, and the ooze can't constrict another 
target. 
 

Reactions 
Split. When a snowflake ooze that is Medium or larger is subjected 
to bludgeoning damage, it splits into two new oozes if it has at least 
10 hit points. Each new ooze has hit points equal to half the original 
ooze's, rounded down. New oozes are one size smaller than the 
original ooze. 

Large monstrosity, unaligned 

Armor Class 13 (natural armor) 
Hit Points 71 (11d10 + 11) 
Speed 30 ft., burrow 30 ft. 

STR DEX CON INT WIS CHA 

14 (+2) 11 (+0) 13 (+1) 3 (–4) 6 (–2) 4 (–3) 

Damage Immunities cold, fire 
Senses darkvision 60 ft., tremorsense 60 ft., passive Perception 8 

Languages — 
Challenge 3 (700 XP) 

 
Heated Body. A creature that touches the remorhaz or hits it with a 
melee attack while within 5 feet of it takes 7 (2d6) fire damage. 
 

Actions 
Bite. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. Hit: 13 
(2d10 + 2) piercing damage plus 7 (2d6) fire damage. 

 



Medium humanoid (elf), lawful evil 

Armor Class 11 
Hit Points 9 (2d8) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 

10 (+0) 12 (+1) 10 (+0) 15 (+2) 12 (+1) 9 (–1) 

Skills Arcana +4, Perception +3, Persuasion +1 
Senses darkvision 60 ft., passive Perception 13 
Languages Common, Elvish 
Challenge 1/4 (50 XP) 

 
Fey Ancestry. Aena has advantage on saving throws against being 
charmed, and magic can’t put her to sleep. 
 
Spellcasting. Aena is a 1st-level spellcaster. Her spellcasting ability is 
Intelligence (spell save DC 12, +4 to hit with spell attacks). She has 
the following wizard spells prepared: 
 
Cantrips (at will): chill touch, mage hand, mending 
1st level (2 slots): burning hands, feather fall, shield 
 
Special Equipment. Aena uses a mabaran ebony wand as an arcane 
focus, gaining a +1 bonus to damage rolls when dealing necrotic 
damage with cantrips she casts. 
 

Actions 
Dagger. Melee or Ranged Weapon Attack: +2 to hit, reach 5 ft. or 
range 20/60 ft., one target. Hit: 2 (1d4) piercing damage. 

 
 
 

Small humanoid (halfling), neutral evil 

Armor Class 15 (chain shirt) 
Hit Points 14 (4d6) 
Speed 25 ft. 

STR DEX CON INT WIS CHA 

10 (+0) 14 (+2) 10 (+0) 12 (+1) 15 (+2) 12 (+1) 

Skills Deception +3, Perception +4, Stealth +4 
Senses passive Perception 14 
Languages Common, Halfling 
Challenge 1/4 (50 XP) 

 
Brave. Ferrin has advantage on saving throws against being 
frightened. 
 
Halfling Nimbleness. Ferrin can move through the space of any 
creature that is of a size larger than his. 
 
Lucky. When Ferrin rolls a 1 on an attack roll, ability check, or saving 
throw, he can reroll the die and must use the new roll. 
 

Actions 
Shortsword. Melee Weapon Attack: +4 to hit, reach 5 ft., one target. 
Hit: 5 (1d6 + 2) piercing damage. 
 
Hand Crossbow. Ranged Weapon Attack: +4 to hit, range 30 ft./120 
ft., one target. Hit: 5 (1d6 + 2) piercing damage, and the target must 
succeed on a DC 13 Constitution saving throw or be poisoned for 1 
hour. If the saving throw fails by 5 or more, the target is also 
unconscious while poisoned in this way. The target wakes up if it is 
damaged or if another creature takes an action to shake it awake. 

 

Medium humanoid (half-orc), lawful neutral 

Armor Class 13 (hide armor) 
Hit Points 27 (5d8 + 5) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 

15 (+2) 12 (+1) 13 (+1) 9 (–1) 11 (+0) 10 (+0) 

Skills Athletics +4, Insight +2, Survival +2 
Senses darkvision 60 ft., passive Perception 10 
Languages Common, Goblin 
Challenge 1/4 (50 XP) 

 
Reckless. At the start of his turn, Gor’aashta can gain advantage on 
all melee weapon attack rolls during that turn, but attack rolls 
against him have advantage until the start of its next turn. 
 
Relentless Endurance. When reduced to 0 hit points, Gor’aashta 
drops to 1 hit point instead. He can only do this once per long rest. 
 

Actions 
Adamantine Battleaxe. Melee Weapon Attack: +4 to hit, reach 5 ft., 
one target. Hit: 6 (1d8 + 2) slashing damage, or 7 (1d10 + 2) 
slashing damage if used with two hands. If Gor’aashta hits an object 
with this weapon, the hit is a critical hit. 
 
Handaxe. Melee or Ranged Weapon Attack: +4 to hit, reach 5 ft. or 
range 20 ft./60 ft., one target. Hit: 5 (1d6 + 2) slashing damage.



Medium humanoid (warforged), lawful neutral 

Armor Class 13 (natural armor) 
Hit Points 16 (3d8 + 3) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 

13 (+1) 14 (+2) 13 (+1) 11 (+0) 13 (+1) 11 (+0) 

Skills Perception +3, Stealth +4, Survival +5 
Damage Resistance poison 
Senses passive Perception 18 
Languages Common 
Challenge 1/2 (100 XP) 

 
Keen Hearing and Sight. Bow has advantage on Wisdom 
(Perception) checks that rely on hearing or sight. 
 
Warforged Resilience. Bow has advantage on saving throws against 
being poisoned, is immune to disease, and does not need to eat, 
drink, or breathe. Bow doesn’t require sleep, does not become 
exhausted due to lack of rest, and can’t be magically put to sleep. 
 

Actions 
Multiattack. Bow makes two melee attacks or two ranged attacks. 

Iron Fist. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. 
Hit: 3 (1d4 + 1) bludgeoning damage. 
 
Longbow. Ranged Weapon Attack: +4 to hit, range 150/600 ft., one 
target. Hit: 6 (1d8 + 2) piercing damage.

Medium humanoid (kalashtar), lawful good 

Armor Class 10 
Hit Points 13 (3d8) 
Speed 30 ft. 

STR DEX CON INT WIS CHA 

10 (+1) 11 (+0) 10 (+0) 10 (+0) 15 (+2) 12 (+1) 

Skills Insight +6, Medicine +4, Religion +2 
Damage Resistance psychic 
Senses passive Perception 12 
Languages Common, Quor, telepathy 60 ft. 
Challenge 1/2 (100 XP) 

 
Mind Link. As a bonus action, Valashtai can grant one creature she 
communicates with via telepathy the ability to respond to her 
telepathically until the start of her next turn. 
 
Psychic Glamour. Valashtai has advantage on all Wisdom (Insight) 
checks. 
 
Spellcasting. Valashtai is a 1st-level spellcaster. Her spellcasting 
ability is Wisdom (spell save DC 12, +4 to hit with spell attacks). 
She has the following cleric spells prepared: 
 
Cantrips (at will): light, sacred flame, thaumaturgy 
1st level (3 slots): bless, cure wounds, guiding bolt 
 

Actions 
Unarmed Strike. Melee Weapon Attack: +2 to hit, reach 5 ft., one 
target. Hit: 2 (1d4) bludgeoning damage. 
 

Reactions 
Dual Mind. When Valashtai makes a Wisdom saving throw, she can 
use her reaction to gain advantage on the roll.  
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