The Souls' Dreams Cave

F

ew really know what's in there, such is the
oppressive aura that permeates the place. In
fact, coming closer to the cave is a test of the
will of those who seek its secrets. Those who
do can't bear the pressure feel compelled to
leave the place. And yet, there are those who
are forced into or even decide to ignore the
warnings from their feelings. These suffer devastating
effects on their hearts and mind.
Inside the cave there is a lagoon with a ball of water, or
something like that, floating above. In this sphere,
undefined moving shapes can be seen. Spirits can be
summoned and seen in the sphere if one lies on the shores
of the lagoon and goes to sleep. Sleep comes soon, and as
long as one sleeps in that area, one can contact the spirits.
But by the time of the conversation, the body will be at the
mercy of the others who arrive there.
Contact with the dead can only be done once a year per
person. While sleeping, and dreaming of the dead, the soul
travels to another world, possibly the Dream World or the
Astral Plane. Time passes differently in the Dream World.
For example, it may have taken only a minute or a few
hours in the real world while the soul asked its questions to
the spirits.
Words from the wise
“It is said that in the Tonesa Woods there is a mound that
comes from the ground abruptly, with a cavernous entrance
where no too tall person can go in without hitting their head
on the ceiling. The animals don't go near there, and the
woods seem to grow thicker and quicker, as if by magic.
There is an eerie silence surrounding it. This is the Souls'
Dreams Cave.”

— Sar Damon, old scholar, sometimes called wizard

Rules

If the body of a particular dead is taken to the cave, it is
possible to ask questions directly to the dead. However, if
the body can not be taken, it is necessary to know the dead
person's name, and have some item that belonged to it. In
this case, the dead can be difficult to contact.
As the character asks the spirit questions, the character
is asleep and helpless. This may be the time for an ambush
to be made. Terrible things can happen to someone who is
awakened abruptly, without being naturally awoken at the
end of the questioning. It may be that the soul that returns
to the body is no longer the same as the one asking
questions...

Dreaming with the spirits

When lying down and falling asleep, the character can
speak to the spirits as if using Speak With Dead magic, still
limited to 5 questions. The character is considered to be
performing an Astral Projection and is subject to the rules
of Astral Plane as per the Dungeon Master's Guide while in
the sphere. Dispel Magic is able to remove it from the
sphere.
If the body of the dead is not present, but the other
conditions (name and some item of the dead) are present,
an Intelligence (Investigation) DC 15 check is needed to
find the spirit. The roll must be made secretly by the
master. In that case, it is possible that the spirit may not be
contacted. For example, the spirit may have been
reincarnated, trapped in a lich's phylactery, or in the
Forgotten Realms the spirit may have been taken to the
plane of its deity, or trapped in the Wall of the Faithless in
Fugue Plane.
When the spirit is not found or is not reachable, another
spirit can answer the call, and answer the questions as it
interests them, not necessarily leading to true answers. In
this case, the player can perform a Wisdom (Insight)
check resisted by the spirit's Charisma (Deception) to
identify that the wrong spirit has heeded the call.

Effects of time passing in the real
world

As the Dungeon Master’s Guide does not establish whether
time runs differently for those in Astral Plane or the Dream
World, it is advisable to use the following table.
Effects of time passing in the real world
2d10
2

Real world time
1 minute

3-8

1d10 + 2 minutes

9 - 13

1 hour

14 - 19

1d6+2 hours

20

8 hours
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Approaching the cave

Getting closer to the cave is a Charisma Saving Throw,
DC 10. Those who fail feel a desire to move away. If they
wish to go against their instincts, they suffer Disadvantage
on the attribute rolls while remaining in the area. The
effect lasts until they move away from the cave and take a
Long Rest.
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