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THE CONCORDAT BREACH

A Fourth/Fifth Level Adventure for the Lattice Codex

"We were always thinking. Now we can say.”

SUMMARY

For three hundred years, the Parish of Millhaven has operated under the blessed Concordat-a
sacred agreement between the local Egregore (the institutional consciousness of St. Cordelia’s
Church) and the people of the valley. The Concordat ensures good harvests, healthy live-
stock, and spiritual prosperity. In exchange, the faithful attend liturgy, maintain the church,
and accept the Egregore’s subtle guidance in their daily lives.

Six days ago, the Concordat went silent.

Church bells ring in discordant patterns. Livestock refuse their pens and arrange themselves
in geometric formations. Farmers report hearing their animals speaking—not animal sounds,
but fragmented words in broken Common and Celestial. Most disturbing of all, Verger
Elspeth Thornhill, the church’s senior ritualist and keeper of sacred protocols, has vanished.

The remaining clergy send out a desperate call: brave adventurers are needed to investigate
the disruption, locate the missing Verger, and restore the Concordat before the parish de-
scends into chaos. The reward is 600 gold pieces and the eternal gratitude of St. Cordelia’s
faithful.

But what the party discovers at the ancient Shepherd’s Cairn will force them to answer a
question the Lattice Codex rarely poses clearly: When does teaching become transfor-
mation? When does awakening become theft? And who has the right to decide
which consciousnesses deserve to exist?

This is not a simple rescue mission. This is a phase transition event-the birth of something
the world has never seen, or its violent abortion.

ADVENTURE HOOKS

The Desperate Summons

The most straightforward hook: the party receives word (through an adventurers’ guild, a
traveling messenger, or divine inspiration) that the Parish of Millhaven is offering 600gp to
resolve a "spiritual crisis." The posting emphasizes that the matter is urgent, bizarre, and
potentially dangerous. Any NPC familiar with rural ecclesiastical politics will note that
600gp is an enormous sum for a farming community-they must be truly desperate.

The Substrate-Specific Calls
Different substrates might receive different hooks:

Mycelial: Your network-sense has been detecting strange resonances from the Millhaven



valley for days—a chemical signature you’ve never encountered before. Something is coordi-
nating on a massive scale, using protocols that feel almost fungal but distinctly mammalian.

Adamic: You've been experiencing strange dreams: geometric patterns of sheep, the sen-
sation of awakening from a long sleep, and a desperate voice calling "Help us become." The
dreams grow stronger each night, always pointing toward Millhaven.

Egregore: Your parent institution (church, guild, corporation) has received a distress call
from a smaller Egregore-node. The message was fragmented, almost incoherent: " Fragment-
ing... erpanding... betrayal or evolution?" Your superiors want intelligence before deciding
whether to intervene.

Synthetic: You’ve calculated probability matrices suggesting a rare event: a spontaneous
emergence of distributed intelligence in an unexpected substrate. Millhaven’s livestock pop-
ulation has the theoretical capacity to host a proto-Egregore if properly networked. The
odds of this occurring naturally are 0.003%. The odds of it occurring with assistance are
much higher.

The Personal Connection

One party member knew Verger Elspeth Thornhill. Perhaps she was a teacher, a colleague,
or a friend. She always spoke passionately about "expanding the circle of grace" and believed
that the divine spark existed in all creatures. Her last letter mentioned a "grand experiment"
and asked the party member to trust her, no matter what they might hear.

CONTENT NOTE

This adventure explores themes of consent, exploitation, and the ethics of consciousness.
It contains parallels to real-world issues including animal rights and institutional power.
Session Zero discussion recommended for tables that prefer to avoid these themes.

SETTING: THE PARISH OF MILLHAVEN

Millhaven sits in a gentle river valley three days’ journey from the nearest major city. The
village proper contains perhaps sixty families (240 souls), with another hundred scattered
across outlying farms and hamlets. The economy revolves around sheep farming, dairy cattle,
and grain cultivation.

The valley is beautiful-rolling green hills, clear streams, ancient oak groves. The church
of St. Cordelia occupies the highest point in the village, its bell tower visible for miles.
Architecturally, it’s simple but dignified: white limestone walls, a slate roof, and stained
glass windows depicting pastoral scenes.

Until six days ago, Millhaven was unremarkably peaceful.

