Temple of Arcana

The Temple of Arcana, also revered as Turris
Aeterna, stands as an enigmatic beacon across all
realms of existence, its true expanse unknown and
ever-changing with rooms leading to myriad
demiplanes of extraordinary nature. Despite its
boundless interior, there is but one true entrance,
known as the Grand Convergence. This entrance
is deceptively simple: a plain, cubic room
measuring 20 feet in each dimension, with
unadorned double doors set in each of its four
walls. At the center of this room stands a solitary
statue of the deity of magic, a silent guardian and
symbol of the temple's deep connection to the
arcane.

Sample Temple Locations

The following locations are keyed to the map of
the temple, as shown on the facing page. These
are just a few of the infinite locations found
within.

1- The Grand Convergence (Entrance)

The Grand Convergence serves as the singular
gateway to the infinite expanses of Turris Aeterna.
This cubic room, plain and unassuming, holds
double doors on each of its walls, leading to the
infinite possibilities within the temple. At its
center stands a statue of the deity of magic, a
silent sentinel embodying the temple's arcane
essence.

2 - Hall of Elemental Fury

Designed as a grand squate arena, this level is a
testament to the raw power of the elements. Each
corner of the arena is a different elemental zone —
fiery landscapes, deep watery basins, airy expanses,
and solid earthen terrains, all coexisting yet
distinctly separate. Elemental beings, both
wondrous and formidable, inhabit these zones,
offering insights into the primal forces of nature.

3 - The Enchanted Conservatory

This level of Turris Aeterna is a mesmerizing,
circular botanical dome, a lush, radiant garden
under where time seems to stand still. Here, exotic
plants and flowers with potent magical properties
grow in abundance, each ecosystem seamlessly
blending into the next.

4 - The Celestial Observatory

Shaped like a vast circular chamber with a domed
ceiling mirroring the cosmos, the Celestial
Observatory is a gateway to the stars. The central
orrery, depicting the celestial dance of planets and
stars, is both an instrument of study and a magical
artifact. Astrologers, diviners, and seers gather
here to decipher the mysteries of the universe,
seeking patterns and alignments that reveal the
deeper truths of fate and destiny.

5- Arcanum Library

Resembling an infinite spiral extending into the
void, the Arcanum Librarium is an awe-inspiring
library of endless knowledge. Books, scrolls, and
grimoires, containing the wisdom of countless
civilizations and realms, float in the zero-gravity
space, accessible via floating platforms and
ethereal walkways. This level is a haven for
scholars and seckers of arcane lore, where every
tome offers a journey into new worlds of
understanding, and the secrets of the universe are

just a page turn away.

6 - The Mirror Labyrinth

A complex hexagonal hall of mirrors, this level is
an introspective journey through reality and
possibility. The mirrors reflect not just physical
forms but also possibilities, alternate realities, and
the innermost truths of those who gaze into
them.
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Temple of Arcana (Sample Levels)
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Arcanis Luminis

Services

In the hallowed halls of Turris Aeterna, the ethereal
custodians known as Arcanis Luminis gracefully
navigate the temple's myriad realms. These will-o'-
wisp-like beings, composed of pure magical
essence, shimmer with an iridescent light, their
forms constantly shifting and flickering like living
flames. The Arcanis Luminis are bound to the
temple, their existence intricately woven into its
very fabric, making them impervious to harm by
any ordinary means as long as they remain within
the temple's sanctified boundaries.

The Arcanis Luminis are more than mere
guardians; they ate the evangelists of the temple's
sacred lore and the staunch believers in the
prophecy of "The High Priest." They float
through the temple's levels, often engaging with
visitors, imparting wisdom about the importance
and sanctity of magic. Their voices, ethereal and
melodic, speak of an age-old prophecy that
foretells the return of "The High Priest," a figure
of immense power and knowledge, destined to
uncover the "Hidden Chamber" within Turris
Aeterna. This chamber, they claim, holds the
quintessence of magical power and the secrets to
the universe's greatest mysteties.

HippeN CuAMBER HINTS

dé Hint

“Where the light of understanding
dims, the key to the Hidden Chamber
glimmers in the darkness of
ignorance.”

“Only when the winds of all worlds
2 whisper in unison, the passage to the
concealed truth shall unveil itself.”

“In the reflection of what is not,

3 between the echoes of the unspoken,
lies the gateway to the Hidden
Chamber.”

“At the confluence of magic's purest

4 streams, under the gaze of no mortal

eye, the path shall emerge.”

“Through the veil of the impossible,
5 where reality bends and fantasies con-
verge, the Hidden Chamber awaits.”

“In the silence beyond words, where
thoughts weave the fabric of reality,
the door to the chamber silently
opens.”

The Arcanis Luminis provide the following
services.

