
Revenge of the Iron Lich 

5E Conversion 
This is not a standalone document. To use this, 
you need a copy of Revenge of the Iron Lich, 
which you can pick up for free at 
http://svdpress.com/. You also need to know how 
to play 5th Edition D&D. All the basic rules are 
available for free at 
http://dnd.wizards.com/articles/features/basicrul
es.

Revenge was written for D&D 4th Edition, which is
significantly different in tone and style from the 
5th Edition. Some liberties were taken in order to 
make the encounters fit while staying faithful to 
the spirit of the original. If you have any 
comments or suggestions, send them to me at 
HunterRose@hotmail.com. 

A Note on Difficulty 
5E characters are less durable than 4E characters 
and healing is less effective. While I've made an 
effort to “color within the lines” using the DMG 
guidelines, I believe this version to be deadlier 
than the original. You can't do and see everything 
on your first pass through and expect to live 
through it. Meta-gaming is expected and 
encouraged. Play improves over multiple 
steadings of the tomb.

It is recommended that you discuss the tone and 
difficulty of Revenge with your players before the 
game. This style of play is not for everyone.

Rests

Crusaders are only allowed a single short rest for 
the duration of the adventure. I recommend a 15 
minute time penalty for any party that takes a 
second short rest. 

Damage Expressions
The default expressions for traps and other 
damaging effects in 5E can have you rolling an 
excessive number of dice at once. For anything 
over 4 dice, I've rolled the excess dice into the 
damage modiffer at their average value to save 
time.

Conversion Notes
• Distance in 4E was measured in squares. 1 

square = 5 ft.

• The new DCs are about 6 less. Replace DC 
16/22/31 with DC 10/15/25.

• Replace any mention of healing surges 
with hit dice.

• When a creature would grant combat 
advantage, it instead grants advantage to 
attacks against itself. 

• If a creature gains “vulnerable #” then 
they gain vulnerability to that damage 
type. If no damage type is mentioned, 
they are vulnerable to all damage. The 
same is true for resistance.

• To have training in a skill is the equivalent 
of having proficiency.

• Action Points allow a player to use a bonus
action to perform a standard action.

• A few effects cause a character to be 
exhausted. The greater restoration spell 
(page 246, Player's Handbook) can reduce 
exhaustion.

The Dark Bishops 
If a crusader rolls a natural 1 on an attack roll or 
saving throw, the dark bishops are summoned 
(one for each crusader). In combat, this is limited 
to once per round.  
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A: Hypostyle 
Blindfolded Skeleton: Enervating Ray. +8 to hit, 
range 60 ft. Hit: The target gains 1 level of 
exhaustion. 

Deck of Mortals: The card effects only require a 
few small adjustments.  See the Handouts section.

B: Cobblestone Path 
Hallway: The pit traps are DC 20. 

• 30 ft. 26 (4d12) bludgeoning damage. 
• 50 ft. 46 (4d12 + 20) bludgeoning damage.
• 70 ft. 66 (4d12 + 40) bludgeoning damage.
• 90 ft. 86 (4d12 + 60) bludgeoning damage.

If a crusader fails their saving throw by 5 or more, 
they land on one or more of the replica Wands of 
Orcus at the bottom of the pit. Roll the damage 
dice and have the crusader mark one failed death 
save for every natural one or two rolled. The 
failed death saves persist until the end of the next
encounter.

Double Iron Door: The flame jets are DC 15 
(Dexterity, but not much room to move) to avoid, 
and deal 22 (4d10) fire damage on a failed save or
half on a success. 

C: Fane of Sight 
Pedestal: The eye trap is DC 15 (Charisma) to 
avoid, and deal 22 (4d10) psychic damage on a 
failed save, and the crusader and has 
disadvantage on Perception checks for the 
remainder of the game. On successful save, 
crusaders takes half damage instead and no 
penalty to Perception. Any crusader rolling a 
natural 1 or 2 on their saving throw are 
permanently blinded as their eyes explode. 

D: Hall of the Iron Golem Souldriver 
Balconies: Creatures beneath a collapsing balcony
must succeed at a DC 20 Dexterity saving throw to
avoid being crushed. If they fail, the creature is 
prone, restrained and takes 26 (4d12) 
bludgeoning damage at the end of each of their 
turns until they escape. Escaping is a DC 25 check.

Northern Door: Knock trap. Don't don't do this.  

