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Funeral Mask

Content

Objective

Tagline
Delivery

Several hauntings in different locations are caused by fragments of 
the same cursed item.

Backstory A curious graverobber stole a funerary mask from an unmarked 
tomb several months ago. The grave belonged to Sylwraek the 
Great, a Sheshy war hero. It was made from a delicate material 
and the graverobber shattered it to sell as precious gems. He used 
the fragments of the mask as buy-in on a card game and lost all                
of them.

Now the new owners are haunted by pieces of Sylwraek’s                   
consciousness, including the innkeeper who hosted the game.                    
The graverobber has the remaining stolen goods and lives                      
comfortably somewhere close by.

The Keeper of the Grave, a Spirit of the Forest, will want to claim 
the graverobber’s life to reforge the Mask and put Sylwraek to rest 
again. The players will have to decide if they are willing to kill 
to put the ghost to rest, saving the affected families and sparing 
Sylwraek from suffering.

The game happened ten weeks ago.

Tangent 
Entity

The players will arrive at an Inn, where something is off. It is              
completely empty, and there are strange noises. After a few rounds 
of questioning the Innkeeper will divulge what is wrong.

Horizon The Innkeeper will ask the players if they could help to lift                    
the haunting.

Act 1 - Discovering the truth
Searching the Inn, finding the source of the haunting (I1), finding 
background information.

Act 2 - Finding the Shards
Using the information supplied by the Innkeeper to find the                     
participants in the card game and collect the shards.

Act 3 - Breaking the Curse
When the shards are collected, the curse increases, the players will 
need to find the Graverobber, and the tomb where the mask was 
buried, then decide what to do.

Depth

Secrets  佅 The owners of the shards are not easy to find.
 佅 The haunting is the product of a great hero in agony.

Ideals  佅  The great hero deserves its rest, regardless of the cost.
 佅 Ghosts do not have a right to ‘life’.
 佅 It is not right to sacrifice the Graverobber, no matter the cost.

Consequences  佅 The Innkeeper commits suicide when his family is gone and 
his Inn is bankrupt.

 佅 The Spirit haunts the players if they forget about the 
fragments.

 佅 The Graverobber dies in a bar brawl and cannot make 
amends by dying.

Storyline

Act 1

1. Cold Ale
Event

The players enter an empty inn. A set of strange experiences 
may prompt them to ask the Innkeeper what is happening. The 
Innkeeper asks them for help. They will be led to the shards, but 
not to their origin.

2. Sage
Character

If necessary, there must be a Sage to help the players identify what 
the shards are, and to tell the tale.

This will lead the players to find the rest of the shards. The sage 
will give them the means to locate the rest of the Mask shards.

Act 2

3. Farmer
Character

A shard is owned by a Farmer from a nearby village, the way to 
another quest. The Farmer has hidden the shard and all gambling 
winnings in order to save gold to move to Triatan.

4. Story I
Clue

In an Inn there is a story of a local fisher going insane, jumping into 
the river, disappearing. The fisher had told a friend of a ghostly 
apparition.

5. Haunts
Event

The fisher’s cabin by the riverbank has been taken by bandits. It is 
still haunted by the shard hidden under the floorboards,

6. Trader
Character

One trader at a market has no customer, despite having a lot of 
great merchandise. The Trader looks horrible and is talking loudly 
without anyone to speak to. The Trader has a shard in the pocket.

7. Story II
Clue

At the Inn there is rumours of dark works of poetry and fiction, 
depicting apparitions and all manner of horrors.

The works are written by a local brewer, who suddenly                           
started writing.

8. Brewer
Character

The Brewer is rather enjoying having the shard, being inspired to 
write horrible works of poetry and fiction. Has to be convinced to 
give it up.

9. Tailor
Event

The last shard is with a poor tailor, old and alone - not minding the 
company of the apparitions.

Act 3

10. Grave-
robber
Event

Finding the Graverobber is not easy. Traces are found in the Arc 
events. The Graverobber is living on a Tavern, drinking excessively.

