THE GOLDEN CAGE
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CAMPAIGN OVERVIEW

Title: The Golden Cage

Theme/Genre: Mystery, Intrigue, Fantasy

Tone: Suspenseful with undertones of moral grayness
Target Level: Level 3

Expected Duration: 2 hours

Player Focus Preferences:

* Combat: Medium
* Roleplay: High
¢ Exploration: Medium

BACKSTORY AND SETTING
‘WORLD OVERVIEW

Thalindor is a realm where magic hums in the air,
mysterious ruins stand as echoes of ancient power, and
kingdoms vie for supremacy amid fractured treaties.
Centuries ago, this world was united under the rule of a
grand golden empire, now lost to time and reduced to
competing city-states.

LocAL AREA

The adventure unfolds in Valithorne, the “Gilded
Realm.” This opulent city-state is infamous for its trade
in magical artifacts, its skyline punctuated by golden
spires, and an aristocracy that hides its ambitions
behind layers of secrecy. Here, magic is woven into the
very fabric of society, yet a stark disparity between the
affluent and the impoverished teeters on the edge of
chaos.

HistoricaAL CONTEXT

Nearly a century ago, Duchess Ystriel Haylen, the ruling
aristocrat of Valithorne, vanished mysteriously, leaving
no known heir. Her disappearance catalyzed a power
vacuum now filled by The Aurum Assembly—a
consortium of dominant merchant families. Rumors
persist of the duchy’s rightful heir confined within a
“golden cage,” tales dismissed by many as folklore.

IMPORTANT NPCs
1. Kazran Delvewhisk (Halfling Rogue)

¢ Role: Information broker and ally to the party.
e Motivation: Seek profit and disrupt the
Assembly.
2. Lady Althea Emberlyn (Human Noble Sorcerer)

¢ Role: Sympathetic member of the Assembly.
¢ Motivation: Overthrow the corrupt elite and
restore justice.
3. The Gilded Sentinel (Animated Armor)

¢ Role: Protector of the cage.
e Motivation: Bound by duty, seeking release.
4. The Pale Jester (Changeling W arlock)

¢ Role: Enforcer for the Assembly.
¢ Motivation: Protect the Assembly’s interests
at any cost.

PrLoT HoOK
OPENING SCENE

As evening settles over Valithorne, the party gathers in
the dimly lit Golden Flask Tavern, nestled within the
city’s bustling lower district. The air is laden with the
smell of sweat and ale, and a boisterous song spills from
the corner.

Kazran Delvewhisk, a nimble halfling with a sharp
gaze, approaches your table. He waves off the tavern
noise and leans in conspiratorially, “I've unearthed a
secret that could shake Valithorne to its core, if you're
willing to hear me out...”



Just as Kazran lays out his proposition—the location of
the legendary “golden cage”—a thundering explosion
tears through the tavern entrance. Shadows coalesce
into Assembly enforcers, eager to silence Kazran
forever. The party must choose: fight their way out or
negotiate their safety.

PRIMARY OBJECTIVE

The party’s mission is to unveil the truth behind the
golden cage and its connection to the hidden legacy of
Valithorne.

KEY LOCATIONS

LocATION 1: THE GOLDEN FLASK
TAVERN (STARTING AREA)

¢ Atmosphere: The tavern is a cacophony of raucous
laughter and clinking mugs. Distant lantern light
dances across stained walls adorned with faded
tapestries.
e NPCs:
e Kazran Delvewhisk: Charismatic and elusive.
¢ Assembly Enforcers (3): Stern, imposingly

armored figures intent on silencing dissidents.

¢ Encounters:

¢ Combat: A skirmish with enforcers wielding
short swords and crossbows.

¢ Roleplay: Persuade the enforcers to back
down using guile or intimidation.

¢ Exploration: Discover hidden parchment
under loose floorboards. It bears the
coordinates to The Amber Spire.

LocATIiON 2: THE CATACOMBS
BENEATH VALITHORNE
(INTERMEDIATE AREA)

¢ Atmosphere: The catacombs are a somber, echoing
labyrinth of timeless stone. Whispering spirits of the
past occasionally flicker in the gloom.
¢ NPCs:
¢ Shadows of the Forgotten: Echoes of souls
long forsaken.
¢ Lady Althea Emberlyn: A clandestine ally who
offers insight and assistance.
¢ Challenges:
¢ Puzzle: Runes adorn a sealed door, requiring
an Arcana-based puzzle to align symbols of
virtues (Intelligence + Arcana DC 14).
e Combat: Confront animated gilded guardians
defending the path.
¢ Roleplay: Persuade Althea to guide you, she
cautions against harming the heir.

