
The Black Lotus Masquerade

Campaign Overview
Title: The Black Lotus Masquerade

Theme/Genre: Mystery, Intrigue, Glamour, Clandestine

Heist

Tone: Suspenseful, Stylish, with touches of Dark Humor

Target Level for Players: Level 5

Expected Duration: 2 hours

Player Focus Preferences:

Combat: Medium

Roleplay: High

Exploration: Medium

Backstory and Setting
World Overview:

The adventure unfolds in the vibrant and decadent city

of Vhanidesh, renowned for its flourishing trade routes,

lavish nobility, and seedy underbelly populated by

shadowy crime syndicates. Here, magic entwines with

art, music, and wealth, while beneath the city’s opulent

exterior, forbidden secrets bloom like a black lotus.

Local Area:

Tonight’s tale is set at Amarath Manor, a magnificent

estate perched atop the cliffs of the Sapphire Wharf. It

hosts the season’s most anticipated event—the Black

Lotus Masquerade. This exclusive gala is orchestrated

by the enigmatic and suspiciously young noble,

Countess Marivel LaCroix. Whispers suggest that

beneath the flow of wine and sparkling masks, political

and arcane powers play a dangerous game.

Historical Context:

Marking the 10th anniversary of Countess LaCroix’s

succession, the Masquerade also coincides with the

Festival of Shadows, a semi-taboo holiday celebrating

the balance between light and darkness. While the city’s

elite are drawn like moths to a flame, the common folk

fear the dark magic that resurfaces each decade during

the festival.

Important NPCs:

Countess Marivel LaCroix (Host): A charming but

mysterious young noblewoman with potential

ulterior motives for the gala.

Cedrick Vane (Master of Ceremonies): A former bard

with a sharp wit, overseeing the event. His allegiance

to the Countess may be faltering.

The Black Lotus Club (Villainous Group): A

secretive cabal dealing in magical artifacts and dark

rituals, rumored to have infiltrated the party.

Lady Isolde Starkriver (Potential Ally): An

unorthodox archaeologist suspecting the Countess of

necromantic ties.

Gideon Solvain (Antagonist): A dual dagger-wielding

enforcer for the Black Lotus Club, tasked with

securing a specific artifact.

Plot Hook
The adventure opens at the gates of Amarath Manor,

where players arrive with either forged or legitimate

invitations. As hired spies, daring thieves, or curious

citizens, they are informed by their benefactor that one

of the guests plans to use the Mirror of Midnight, an

ancient magical artifact, during the midnight chime.

This artifact is said to open portals to the Shadow

Realm. The party’s mission: uncover the artifact,

prevent disaster, and escape alive.

Primary Objective:

Recover or disable the Mirror of Midnight before it

activates at midnight.

Secondary Objectives:

Identify Black Lotus Club operatives at the event.

Uncover the truth about the Countess’s family’s

disappearance.

Leave with riches, alliances, or crucial evidence.

 

 



Key Locations
Location 1: The Manor Grounds
(Starting Area)

Atmosphere:

A moonlit courtyard brims with masked nobles, magical

lanterns, and tinkling fountains, while a string quartet

plays haunting melodies.

NPCs & Encounters:

Guards patrol with alternating boredom and

vigilance.

A drunken minor noble disrupts harmony,

presenting an opportunity for the party to maneuver

through security.

An informant may, for a price, reveal intel about

shady figures inside.

Challenges:

Bypass patrols without drawing too much attention.

Navigate high society’s social nuances.

Location 2: The Grand
Ballroom (Intermediate Area)

Atmosphere:

The ballroom dazzles under glittering chandeliers, with

enchanted mirrors reflecting illusionary dancers. A

crowd of the powerful and beautiful buzzes with half-

truths and veiled threats.

Encounters:

Puzzle: A locked vault bears a crucial relic; clues

hidden in decor and dialogue reveal the code (a verse

on a guest’s invitation).

Roleplay: Lady Isolde Starkriver debates

philosophies with Countess LaCroix; players can

interject to gather intel or heighten suspicion.