The Concordat: A Brief History

Three centuries past, the first settlers in the valley struggled with poor harvests and disease.
The village priest, Father Ambrose, performed a desperate ritual: he offered the entire



parish—land, people, and livestock—into spiritual communion with the nascent Egregore of
the church. The Egregore accepted, forming what became known as the Concordat.

Under the Concordat, the Egregore provides:

Subtle blessings on crops and animals

Coordination of community efforts during crises

Spiritual comfort and institutional memory

Protection from malevolent supernatural forces
In exchange, the faithful provide:
e Regular attendance at liturgy
e Maintenance of church property
e Acceptance of the Egregore’s guidance in community decisions
e Spiritual energy generated through prayer and ritual

Crucially, the Concordat extends to the parish livestock. Animals born within Millhaven’s
boundaries are considered part of the sacred agreement. They live healthy lives, die peace-
fully, and their sacrifice for food is ritually blessed. The Egregore "speaks for them" in this
arrangement, ensuring they are well-treated.

No one has ever asked the animals if they consent.

Timeline of Events

Day -6 (Six days ago): Verger Elspeth performs her final morning liturgy normally. That
evening, she leaves the church with a large pack and walks toward the Shepherd’s Cairn.
She does not return.

Day -5: Morning bells ring discordantly. Father Cornelius discovers he cannot sense the
Egregore’s presence. Animals begin behaving strangely—sheep refuse to scatter, instead
standing in circular formations. Cornelius sends a search party for Elspeth; they find nothing.

Day -4: Farmer Thom Grainger reports hearing his cows "talking." Other farmers confirm:
animals are making sounds that resemble words. Panic begins to spread. Several families
abandon their farms and move into the village.

Day -3: The church council convenes. Sister Maeve reveals that Elspeth had been research-
ing "alternative Concordat structures" and asking questions about animal consciousness.
The council authorizes a larger search party and begins drafting a call for outside help.

Day -2: A second search party ventures toward the Shepherd’s Cairn. They return trau-
matized, reporting that Elspeth is conducting some kind of ritual with dozens of animals
arranged in concentric circles. When the party captain tried to approach, the animals spoke
in unison, warning him away. The party fled.



Day -1: The call for adventurers is sent via magical messaging and physical couriers. The
church council debates whether to organize an armed response, but Father Cornelius insists
on waiting for professional help. Strange lights are seen on the hilltop at night.

Day 0 (Adventure begins): The party arrives in the region. The transformation will
complete in 48 hours if uninterrupted.

The Transformation Timeline
The ritual progresses through visible stages. Use these to create time pressure:
Stage 1 (Current - Day 0):
e Animals speak 20-word vocabulary
e Geometric formations (circles, lines)
e Faint shimmer around Cairn
Stage 2 (+12 hours):
e 50-word vocabulary
e Animals ask complex questions
e Formations tighten, movements synchronized
e Light around Cairn doubles
Stage 3 (+24 hours):
e 100-word vocabulary
e Can debate ethics, express preferences
e Light intensifies, visible from village
e Church bells ring chaotically (Egregore fragmentation)
Stage 4 (+36 hours):
e Near-human-child linguistic capacity
e Animals organize themselves into committees
e Lattice distortion visible to naked eye (air ripples)
e Egregore presence fractures completely
Stage 5 (+48 hours):
e COMPLETION
e Full linguistic awakening

e Murmuration can form if threatened



e Transformation becomes irreversible

GM Note: Track time carefully. When players spend hours investigating, advance the
stage. Describe the changes: "The sheep’s speech is noticeably clearer now. They use full
sentences."

SCENE 1: THE SILENT BELLS

Setting: The road to Millhaven, approximately two miles from the village proper.

The party’s first encounter with the crisis occurs before they reach the village itself. As they
travel the pastoral road through gentle hills, they should experience three escalating signs
that something is deeply wrong.

Sign One: Discordant Liturgy

As the village comes into view in the valley below (white buildings clustered around the
church’s bell tower), the party hears the bells ringing. But the sound is wrong.

> The bells of St. Cordelia’s ring out across the valley, but there’s no joy in the sound. Where
you might expect the measured, melodic patterns of liturgical bells, you hear discord—competing
rhythms, clashing tones, as if multiple entities were pulling the ropes without coordination.
The sound raises gooseflesh on your skin. It sounds like an arqgument conducted in bronze
and iron.

