PHANTOM LIGHT VAULT

The Phantom Light Vault is a colossal structure of shimmering, pearlescent stone, perpetually bathed in ethereal luminescence. Within its echoing halls, shifting patterns of light dance and writhe, revealing
glimpses of forgotten pathways or unleashing waves of psychic agony — a direct reflection of the spectral entity's tormented consciousness that now holds countless souls captive.
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e Rumors circulate of a Lumina Guard member who has
become increasingly obsessed with deciphering the light
patterns, convinced they hold the key to ultimate power —
a dangerous path that could lead to betrayal and further
corruption within the order.

LOCATIONS

1. The Glimmering Threshold

The entrance to the Phantom Light Vault is a vast chamber
dominated by towering archways of pearlescent stone. An
otherworldly glow emanates from the walls, casting
shifting, kaleidoscopic patterns that constantly rearrange
themselves. These patterns are not merely decorative; they
pulse with psychic energy, and prolonged exposure induces
disorientation and unsettling visions, a subtle prelude to the
mental assaults that await within.

2. The Echoing Galleries

Long corridors lined with shimmering crystals amplify
whispers of lost souls, creating disorienting auditory
illusions.

3. The Prism Chamber
A vast chamber filled with colossal prisms refracts light into

complex patterns, requiring precise alignment to unlock a
hidden passage.

4. The Astral Gardens
A serene garden of spectral flora pulses with faint light, its
ethereal beauty masking a dangerous psychic resonance.

5. The Confluence of Souls

Deep within the vault, the Confluence of Souls is a colossal
chamber where the entity’s power is most concentrated.
Here, the Lumina Guard, fractured and battling internal
corruption, makes a desperate stand against the spectral

« Prism Shard: A fragment of a colossal prism that grants
temporary resistance to psychic attacks, but causes vivid
nightmares.

e Soul Anchor: A crystalline amulet that can temporarily
stabilize a trapped soul, but drains the wearer's vitality.

o Lumina Lens: A lens crafted by the Lumina Guard that
enhances perception, but attracts the attention of spectral
entities.

psychic backlash that could permanently bind them to the
vault's tormented consciousness. This choice directly
addresses the central conflict of the entity trapping souls.

o The PCs might decide to seek out Silas Vane, the reclusive
scholar, hoping he possesses the knowledge to exploit a
weakness in the entity's defenses, potentially leading to a
confrontation with Malkor the Twisted who guards this
information. This directly involves the primary faction,
the Lumina Guard, and their internal struggle.

o The adventurers could attempt to use a Soul Anchor to
free a trapped soul, potentially gaining an ally within the
vault but at the cost of their own vitality, forcing a difficult
moral decision about self-preservation versus aiding the
lost. This directly impacts the trapped souls and the
imbalance in the spirit world.