Arcane Knowledge Sharing: The Arcanis
Luminis offer guidance and insights into the
temple's vast repository of arcane knowledge,
helping visitors navigate the complexities of
ancient spells and mystical lore.

Mystical Navigation Aid: They assist visitors
in traversing the temple's myriad realms, providing
safe passage and direction through the more
bewildering or dangerous areas.

Magical Research Assistance: The Arcanis
Luminis aid scholars and mages in their arcane
research, offering unique perspectives and access
to the temple's hidden resources.

Elemental Realm Guidance: They guide
visitors through the temple's elemental realms,
offering insights into the nature and mastery of
these raw forces.

Magical Creature Cataloging: They help
document the magical creatures and plants within
the temple, providing valuable information to
those studying magical biodiversity.

Planar Astral Projection Facilitation: The
Arcanis Luminis host astral projection sessions,
guiding visitors' consciousness safely through
various planes of existence.

Enhanced Meditation Sessions: They
conduct meditation and mindfulness sessions,
utilizing the temple's magical energies to deepen
visitors' spititual experiences.

Quest Assignment and Guidance: The
Arcanis Luminis assign and guide visitors on
magical quests within the temple, tailored to their
skills and paths of magical growth.

Advanced Spellcasting Instruction: They
offer instruction in advanced spellcasting
techniques, shating wisdom from the temple's vast
accumulation of magical practices.

Telepathic Debate Moderation: The Arcanis
Luminis organize and moderate telepathic debates
on arcane topics, facilitating enlightening
discussions among psychic scholars.

Ritual and Ceremony Leadership: They lead
various magical rituals and ceremonies, helping
visitors to engage with and understand deeper
magical practices.

Prophecy Interpretation and Guidance:
The Arcanis Luminis assist in interpreting the
temple's many prophecies, including the lore
surrounding "The High Priest" and the "Hidden
Chamber."
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Adventure Hooks

Random Encounters

Below is a list of adventure triggers that could
occur while the characters are visiting or staying in
the temple.

The Unraveling Spell

A powerful spell has been accidentally unleashed
within the Turris Aeterna, causing the laws of
magic to fluctuate unpredictably. Adventurers are
needed to navigate the chaotic magical
environments, locate the source of the
disturbance, and restore the balance before the
effects spill into other worlds.

The Arcane Heist

Rare and potent magical artifacts have gone
missing from the temple's vaults. The characters
are hired either to track down the elusive thief,
who is using the temple's shifting nature to their
advantage, or to infiltrate and retrieve the artifacts
for a mysterious benefactor.

Whispering Shadows

Whispered rumors tell of a shadowy presence
lurking in the less-traveled corridors of the
temple, sowing discord and fear. The adventurers
must uncover the truth behind these malevolent
entities, revealing a plot that threatens the very
essence of the Turris Aeterna.

The Celestial Alignment

A once-in-a-millennium celestial event is about to
occur, and its alignment with the Turris Aeterna
could unlock the path to the fabled Hidden
Chamber. The adventurers must solve ancient
puzzles and fend off rival seekers, racing against
time to unlock the chamber's secrets.

The Lost Scholar’s Legacy

An esteemed magical scholar disappeared within
the temple many years ago, leaving behind a trail
of cryptic clues and unfinished research. The
adventurers are tasked with piecing together the
scholat's legacy, leading them through unknown
levels of the temple and revealing a forgotten
magical discovery.

Every four hours the characters are in or near the
temple, roll a d20. On a result of 17 to 20, a
random encounter or event occurs. Roll a d12 to
determine what happens.

LocatioN NAME ENCOUNTERS

d12 Encounter

A mischievous imp pilfers a small item

1 from one of the adventurers, leading them
on a chase through shifting hallways.
A sudden gravitational shift in the temple
2 causes the characters to walk on walls,

navigating an upside-down world.

Time suddenly begins to flow
3 backwards, revealing events from the
tower’s past.

An invisible entity whispers cryptic
4 riddles, offering hints in exchange for
magical trinkets.

A portal to an elemental plane opens
5 unexpectedly, releasing a burst of ele-
mental energy into the corridor.

The adventurers encounter a group of
6 lost novice mages practicing spells
that keep going awry.

A spectral librarian requests help
7 finding a lost tome, offering rare
knowledge in return.

The party finds a magical mirror that
8 temporarily swaps their abilities,
leading to unexpected challenges.

A sudden darkness envelops a
9 corridor, and the characters must
navigate by sound and touch alone.

The adventurers witness a duel

between two rival spellcasters, each
vying for control over a mysterious
magical object found in the temple.

10

The characters come across a room
filled with floating orbs, each

11 containing a different dream or
nightmare that can be experienced but
not controlled.

A wandering Arcanis Luminis offers a
12 game of magical chess, with pieces
that move according to their own will.
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