Combat (Optional): Gideon Solvain discreetly stalks

the crowd, ready to counter any threats to the Black

Lotus’s plans.

Challenges:

Maintain a low profile while gathering intel or

solving the vault puzzle.

Evade identification by guards or Black Lotus

operatives.

Location 3: The Shadow Ritual
Chamber (Final Area)

Atmosphere:

Beneath the manor lies a hidden chamber of black

marble lined with glowing purple veins. The Mirror of

Midnight hangs suspended between chains of void

magic, its glyphs pulsating ominously as the ritual

advances.

Encounters:

Boss Fight: Gideon Solvain alongside Black Lotus

Cultists (4-6 minor casters).

Environmental Challenge: Every round during the

ritual, corrupted shadows manifest, adding tension.

Trap: Tampering with glyphs invites necrotic

backlash; perception/insight checks offer subtle hints

on their function.

Climactic Stakes:

Stop the ritual to prevent a portal affecting the party and

consuming the city.

Encounters and
Challenges
Combat

Gideon Solvain (CR 5):

Role: Agile enforcer, adept at close combat.

Abilities: Bonus Action Dash, dual-attack daggers,

poison damage.

Black Lotus Cultists (CR 2):

Role: Support casters.

Abilities: Basic necromancy spells like Chill Touch,

Darkness.

Roleplay

Countess LaCroix:

Interaction: Tight-lipped, yet swayed by inquiries into

her family’s legacy or compelling evidence.

Dialogue Hooks:

<I tire of these games. What are you really

after?=

<The world is cruel, darling. Let me show you

how to master it.=

Puzzle/Trap

The vault combination aligns with patterns in

masquerade masks, revealed through Lady Isolde’s

verse: <In the eyes of the owl, truth prevails / Count

thrice the stars that shimmer pale.=

 

 



Climax and Resolution
Final Challenge:

Players must end the ritual and decide the fate of the

Mirror and Countess LaCroix. Options include:

Destroying the Mirror (risking powerful energy

surges).

Securing and absconding with the Mirror (allowing

campaign continuation).

Negotiating for the artifact’s protection.

Resolution Paths:

Success:

Prevent the portal’s opening, earn Lady

Isolde’s favor, or neutralize the Black Lotus

plot.

Failure:

The Shadow Realm’s encroachment begins,

plunging the city into chaos.

Rewards
Loot:

Whispering Dagger: Uncommon magical item; a +1

dagger dealing 2 psychic damage once per short

rest.

Vault Contents: Valuable items worth 300 gp,

inclusive of fine gems/artifacts.

Story-Based Rewards:

Enhanced reputation among city elites or

underworld figures.

Experience Points:

Adjust to fit player levels, rewarding ritual prevention

and ingenuity.

Supporting Details
Stat Blocks:

Utilize standard Cult Fanatic stats, with minor

modifications for the Black Lotus Cultists.

Map:

Provide a basic sketch of Amarath Manor, highlighting

the ballroom, balcony areas, and concealed lower

chambers.

Player Handout:

Offer players a fragment of ancient glyphs or a vivid

depiction of the Mirror of Midnight.

Atmosphere Enhancer:

Opt for ethereal and ominous classical music, such as

<Danse Macabre=.

Flexible Outcomes
Alternate Paths:

Should the party ally with the Countess, they might

counter the Black Lotus and form an uneasy alliance.

Unexpected Player Actions:

If players attempt to wield the artifact’s power,

showcase the artifact’s volatility through unexpected

consequences.

Post-Game Wrap-Up
Debrief Questions:

What was the highlight of your evening?

Were your goals and objectives clear and

achievable?

Would you be interested in continuing the story arc?

Epilogue Options:

If the ritual faltered but the mirror persists, future

adventures could involve nullifying other Black Lotus

Club operations.

Enter a world of endless glamour, tangled motives, and

a ticking clock… welcome to The Black Lotus

Masquerade.

 

 