LOCATION 3: THE AMBER SPIRE
(FINAL AREA)

¢ Atmosphere: The spire rises imperiously, its golden
latticework aglow with arcane energy. A profound
stillness pervades the upper chamber.
e NPCs:
¢ The Gilded Sentinel: Dutiful protector of an
enigmatic prisoner.
¢ The Pale Jester: An ominous figure who seeks
to thwart the party.
¢ The Heir: A serene, ethereal being in
crystalline stasis, encased within an
exquisitely wrought cage.
¢ Challenges:
¢ Combat: Defend against the Sentinel, or seek
peaceful resolution.
¢ Puzzle: Unlock or dispel the arcane binding
on the cage (Arcana DC 16).
¢ Moral Dilemma: Decide the heir’s fate—
unleash potential instability or preserve the
current regime.

ENCOUNTERS AND
CHALLENGES
COMBATS

¢ Tavern Enforcers:

¢ Stat Block: Use Bandit stats, HP 20 each.
¢ Tactics: Target Kazran initially to add urgency.
¢ Gilded Guardians Swarm:

¢ Stat Block: Medium Animated Object.
¢ Tactics: Vulnerable to thunder attacks, swarm
and overwhelm strategy.
¢ The Gilded Sentinel:

e AC:18
e HP: 60
¢ Attacks: Multi-attack with Sword Slash (2d8 +
4 damage).
¢ Legendary Action: Blinding Gleam forces
Constitution save (DC 14) to avoid blindness.
e The Pale Jester:

¢ Stat Block: Custom Changeling Warlock
(Level 3).

¢ Tactics: Uses Eldritch Blast, Hex, and
repositioning via Misty Step.

PuzzLE

The Rune-Locked Door: Align symbols of Mercy, Justice,
and Sacrifice in sequence. Hints whispered by the
catacombs’ lingering spirits can aid players in solving
the puzzle.



CLIMAX AND RESOLUTION
FINAL CHALLENGE

¢ Objective: Overcome or outwit the Gilded Sentinel.
¢ Decision Point: Free the heir and risk civil unrest, or
maintain the current power structure.

STAKES

¢ Success: The heir’s emergence brings
transformative change to Valithorne, its implications
unknown.

¢ Failure: The party faces wrath from the Assembly,
potentially resulting in capture or elimination.

REWARDS
LooT

¢ Gilded Sentinel’s Treasure: “Aegis of Radiance”
(shield with +1 AC and once/day Shield of Faith
spell).

¢ The Pale Jester’s Loot: A satchel containing 150 GP
and an infernal contract outlining covert Assembly
activities.

STORY REWARDS

¢ Ally: Potential future aid from the grateful heir.
¢ Influence: Favor with Lady Althea, opening avenues
of nobility and espionage.

SUPPORTING DETAILS
STAT BLOCKS

e Use Monster Manual for Thugs, Animated Object,
Animated Armor.
e Custom Warlock build for The Pale Jester at Level 3.

MApPs

¢ Provide simple diagrams for the Catacombs and
Amber Spire with annotated pathways and objective
markers.

HANDOUTS

1. Map Fragment: Mysterious parchment provided by
Kazran.

2. Golden Cage Sketch: Vivid drawing of the enchanted
cage, by an anonymous witness.

SUGGESTED ATMOSPHERE

e Catacombs: Haunting cello music for an eerie
ambiance.

e Amber Spire: Resonate orchestral scores to invoke
grandeur and melancholy.

FLEXIBLE OUTCOMES

If the heir perishes, the cage unleashes a wide-
reaching curse over Valithorne, opening unforeseen
plot lines.

¢ Forge a pact with The Pale Jester, locking the truth
away for personal gain.

AD-LIB TIPS

e Use Kazran for humor or to steer the party with
exposition.

¢ Introduce repercussions, like being pursued by the
Assembly, if the players opt to leave.

PosT-GAME WrAP-UP

Reflect on the impact of the party’s decisions on
Valithorne. Discuss potential long-term consequences,
like the power balance shifts or future campaigns
aligned with or against The Aurum Assembly.
Encourage player feedback on their experiences,
helping gauge the campaign’s success and areas for
development in sequels.



