WHISPERING BONE [ABVRINTH

Sunlight struggles to penetrate the gloom within the Whispering Bone Labyrinth, a place carved from deep earth and ancient stone. Polished, dark fragments form the walls, retlecting the faint light in unsettling glints. A
constant, low sigh permeates the air, a susurrus carried along passages lined with the remnants of forgotten creatures, their forms fused into the very architecture. The silence between the whispers is heavier, pregnant with a

history best left undisturbed.

ADVENTURE HOOKS & RUMORS ENCOQUNTERS NPL5
e Alocal scholar claims to have deciphered a fragment of Name Details e Lyra, the Scholar: A spectral scholar bound to the
ancient text hinting at a powerful artifact hidden deep Whispering Ethereal figures formed from shadows and whispers, they attack labyrinth, she tests the party's worthiness with riddles and

within the Labyrinth, protected by the echoes of those
who perished there. He seeks brave adventurers to retrieve
it, but warns of the sanity-shattering whispers.

e Villagers speak of strange, shadowy figures glimpsed
moving within the Labyrinth at night, seemingly drawn to
the lingering energy of the fused creatures. Some believe
these are not mere echoes, but something actively
guarding the deeper passages.

e Arenowned artificer vanished while exploring the
Labyrinth, seeking to study the unique properties of the
stone and the remnants of the creatures. His last known
communication spoke of a breakthrough, followed by a
chilling description of the whispers growing louder.

[DCATIONS

1. The Obsidian Antechamber

A large, circular room with walls of polished obsidian. Faint
light reflects unnervingly, and the low sighing is most
pronounced here.

2. The Hall of Fused Forms

Passages lined with stone carvings that appear to be the
fused remains of various creatures, their forms contorted
into grotesque shapes.

3. The Echoing Gallery

A long, narrow gallery where the whispers seem to amplify
and echo off the walls, creating disorienting auditory
illusions.

4. The Sunken Archive

A partially flooded chamber containing crumbling stone
shelves filled with indecipherable texts and strange artifacts.
5. The Heart of the Labyrinth

A vast, cavernous chamber at the center of the Labryinth,
dominated by a pulsating, crystalline structure embedded in
the floor.

Shades with psychic assaults and attempts to sow discord among the

party.

Stone Guardians | Animated stone constructs formed from the fused remains, they
patrol the Hall of Fused Forms, attacking intruders with brute force.

The Lost A spectral projection of the vanished artificer, desperate to
Artificer's complete his research and warning of the dangers ahead. He can
Remnant offer cryptic clues or misleading information.

Echoing Horrors |Shadowy figures that stalk the Echoing Gallery, drawn to strong
emotions and feeding on fear. They attempt to paralyze their
victims with terror.

The Crystalline |The pulsating crystalline structure in the Heart of the Labyrinth

Resonance emits waves of psychic energy, causing hallucinations and
temporary madness.
The Scholar's  |A spectral scholar, bound to the Labryinth, who attempts to guide
Phantom the party towards the artifact but harbors a hidden agenda. He
tests their worthiness with riddles and moral dilemmas.
TREASURE

e The Obsidian Shard: A fragment of the obidian walls, it
grants resistance to psychic attacks but causes unsettling
dreams.

e The Artificer's Lens: A lens crafted by the lost artificer, it
reveals hidden pathways but can induce temporary
blindness if misused.

e The Sunken Amulet: An amulet recovered from the sunken
archive, it offers protection from illusions but slowly
drains the wearer's memories.

moral dilemmas, seeking to ensure the artifact falls into
the right hands.

e Kaelen, the Guardian: An animated stone construct,
fiercely loyal to the Hall of Fused Forms, he speaks in
cryptic warnings and demands respect for the fused
remains he protects.

e Zephyr, the Shade: A whispering shade found in the
Obidian Antechamber, she attempts to sow discord among
the party with subtle whispers and psychic attacks,
seeking to unravel their unity.

PIOT RESTHUTIONS

e The adventurers could successfully retrieve the artifact,
but activating it unleashes a surge of energy that
temporarily silences the whispers and reveals the truth
behind the fused creatures - a desperate attempt by a long-
lost civilization to contain a powerful, chaotic entity. They
must decide whether to reseal the entity, risk unleashing
it, or find a third option.

e The PCs might discover that the vanished artificer didn't
simply vanish, but became integrated with the Labyrinth
itself, his consciousness merging with the stone and the
echoes of the dead, becoming a powerful, albeit
fragmented, entity guarding a crucial pathway. The
adventurers must choose to either attempt to
communicate with him, potentially gaining valuable
knowledge, or destroy his remaining essence to prevent
him from further corrupting the Labyrinth.

e The adventurers could confront and defeat Kaelen, the
Guardian, revealing that he is not a protector, but a
tormented soul driven mad by the whispers, attempting to
prevent others from discovering a horrifying truth about
the Labyrinth's origins - a truth that could shatter their
understanding of reality and their own sanity. They must
decide whether to leave Kaelen to his fate, attempt to
redeem him, or exploit his knowledge for their own gain,
risking the consequences.
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