THE [AST [ANTERN

The Citadel of Whispers clings precariously to a crumbling cliff face, its sandstone walls stained with a perpetual twilight. Flickering remnants of the Last Lantern’s light cast grotesque shadows across shifting corridors, punctuated by
unselttling echoes of laughter and forgotten faces within the unstable, dreamlike reality.

NPLS

» AKeeper of the Ember, Brother Silas, claims the lantern’s drain 1 | Guardian The golem activates when the lever is pulled, blocking the exit. It's
coincides with a recurring vision of a weeping child clutching a Golem vulnerable to water damage from the dripping stalactites. Players
tarnished silver locket - a relic he believes holds a key. can use Fhe pillars for cover or try to dls‘able it by brgakmg the

i i . ) Rk . rune on its back. If defeated peacefully, it reveals a hidden passage.

o Local villagers whisper of ‘Veil Walkers’ who navigate the shifting - — P I———
passages, trading information for small acts of kindness, but their 2 | Keeper's \Tg{l‘;rif;ileyr Sieﬂﬁi g:z; d?:n’; f’;;i:rrr’l,s I:(S)t;;]‘yTr}';’é;rr iu;amnoi g
motives are mcreasmgly suspect. Dispute and will accuse the party of being spies if they linger too long.

e The Keepers’ archives contain a fragmented map depicting a ritual to Success requires convincing them of the party's good intentions
bind the parasitic entity, requiring a specific memory shard from a (r}:egotiatiov ora dfi‘;o“maﬁo“ of healing/support) or evading
deceased, influential Keeper. their scrutiny (stealth).

A desperate scholar seeks adventurers to retrieve a journal detailing the 3 | Spectral Spectral projection of Elder Silas frantically argues with a shadowy,

.. . . L. . . Silas whispering form - the parasitic entity. The projection attacks with
origins of the Shifting Veils, be;hevmg its knowledge could stabilize the psychic blasts that inflict temporary madness and confusion.
lantern and halt the encroaching darkness. Players can attempt to reason with Silas (roleplay challenge),

o Scattered throughout the Citadel are faded murals depicting the disrupt the entity's connection (environmental manipulation -
Keepers' past glories, now subtly altered by the shifting reality, hinting extinguishing the brazi..
at a betr ayal within the order's ranks. 4 Memory A shimmering, ethereal wraith attempts to steal a party member's

Thief most cherished memory, manifesting as a ghostly projection. The
wraith is vulnerable to light and positive emotions. Players can

HMUM EVE}UE (DB) fight it, offering a memory to appease it (roleplay), or use a

reflective surface to banish it.
1 Shifu’ng Echoing Corridors - The corridors violently shift, trapping a party member in
Resonance a previously explored area for 3 rounds. Players must work together to free 5 Shifting As players move through the shifting corridors, tiles suddenly
them. Trap vanish beneath their feet, triggering a pitfall trap. A successful
2 | Memory Twilight Vestibule - A fleeting vision of a Keeper’s past appears, revealing a Perception check reveals the shimmering distortion before it's too
Fragment clue about the entity’s origins (a forgotten sacrifice). late, allowing for a quick dodge. Failure results in a fall and
potential injury.
3 | Phantom Silas’s Sanctum - Eerie phantom footsteps echo through the chamber, leading - - —
Footstens to a concealed alcove containing a cryptic warning inscribed on a stone tablet. 6 | Keeper's Sister Lyra, desperate, reveals a fragmented journal entry detailing
P Revelation the entity’s weakness: a resonant frequency linked to pure hope.
4 Luminescent Echoing Corridors - A patch of luminescent moss suddenly bursts into bloom, Touching thejournal triggers a disorienting hallucination - a
Bloom emitting a blinding flash of light and briefly disrupting the shifting corridors. replay of a traumatic event from the Keepers’ past.
5 Keeper's Plea Silas's Sanctum - Sister Lyra briefly materializes, begging the party to destroy
the altar, claiming it's the source of the entity’s power, but then vanishes back TREAE“HE

into the shadows.

6 EChOiﬂg Twilight Vestibule - A clear, chilling whisper fills the chamber, revealing a
Whisper fragment of the entity's true name - “Nox”
The Twilight Vestibule

Dim, flickering lantern light spills unevenly across a cold, damp stone floor
covered in a thick...

Twilight Vestibule

Dim, flickering lantern light spills unevenly across a cold, damp stone floor
covered in a thick...

Echoing Corridors

Long, serpentine corridors shift subtly, lined with faded murals depicting scenes
of the Keepers'..

Silas's Sanctum

A circular chamber dominated by a massive, crumbling altar carved with
symbols of forgotten deities.
The Shifting Sanctum

The air shimmers with heat and a sickly sweet aroma reminiscent of burnt
honey.

Emberstone Shard — A fragment of the lantern’s original light, pulsing with
residual warmth. It grants temporary resistance to psychic damage but is
slowly drained by the entity.

Keeper's Compass — A tarnished brass compass that points not north, but
towards the strongest concentration of hope within a 30-foot radius. It's
linked to Sister Lyra and requires her presence to function correctly.
Whispering Scroll — A brittle scroll containing a ritual for channeling hope,
written in the ancient language of the Keepers. Reading it requires a
successful Intelligence (Arcana) check or triggers a vivid, unsettling
hallucination.

Amulet of Echoes — A small, intricately carved amulet that absorbs and
redirects sound. Found within the Guardian Golem’s chamber, it can be
used to create distractions or amplify voices, but the echoes can be
disorienting.

Jar of Starlight Dust — Collected from the remnants of the lantern, this dust
glows faintly and can temporarily illuminate dark areas. However,
prolonged exposure causes a feeling of profound sadness.

Brother Alaric: A stern, grizzled Keeper consumed by suspicion. He believes
outsiders are intentionally draining the lantern and demands the party
prove their loyalty through rigorous tests. He's willing to share tactical
knowledge but distrustful of anyone.

Sister Lyra: A compassionate, but increasingly erratic, Keeper haunted by
visions of the encroaching darkness. She’s convinced the entity feeds on
memories and desperately seeks a way to restore the lantern's power. She
offers cryptic clues but struggles to remain coherent.

Kaelen the Warden: A former guard who was left behind when the faction
retreated. He knows the secret passages but demands the party help him
escape. He's paranoid and checks over his shoulder constantly. Can be
bribed with food or convinced through shared stories of betrayal. Will turn
on the party if he thinks they're working with the faction.

Zephyr the Echo: A semi corporeal echo of a long dead Keeper, trapped
within the shifting corridors. He offers fragmented warnings about the
entity's nature and hints at a forgotten ritual to bolster the lantern. He is
easily distracted and prone to rambling.

Silas (Spectral): The last remaining Keeper, trapped in a desperate struggle
against the parasitic entity. He's consumed by guilt and fear, offering
increasingly desperate pleas for assistance but prone to fits of rage and
despair.

PIOT RESOLUTIONS

The adventurers could attempt to fully restore the lantern using the
Whispering Scroll, risking a permanent psychic e...

The adventurers might choose to betray the Keepers of the Ember, seizing
the Emberstone Shard to sell it and leaving...

The adventurers could negotiate with Kaelen the Warden, assisting his
escape and gaining access to a hidden network o...

The adventurers might confront and defeat the spectral Silas, severing the
entity’s connection to the lantern and wea...

The adventurers could utilize Zephyr the Echo’s fragmented knowledge,
discovering a forgotten ritual within the mural...

The adventurers could choose to permanently sever all connections to the
Citadel, collapsing it entirely to prevent f...