Plague Catapults: +8 to hit, range 50 ft, one 
creature. Hit: 9 (2d8) necrotic damage. On a 
natural 20, the target has caught a glimpse of the 
bodak's face and is reduced to 0 HP (no save). 

Unstable Ritual Circle:

• 3-5 The triggering creature is vulnerable to
all damage until the end of the encounter. 

• 14-16 The triggering creature gains 
temporary hit points equal to 1/4 their 
maximum HP. 

D2: Altar Down the Western 
Hallway 

Ritual Book: A crusader affected by the trap 
forgets a random spell of the highest level known 
and loses two proficiencies. Any proficiency is fair 
game.

E: Crypts of Iron 
No changes necessary. 

F: Cave of the Obelisk 
Crevice: Falling into the crevice deals 26 (4d12) 
bludgeoning damage to the crusader.

Cadaverous Chasm: +8 to hit, reach 0 ft., one 
target. Hit: 14 (4d6) necrotic damage, restrained, 
and contract zombification. 
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Zombification. Disease. At the end of each 
encounter and short rest, the crusader must 
succeed at a DC 15 Constitution check or gain 1
level of exhaustion. If the crusader dies or is 
unconscious at 0 HP, they turn into a zombie 
and attack their former allies. (Ogre Zombie , 
page 316 of the Monster Manual). 

Spike Formations: A creature pushed onto the 
formation takes 11 (2d10) piercing damage and is 
restrained (DC 15 to escape). Each failed escape 
check deals and additional 11 (2d10) piercing 
damage to the restrained creature.

Wish: DM's discretion per the wish spell (page 
288 of the Player's Handbook).

Sigil of Haste: DC 25. A hasted creature may 
Attack or Dash as a bonus action that round. 

G: Iron Gallery 
Cloudkill: Per the cloudkill spell (page 222 of the 
Player's Handbook). DC 17 Constitution save. 24 
(5d8) poison damage or half damage on a 
successful save. If you prefer the original trap, the 
spell causes 2d4 hit die to be lost instead (save for
half). 

H: Dismal Descent 
Once combat starts, REMEMBER THE 
COUNTDOWN. 

Pushing Wall, Retracting Stairs: DC 15 Dexterity 
check to avoid falling into the abyss. You can't 
disable this trap. 

Leap Inside: DC 20. Crusaders who fail take 26 
(4d12) bludgeoning damage. 

Kissing Flame: DC 10 Dexterity. This trap cannot 
be disabled either. Crusaders on the spikes have 
disadvantage on the roll. 14 (4d8) fire damage on 
a failed save or half damage on a successful one. 

Encounter: There are 55 legionnaires. Start with 
twice as may legionnaires as crusaders and phase 
the rest in over the following 6 rounds. 

I: Temple of Extinction 
West Door: 45 (4d8 + 27) fire damage when 
touched. 

South Door: DC 30 to overcome the magical seal 
after combat starts. 

Opening the Iron Pyramid: There are no skill 
challenges in 5th Edition. I recommend running it 
as-is, requiring 6 successes before 3 failures. 

Arc of Lightning: DC 20,  102 (4d10 +80) lightning 
damage. Save for damage. 

Bone Dust Nails of the Extinct: DC 20 
Constitution to resist. On a failed save, the 
crusader is vulnerable to all damage until the end 
of the encounter. Be sure to use the flavor from 
the original random effect chart to keep it 
interesting. 

J: Trial of Chests 
Chests: Thieve's Curse. DC 20 Constitution save to 
resist. 

K: Spectral Stair 
Stairs: In 4th Edition, holy damage rendered the 
ethereal temporarily solid and force damage had 
full effect. I've seen both used to cross the stairs 
when the Steelsun Amulet wasn't used. 

Face: Remember that 6 gems are required to 
open this secret. The real & fake emeralds from 
treasures go into the statues in the western 
hallway and the rubies from the Hall of the Iron 
Golem Souldriver go in the face. 
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Knock and passwall don't require a skill check to 
succeed in 5th Edition, but the wards in this area 
require a DC 30 Intelligence check in conjunction 
with the spell in order to succeed on the face or 
the eastern door. You can get back to Room J (to 
the west) with passwall, but the room is a dead 
end. 

L: Silver Maw of Battle 
Silver Maw: If the lightning trap is triggered, it is a
DC 20 Dexterity save to avoid. Take 102 (4d10 + 
80) lightning damage or half damage on a success.