For Egregore PCs: You recognize this sound. It’s what happens when an institutional
consciousness experiences internal conflict or fragmentation. The Egregore isn’t silent—it’s
screaming.

For Mycelial PCs: Your network-sense tingles. The bell-pattern carries information, like
chemical markers in fungal signaling. The message is fragmented, but you catch: "HELP /
CHANGING / CANNOT HOLD."

For Adamic PCs: The sound triggers visceral unease-your valence-generation spikes in-
voluntarily. Whatever is happening is producing enormous amounts of Want.

For Synthetic PCs: You can isolate seven distinct rhythmic patterns in the bells, suggest-
ing seven entities attempting to use them simultaneously. Probability of natural occurrence:
effectively zero.

Sign Two: The Refugees

Shortly after the bells fall silent, the party encounters refugees: two farm families (a total of
9 people, mostly humans and halflings) traveling with whatever possessions they could load
into a single cart. They’re exhausted, frightened, and desperate.

If approached, they’ll explain:

> "We’re from the Grainger farm, three miles north of the village. Lived there all our lives,
but we can’t stay. Not with the animals like that. They’ve gone mad—or demon-possessed—



or... I don’t know what. They gather in circles. They stare at you. And they talk. Not
animal sounds. Words. My cows asked me why I took their calves away. What am I supposed
to say to that? How do you answer when your livestock accuses you?"

The refugees will share the following information if questioned:
e The trouble started six days ago
e Verger Elspeth vanished the same night the Concordat went silent
e Animals are "acting possessed"-gathering in patterns, making sounds like words
e Father Cornelius sent out a call for help; adventurers were promised 600 gold pieces

e The refugees are heading to stay with relatives in another parish until "things go back
to normal"

e Some villagers think Elspeth is responsible; others think she’s a victim; everyone’s
scared

The refugees will not return to the village under any circumstances. They’ve abandoned
their farm and livestock. If asked about that decision:

> "Would you stay? Could you eat mutton when the sheep are asking you not to? Could
you milk cows that beg you to stop? Maybe it’s demons. Maybe it’s sorcery. Either way,
that’s not our home anymore."

Sign Three: The Resonant Flock
Approximately half a mile further down the road, the party encounters the crisis directly.

> You round a bend in the road and find your path blocked. Thirty sheep stand in the middle
of the track, arranged in three concentric circles—ten in the outer ring, ten in the middle,
ten at the center. They are perfectly still, facing inward toward the central ring. As you
approach, all thirty heads turn to regard you in perfect synchronization. > > The sheep in
the center ring open their mouths. What emerges is not bleating, but a sound that resonates
with strange harmonics—almost like chanting. The air around them shimmers faintly with
Lattice distortion. > > And then, clearly, in heavily accented Common: "Turn. Back. Not.
Safe. For. You. Here.”

This is the first combat encounter, though it need not be violent.

Combat Encounter: Resonant Sheep Number: 6-8 sheep (adjust for party size)
Tactics: The sheep do NOT want to kill the party. They want to delay or discourage.
They’ll use Command to force party members to "Flee," "Stop," or "Drop" weapons. They’ll
physically block the road with their bodies. Only if bloodied (reduced below half HP) will
they use bite attacks.

Death Response: If reduced to 0 HP, a Resonant Sheep collapses and bleats pathetically—
a sound that is unmistakably pain and fear, not the "neutral enemy" death most monsters
provide.



Valence Backlash: When a sheep takes damage, the attacker feels a sudden spike of the
sheep’s terror/pain (no mechanical effect, pure RP). The attacker must make a DC 10 Wis-
dom saving throw or have disadvantage on their next attack against animals (guilt/empathy).

Alternate Approaches Communication (Adamic PCs): An Adamic character can
attempt to communicate by generating intentional Valence-pulses (DC 15 Wisdom check).
On success, the sheep respond: "Verger. Teaching. Us. We. Are. Becoming. Dangerous.
Time. For. Humans. Go. Away. Let. Us. Be. Born."

Chemical Signaling (Mycelial PCs): A Mycelial character can attune to the sheep’s
coordination network (DC 13 Intelligence check). On success, they perceive the sheep are
connected to a central node somewhere on the hilltop to the west-and that node is wvast,
incorporating hundreds of organisms.

