BONE ORCHARD’S WHISPER

The Bone Orchard sprawls beneath a bruised twilight sky, a desolate expanse choked with the bleached skeletons of countless victims. A sickly, pearlescent fungal bloom, the Bone Bloom, pulses with an unsettling
light, twisting the very air with a chilling whisper of forgotten anguish and the promise of encroaching decay.

HOOKS & RUMORS

ENCOUNTERS (D6)

NPCS

o A Silent Keeper scout reported seeing ritualistic bone carvings near the
Bloom’s edge, accompanied by chanting - suggesting a deliberate
attempt to accelerate its growth and appease the Silenced Scream.

o Locals whisper of a missing cartographer who meticulously mapped
the Orchard’s shifting paths; his last entry spoke of a “living map”
within the Bloom’s core.

o The Keepers’ recent “cleansing” of a section of the Orchard resulted in
a surge of necrotic energy, leaving behind a perfectly preserved, yet
agonizingly silent, warrior skeleton.

o A desperate farmer seeks aid - his livestock are being drawn into the
Bloom, their life force fueling an unnaturally vibrant, localized patch
of fungal growth near his fields.

o Rumors circulate of a hidden chamber beneath the Orchard’s central
mound, containing ancient texts detailing the Keepers’ flawed
understanding and a possible key to silencing the Silenced Scream.

RANDOM EVENTS (D6)

1 Spectral Echoing Galleries: A chorus of tormented voices fills the corridor, briefly
Choir overwhelming a player with a wave of despair and forcing a DC 12 Wisdom
saving throw. Failure results in temporary madness.

2 Bloom Surge | Bone Bloom Nexus: The Bone Bloom suddenly expands rapidly, creating a
localized zone of necrotic decay that deals 2d6 necrotic damage to anyone
caught within it.

3 Keeper’s Weeping Gate: A Silent Keeper appears, warning the party about a “dark

Warning presence” within the Orchard and demanding they leave immediately. He
offers a cryptic clue about the Silenced Scream's weakness.

4 Echoing Chamber of Echoes: A specific glyph on the wall begins to glow, triggering a

Resonance brief vision of a past tragedy - a desperate battle or a horrific death. The vision
provides a clue to the Silenced Scre...

5 | Shifting Bone Bloom Nexus: The ground beneath the party’s feet shifts, revealing a

Sands small, hidden chamber containing a single, perfectly preserved skeleton
clutching a silver key.

6 Warden’s Echoing Galleries: Kaelen the Warden, alerted to the party’s presence,

Pursuit attempts to ambush them from the shadows, wielding his bone whip.
The Weeping Gate

A narrow archway carved from bleached bone leads into a circular chamber
dominated by a colossal,...

Weeping Gate

Dim phosphorescent fungi line the walls, casting an eerie green glow.
Echoing Galleries

A twisting corridor of bone carved chambers, perpetually damp with a slick,
mineral rich condensa...

Bone Bloom Nexus

A vast, central chamber dominated by a colossal, pulsating Bone Bloom.
The Silent Sanctum

This octagonal chamber is the heart of the Silent Keepers’ operations,
dominated by a massive, ci...

The golem activates when the lever is pulled, blocking the
exit. It’s vulnerable to water damage from the dripping
stalactites. Players can use the pillars for cover or try to
disable it by breaking the rune on its back. If defeated
peacefully, it reveals a hidden passage.

1 | Guardian
Golem

Two Silent Keepers, clad in grey robes, patrol the corridor,
wielding bone whips. They are fiercely protective of the
glyphs and will attack anyone attempting to decipher them,
utilizing flanking maneuvers and ranged attacks.

2 | Silent Keeper
Patrol

The Bone Bloom actively attempts to engulf a player
attempting to approach the center. The player must succeed

3 | Bloom’s

Embrace on a DC 14 Dexterity saving throw or be restrained by the
Bloom's tendrils, taking necrotic damage each round.
4 | Warden’s Kaelen the Warden appears as a spectral image, repeating his
Reflection last moments of betrayal and despair. Players can attempt to

soothe him with a sincere expression of empathy (DC 16
Charisma check) to gain a clue about the Silenced Scream’s
origins. Failure triggers a hostile apparition attack.

The Keepers are attempting to bind an echo with a petrified
wood chain. Disrupting the ritual requires a DC 18
Intelligence (Arcana) check, potentially weakening the
Silenced Scream’s influence in the Orchard.

5 | Keeper’s
Ritual

A cluster of three animated skeletal guards emerges from the
shadows, attempting to overwhelm the party with

6 | Animated

Skeletal coordinated attacks. They are resistant to bludgeoning
Guard damage but vulnerable to piercing.
Ambush

TREASURE

Whisperstone Amulet — A small, polished bone shard that faintly
whispers secrets when held. It grants advantage on Wisdom (Insight)
checks but also slowly drains the wearer’s memories, causing
disadvantage on Intelligence checks.

Chain of Binding — A petrified wood chain used in the Keeper’s ritual. It
can be used to restrain enemies, but it’s also incredibly fragile and easily
broken. Successfully breaking it reveals a hidden compartment
containing a scroll of “Silence.”

Bloom’s Heart — A pulsating, luminescent fungal core harvested from the
Bone Bloom. It radiates intense necrotic energy and can be used as a
potent poison or to animate skeletal remains for a short time.

Echo Shard — A fragment of solidified echo energy, radiating a chilling
aura. It can be used to briefly glimpse past events or detect lingering
traces of trauma, offering advantage on Perception checks.

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.

Sister Lyra: A zealous Silent Keeper obsessed with the eradication of all
echoes. She believes that any empathy is weakness and that the Silenced
Scream must be extinguished at any cost. She will offer a reward for the
capture of any “corrupted” soul.

Silas Blackwood: A disgraced scholar who was exiled from the Silent
Keepers for questioning their methods. He possesses fragmented
knowledge of the Orchard’s history and the nature of the echoes, offering
cryptic clues if approached cautiously.

Master Theron: The leader of the Silent Keepers, a gaunt and unyielding
figure consumed by his duty. He is deeply invested in the “binding” ritual
and will vehemently oppose any attempts to disrupt it.

PLOT RESOLUTIONS

The adventurers could attempt to permanently silence the Silenced
Scream by disrupting the Silent Keepers’ ritual, po...

The adventurers might choose to aid Kaelen the Warden in escaping the
Orchard, gaining his knowledge of secret passag...

The adventurers could seek to understand the Bone Bloom’s growth by
deciphering ancient texts found within the Silent...

The adventurers might negotiate a truce with Sister Lyra, offering her a
means to “purge” the echoes while secretly u...

The adventurers could destroy the Bone Bloom Nexus, eradicating the
source of the echoes’ corruption but triggering a...