M: Crypt of the Iron Lich 
Soulspheres: DC 20 to activate. The souls grant 22
(4d10) hit points or deal 22 (4d10) necrotic 
damage). 

Clockwork Columns: On a success, grant the 
crusader the befits of a short rest. They may 
spend hit dice to heal and may replenish any 
ability or resource that recharges at the end of an 
encounter or short rest.

Razorjack. This trap activates on Init 20. A razor 
disk shoots from a nearby wall, attacking one 
crusader who isn't adjacent to a creature. +8 vs 
AC. Hit: 55 (4d10 + 33) slashing damage. On a crit,
this attack decapitates the target.

Tumblemines. This trap activates on Init 20. 
Choose one platform one the map: left, right or 
center. 3 mines fall from the ceiling. On the next 
Init 20, each creature on the platform must make 
a DC 15 Dexterity saving throw or take 22 (4d10) 
fire damage per mine on a failed save and half 
damage on a successful one. The mines tumble in 
a random direction before exploding, imposing 
disadvantage on the save.

Disabling or moving a mine is a DC 25 check. On a 
failure, a random crusader on the platform takes 
max damage from the mine as it explodes. 

Handouts
Revenge comes with a lot of printable handouts, 
some of which require a little reinterpretation.

Rumors
No changes.

Afterlife
No change.

Treasure
Amulet of False Life: Once per day, you may 
ignore a failed death save. Bonus Action: Once per
day, you may roll your full HD and gain that may 
temporary HP. 

Circlet of Clairvoyance: Once per day.

Ring of Drain Resistance: Also prevents 
exhaustion as a result of an attack.

Ring of the Iron Golem: Gain resistance to all 
damage. You cannot Dash. 

Ritual Scroll of Whispers of the Edifice: DC 10 
Intelligence check. You may ask 1 question for 
every 5 by which you exceed the DC.

Spiked Bracers: Bloodied creatures have half or 
fewer of their hit points remaining.

Wand of Disintegration: Per the disintegration 
spell (page 233 of the Player's Handbook). Use 
the crusaders spell DC. On a failed save, the target
takes 102 (4d10 +80) force damage. 4 charges

You are a Lich: You cannot heal, gain resistance to 
necrotic damage, and gain advantage on 
Intelligence ability checks.
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Deck of Mortals

• Summoner: Balor, page 55 of the Monster 
Manual.   

• Dancer: Gain advantage on Strength, 
Dexterity, and Constitution ability checks. 
You may disengage as a bonus action. 

• Lover: While adjacent to an ally, gain 
resistance to all damage. 

• Avatar: Deva, page 16 of the Monster 
Manual. 

• Knight: Gain a + 2 bonus to AC. You may 
dodge as a bonus action. 

• Heirophant: No restrictions. Magic Item 
tables are on pages 144-149 of the DMG. 
Use your judgment on items from tables H
& I.  

• Medusa: You take 22 (4d10) poison 
damage on a failed saving throw. 

• Witch: The trigger is now when the player 
suffers a condition other than exhaustion. 

Arcane Occulus of Clarity
You gain advantage on all saving throws instead of
the +5 bonus.

Tips 
Revenge of the Iron Lich is a complex adventure 
to run and to play. It was written for veteran 
players and DMs and assumes a certain level of 
system mastery. 

Know the rules. Read the adventure. The game is
run on a strict time limit so don't waste time 
looking things up. Highlight, bookmark, and make 
notes in the margins. 

Minimize distractions. Put away the electronics 
and books. Keep the players engaged by 
prompting responses. 

Players are in it until the end. Just because their 
PC is dead, doesn't mean the players are out of 
the game. Encourage participation in puzzle-
solving. Hand them a stat block and have them 
roll attack and damage for monsters or traps. 

Stand Up and Move! Be animated and the players
will follow suit. Crank it to 11. Engage, engage, 
engage.

Be a fan of your players. Nothing offsets the 
brutal difficulty like making the players feel 
appreciated for their efforts. Most groups won't 
take down the Iron Lich on their first try. 
Celebrate every victory. 

Use physical tokens. Give the players something 
physical to interact with. Give them Scrabble tiles 
for the gallery puzzle. Pre-print copies of the 
cypher puzzle for them to write on. Make the 
game tangible.

Good, fun ideas trump ability checks every time. 
Encourage the players to be descriptive, clever, 
and awesome. Reward their efforts with 
automatic successes. Conversly, don't fudge failed
rolls!
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