11. Shrine of 
Unlife
Quest

The arc ends at this point, where the mask will be put back into 
place and the players will have to decide whether to spare the 
Ghost or the Graverobber.

Timeline

1. Cold Ale (Event)

Archetype Supernatural

Backstory Since the game night, the Innkeeper has suffered falling                              
profits, with travellers rather setting up tents outside of the Inn 
than spending time in there.

The Ghost of Sylwraek is shattered, speaking in an old Sheshy 
dialect of things that happened long ago. The Innkeeper is slowly 
going insane and depressed from the constant disruptions and 
horrors.

Trigger Feasting at the empty Inn, noticing disembodied voices calling out 
from the dark corners.
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Course 
of Events

This shard of Sylwraek’s ghost contains war memories and trau-
mas. Enemies’ screams and apparitions of body parts, entrails and 
worse details from a war appear out of nowhere, subtle and softly.

Screams may at first seem like the creaking of a door. Slowly it 
will be undeniable that something supernatural is happening. The 
shard rests in the cash box at the Innkeeper’s desk.

When it gets obvious, the Innkeeper will start to cover it up and 
when that facade falls down, the Innkeeper will open up.

The players will be told about the hauntings,  the Innkeeper doesn’t 
know what causes them (O1).

NPCs Innkeeper

Encounters

Obstacles O1 (The Cause)

Items I1 (Shard)

Clues C1 (The Owners)

Survival The shard drains 1 SR per hour spent in the Inn, while it still 
remains within a home.

5. Tailor (Event)

Archetype Supernatural

Backstory The Fisher who owned the shard commited suicide a two weeks 
ago, rumours spread and the abandoned cottage now has new 
inhabitants, bandits.

They moved in only a three days before the players arrive and are 
still eating from the granary and drinking what was stored. 

Trigger The players arrive at the Cottage.

Course 
of Events

Drunk and unaware the Bandits are very aggressive once the play-
ers arrive. Two of them are outside of the cottage enjoying a pipe 
each.

When noticing the players, they will fumble to get out their weap-
ons, with attempts of intimidation (E1). The bandits inside the 
cabin will also attempt to protect their new home (E2).

The shard is hidden beneath the floorboards (O2).

NPCs -

Encounters E1 (Bandits I), E2 (Bandits II)

Obstacles O2 (Finding the Shard)

Items I1 (Shard)

Clues -

Survival -

9. Tailor (Event)

Archetype Supernatural

Backstory The Tailor was by accident at the Tavern that night. Buying in 
for a once in a lifetime experience. Won some shards from the 
Graverobber and went home. Has been living with the ghosts ever 
since.

Trigger Entering the woods near the tailors house.

Course 
of Events

The players will notice song as soon as they enter the vicinity of the 
Tailor. The ghosts in that shard contain happy memories of family, 
childhood and song.

The tailor is enjoying the company while sewing clothes as never 
before, sitting in the workshop of the cottage.

NPCs Tailor

Encounters -

Obstacles O3 (Gifts)

Items I1 (Shard)

Clues -

Survival -

11. Shrine of Unlife (Quest)

Short Mystery Adventure

Tagline The Mask has to be buried with Sylwraek and a life offered                          
to Keeper of the Grave.

Backstory An ancient tomb filled with remnants of important heroes.                
They are guarded by the Keeper of the Grave, 

The Shrine was robbed by the Graverobber, causing the Spirit of 
Sylwraek to be awakened.

Tangent When the Graverobber tells the players where the Shrine of                   
Unlife is.

Horizon The players will have to put Sylwraek to rest, either by destroying 
the ghost or by reforging the mask and giving the Graverobbers life 
to the Keeper of the Grave.

They will have to travel to the Shrine and decide between Sylwraek 
and the Graverobber. The curse on the Mask drives the conflict.

Support Content
Add Quests, Events, Characters and Clues in order of appearance in the timeline.

