
PHANTOM ENGINE CHAMBER
Deep within the earth, a vast hollow echoes with the ghosts of industry. Immense, intricate brass and steel mechanisms, frozen mid-motion, dominate the cavernous space, their surfaces dulled by ages of dust and shadow. A
faint, rhythmic hum persists, a lingering vibration from a power source long dormant, permeating the air with a sense of forgotten purpose and immense, silent potential. The very stone seems to absorb the light, leaving the

chamber shrouded in a perpetual twilight, a monument to a bygone era of tireless creation.

ADVENTURE HOOKS & RUMORS

Locals whisper of strange energy readings emanating
from the old mining tunnels. Some say a forgotten
power source is stirring, threatening to unleash
something terrible upon the valley.
A prospector disappeared weeks ago while searching
for lost machinery in the deep earth. His last known
communication spoke of a chamber filled with
impossible devices and a humming that drove him
mad.
An antique collector is offering a hefty reward for any
artifacts recovered from the abandoned industrial
complex. Rumor has it a perfectly preserved
clockwork automaton lies hidden within, said to
possess uncanny abilities.

LOCATIONS

1. The Great Forge
A massive chamber dominated by a colossal, inactive
forge. Intricate gears and pistons are embedded in the
walls, hinting at the scale of the operations that once
took place here.
2. The Clockwork Gallery
A long, narrow hall lined with display cases, many
shattered. Scattered amongst the debris are fragments of
clockwork mechanisms, gears, and intricate automatons.
3. The Power Core Chamber

A circular chamber containing the remnants of the
power source. A complex network of pipes and conduits
radiates from a central, dormant core, emitting a faint,
rhythmic hum.
4. The Surveyor's Quarters
A small, cramped room with decaying furniture and
personal belongings. Maps, journals, and tools are
strewn across the floor, offering clues to the complex's
layout and history.
5. The Maintenance Tunnel
A winding tunnel leading deeper into the earth. The
walls are lined with pipes and access points, and the air
is thick with dust and the scent of oil.

ENCOUNTERS

Name Details

The Rust Golem A hulking construct of rusted metal and gears, animated by residual

energy. It attacks intruders who disturb its slumber, guarding a vital

section of the power core.

The Mad

Prospector

(Ghost)

The spectral form of the missing prospector, driven insane by the

humming and the impossible devices. He wanders the Clockwork

Gallery, muttering incoherently and attacking anyone who approaches.

The Automaton

Guardian

A perfectly preserved clockwork automaton, activated by the presence of

the antique collector. It possesses uncanny strength and agility,

defending a hidden chamber containing valuable artifacts.

The Gear Swarm A swarm of small, autonomous gears that react to movement. They

relentlessly pursue intruders, attempting to disable them with sharp

edges and grinding mechanisms.

The Echoing

Resonance

A localized area where the dormant power source's hum is amplified,

causing disorientation and hallucinations. Prolonged exposure can lead

to temporary madness.

The Hidden

Archivist

A small, self aware automaton hidden within the Surveyor's Quarters. It

possesses vast knowledge of the complex's history and secrets, but is wary

of outsiders.

TREASURE

The Chronarium Shard: A fragment of a device
capable of briefly manipulating time. Prolonged use
causes temporal instability, potentially aging or de-
aging the user.
The Gear of Precision: A perfectly crafted gear that
enhances the accuracy of any mechanical device it's
attached to. However, it requires a constant supply of
energy to function, draining from nearby power
sources.
The Aetherium Lens: A lens that allows the user to see
into other dimensions, revealing hidden pathways and
secrets. Prolonged gazing can cause psychic strain and
vivid nightmares.

NPCS

Elara Vane, The Hidden Archivist: A cautious
automaton with a vast memory of the complex's past.
She will share information if convinced of the party's
good intentions, but distrusts those seeking to exploit
the complex's secrets.
Silas Blackwood, The Mad Prospector (Ghost): A
spectral figure consumed by obsession and madness.
He relentlessly pursues anyone who enters the
Clockwork Gallery, convinced they are trying to steal
his discoveries.
Kaelen, The Automaton Guardian: A stoic and
unwavering automaton programmed to protect the
hidden chamber. He is fiercely loyal to his purpose
and will not hesitate to defend it against any perceived
threat.

PLOT RESOLUTIONS

The adventurers could stabilize the dormant power
source, preventing a catastrophic release of energy
while uncovering the truth behind the industrial
complex's purpose – perhaps a failed attempt at
harnessing a fundamental force, now unstable. This
resolution allows for a heroic, world-saving outcome
with potential moral dilemmas about whether to fully
reactivate the power.
The PCs might discover the automaton guardian isn't
a protector, but a warden, preventing something worse
from escaping the complex. They must choose
between unleashing a terrible entity or sealing it away,
potentially sacrificing the automaton and its
knowledge to ensure the valley's safety.
The adventurers could uncover a hidden chamber
containing the Mad Prospector's research, revealing
the complex wasn't abandoned, but actively being
used for dangerous experiments. They must decide
whether to expose this truth, risking societal upheaval,
or bury the evidence to protect the valley from the
consequences of the experiments.
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