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INHERITANCE 
This adventure is designed for a of 1st – 4th level party. 
 
When the Turami conquered the lands of Rashemi those 
who objected were killed, enslaved, or forced to flee. 
Decades later, a woman, who claims to have inherited a 
key from her family, seeks to claim its contents. In 
desperate need of money, she has hired the characters to 
retrieve its contents. It is a gamble that something 
worthwhile still lays within its hidden walls. 
 The battle left the city of Immilimar scared. The 
powerful magic used, still coats parts of the city in a 
gloomy shadow, even during the day. The dark part of the 
city remains dangerous ruins, riddled with the remnants 
of magical battles and haunted creatures from the 
Shadowfell. This section of the city has been walled off and 
is now illegal to enter without permission from the Turami 
hierocracy, something doesn’t happen often. 
 When ready to start, read or paraphrase the following. 

Your party is approached by a short, aged woman, with long 
thick black hair, and deep tan skin. She is wearing dirtied 
trousers, a cloak, and looks as if she has not seen a bath in 
weeks. She looks to you and ask in a faltering shy voice, 
“…uh..uhm. Are you adventurers?” She proceeds, eyes 
toward the floor, “My..uh..name…is Fyevarra…uh Immith, 
and uh…I need your help.” 

FYEVARRA IMMITH 

The first time Fyevarra meets the characters, her 
nervousness is just an act. She has heard the valor of 
adventurers is as great as their greed. Since she has no 
value to offer them up front, she offers a portion of 
anything they find inside the vault, if anything.   
 She shares the following information with the 
characters. 

• She comes from the once powerful and devout noble 
house of Immith.  But when the Turami conquered her 
land, her family was massacred and she was forced to 
flee, leaving behind the family’s wealth and legacy. 
Returning now, only because her husband passed and 
many of her possessions were taken away. The only 
thing she had left were the clothes on her back, and a 
key inherited from her father. [Half Truth – Fyevarra 
was a house slave beat and mistreated and is seeking 
restitution for her suffering at the hands of the Immith 
house.]  

• While she has no doubt that the mansion has been 
pillaged and ransacked over the last 50 years, there is a 
chance that the family’s hidden vault, containing her 
inheritance, may remain untouched.  

• Unfortunately, she discovered that the manor has been 
locked away behind a wall that is now forbidden to 
enter. The area, cast in an ever-perpetual gloom due to 
magic from the battle, has nearly merged with the 
Shadowfell. Monsters freely walk the forbidden area. 

• She can provide a map to the mansion. The characters 
will need to enter the walled off area of the city, 
whether by stealth, force, or with permission.  

• Fyevarra offers the characters 5% of the value of what 
they find inside the vault. If pressed she is willing to go 
up to 20%, or she can be persuaded to allow the 
characters to choose their rewards from what is found. 

OVER THE WALL 

The characters can acquire a wall pass, at a hefty fee, from 
the local Turami Councilman, Romero Falone (M, LN, 
knight). As DM you can decide how much of the party’s 
money is needed. This may discourage the characters from 
accepting this quest. Remind them of the potential reward 
to encourage them to continue. If they choose to sneak in, 
they must pass a group DC 22 Dexterity (Stealth) check.  
 During travel in the forbidden area and in the mansion, 
the perpetual gloom takes on the effect of the Optional 
Rule: Shadowfell Despair (DMG). Additionally, roll on the 
following encounter table when you deem it appropriate 
for your story as the characters adventure through the 
forbidden zone into the Immith mansion. 

ENCOUNTERS 
d6 Monsters, Hazards or Traps 
1 Yellow mold (DMG) 
2 4 shadow 
3 2 darkmantle with 1 gray ooze 
4 Shadowfell corrupted Poison Needle Trap (DMG), roll 

on Long-Term Madness Table (DMG) if poisoned. 
5 2 will-o’-wisp 
6 1 bone naga 

 

THE VAULT 

When the characters arrive, they discover another party of 
exhausted adventurers are outside the vault, who were 
unable to bypass the vaults stone double doors. The doors 
have been sealed by an arcane lock spell. The rival 
adventuring party claims the loot is theirs, as they arrived 
first. The characters must succeed on a DC 17 Persuasion 
or Deception check to come to an agreement. If 
intimidation is used at all, a battle breaks out between 
both adventuring parties. As GM, you can decide the make 
up of the party, and their numbers. 
 Once inside, the search of the room reveals the 
following. Details on exact pricing is up to you as the GM. 

• Crates full of straw and luxurious tableware, silver 
chandeliers and porcelain vases. 

• High quality tapestries, depicting, great battles and 
naval scenes. 

• A collection of family portraits shows a family of four, 
fair skinned, dirty blond hair, and slender builds. A 
successful DC 15 Investigation check reveals this 
family likely has no relation to Fyevarra. 

CONCLUSION 

Fyevarra honors her deal and offers the party 
compensation. If pushed about her true origins, she comes 
clean in tears. Its up to the party to decide what to do with 
this information. 
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