NPCs

O ther

Innkeeper Villager (Farmer)

The host of the card game. Is slowly growing insane from the 
hauntings, but is too attached to the Inn to leave. Will try to help 
the players as best as possible

Sage Magician (Savant)

Someone trained and interested in hauntings, ghosts and magic. 
Has leads on where to find a Spirit Box (I3), and also help with the 
origin of the shards.

Farmer Villager (Farmer)

The Farmer has not noticed the hauntings yet, but is very willing 
to trade the shards, if the players get there. Is most known for the 
blueberry wine produced at the farm, served at the game night.

Trader Villager (Trader)

The trader is actually rich, but does love the trade, which is now 
crumbling. All shreds of sanity have been taken away as the trader 
speaks to the shadows. It clothed in mud-soaked rags peddling 
wares alone at a market.

Brewer Outsider (Artist)

The Brewer used to create luxury oils and premium ale, but has 
now used inspiration from the hauntings to create poems and dark 
stories. Does not want to give up the shards,

Tailor Villager (Craftsman)

The tailor is old and frail and the shards is the only  bright spot in 
an otherwise dull life. all traces of family are gone. Will offer to give 
away the shard.

Graverobber Archetype (Sub-type)

Is living in comfort on occasional winnings, but in perpetual guilt. 
Drinks to get over the guilt and into stillness.
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Player Experience Level     Amount of players

E1 Bandits I
Easy

2 X Bandit (1)

They are drunk and very aggressive, when 
approached.

E2 Bandits II
Challenge

6 X Bandit (1)

They are drunk and sitting down when the 
players enter. The Bandits are crystal clear that 
they will kill the players.

Obstacles

O1 The Cause
Mystery

The Inn is haunted, but the Innkeeper does 
not know the cause. The only thing is that it 
started shortly after the card game.

O2 Finding the Shard
Exploration

The shard has been hidden under a loose 
floorboard under the living room table.

O3 Gifts
Mystery

The Tailor has nothing but the hauntings 
left, if the players do not want to be entirely                 
ruthless, they will have to trade something. 
Wants company.

Clues

C1 The Owners Farmer - Makes blueberry wine and is the 
only one in the area who does in volume. The 
Innkeeper bought a few bottles.
Fisher - Lived along one river which extends 
through a larger area.
Trader - Was going to a specific village or town 
a good while away.
Brewer - Created luxury oils for the rich (in 
addition to ale), and lived in another area.
Tailor - Created traditional garments used by 
elders and community leaders. Lives in a cot-
tage outside of a village.
Innkeeper - Is the first the players meet, has 
the shard hidden in the cash box.

C2 Story I On their way, the players hear stories of a local 
fisher going suddenly commiting suicide, leav-
ing the cabin empty.

They hear that the fisher had a friend in the 
village/town/city. The friend knows that the 
fisher heard disembodied voices.

C3 Story II A minstrel on an Inn recites a dark poem about 
madness and indifferent entities. The players 
have never heard a poem like that.

The poem was written by the brewer and the 
minstrel was inspired.

Items

I0 Experience reward: 11.
Loot reward: 11D6 x 10.
Trait reward: 11D6.
Item reward: X

I1 Shard Mag 1, Fla Void, Soul Altera
Accessory, Cursed (Severe haunting)

The mask is broken up into several shards. 
Each of the characters have a handful of        
broken shards.

I2 Funeral Mask Mag 24, Fla Void, Soul Altera
Accessory, Cursed (Deadly haunting)

The twenty-four shards (I1)  together create 
the Funerary Mask of Sylwraek the Great.

I3 Spirit Box Deep Magic

Carries a scent of ashes. A small oak chest dec-
orated with delicate amber stones. It dampens 
the effect of magic auras and effects within it. 
It does not, however remove them.

Notes

Story Hooks

1 Sylwraek had a legendary spear, which is also gone from the grave.

2 The Keeper of the Grave wants to deliver a message to its descendants i 
Shesyrinnam.

3 The Graverobber has a final wish before dying, being buried near family.