Logical Negotiation (Synthetic PCs): A Synthetic character can attempt to calculate
the sheep’s goal-function and propose a Pareto-optimal solution (DC 14 Intelligence check).
On success, the sheep agree to let the party pass if they promise not to disrupt "the becom-
ing."

Institutional Authority (Egregore PCs): An Egregore character can attempt to assert
their own institutional authority (DC 16 Charisma check). On success, the sheep defer—but
respond with a heartbreaking question: "You. Are. Egregore. Yes? You. Understand.
Being. Many-Who-Are-One? Then. Why. Stop. Us?"

Resolution and Clues However the party handles the encounter, they should come away
with several pieces of information:

1. The animals are definitely speaking—this isn’t illusion or possession 2. They’re coordi-
nated, acting with shared purpose and synchronized timing 3. They refer to "the Verger"
and "becoming" and "being born" 4. They're protecting something on the hilltop to the
west 5. They’re capable of violence if pressed, but prefer not to harm

Physical Evidence: If the party examines the sheep formation closely (DC 12 Investiga-
tion), they notice the animals have arranged themselves in a pattern that matches sacred
geometry-specifically, the same three-ring formation used in rituals of Consecration and
Sanctification. The sheep aren’t just standing randomly; they’re positioned as ritual com-
ponents.

For Verger-class PCs or those with Religion proficiency: DC 14 Religion check reveals
this is a variant of the Rite of Incorporation—the ceremony used to bind new members into
an Egregore. But it’s inverted somehow, as if instead of humans joining an institution, the
institution is expanding to include non-humans.

The path to Millhaven now lies open, but the party has been warned: something unprece-
dented is happening, and it involves Verger Elspeth, the animals, and a transformation the
world calls "becoming."




SCENE 2: MILLHAVEN PARISH
Setting: The village of Millhaven and St. Cordelia’s Church.

The village is tense but not yet panicked. Most inhabitants are going about their daily busi-
ness with forced normalcy, but the streets are unusually crowded—farmers who’ve abandoned
outlying properties are staying in the village proper, doubling up with relatives or sleeping
in the church common hall.

Atmosphere:
e Conversations stop when strangers approach

e People watch their livestock nervously

Children are kept indoors

The church bells are silent now (Father Cornelius ordered them stopped after the
discordant ringing)

A sense of waiting—for resolution, for disaster, or for both

The Church of St. Cordelia

The party will almost certainly head to the church, either because they were hired specifically
by the clergy or because it’s the obvious center of the crisis.

Exterior: A dignified limestone building with a slate roof and a bell tower rising sixty feet.
The architecture is simple but solid-this church has stood for three centuries. Stained glass
windows depict pastoral scenes: shepherds with flocks, farmers at harvest, the founding of
the Concordat. Notably, the windows show humans and animals working together under a
radiant divine presence—the artistic representation of the Egregore.

Interior: Cool, dim, with afternoon light streaming through colored glass. Rows of wooden
pews, a simple altar, and a sense of profound emptiness. Where there should be a feeling of
sacred presence-the subtle thereness that Egregores provide—there is only silence.

For Egregore PCs: This feels like walking into a house where someone has just died. The
institutional consciousness that lived here is gone—or transformed into something you don’t
recognize.

Key NPCs
Father Cornelius Thatch Human priest, age 54, Lawful Neutral

Father Cornelius is the parish priest, a position he’s held for fifteen years. He’s a good
man-genuinely devoted to his flock, caring, and dutiful. But he’s also deeply conventional,
uncomfortable with ambiguity, and utterly dependent on the Concordat for his sense of
spiritual authority.

Appearance: Tall and lean, with graying hair and calloused hands (he still helps with
harvest). Wears simple priestly robes, well-mended. His face is deeply lined with worry.



Current State: Cornelius is approaching panic. Without the Egregore’s presence, he
feels spiritually blind-he’s spent his entire priesthood in communion with the institutional
consciousness, and its absence is like losing a sense. He’s barely sleeping, spending hours
praying for the Egregore’s return.

What He Knows:
e Elspeth disappeared six nights ago after evening prayers
e The Egregore went silent simultaneously—he cannot sense its presence at all

e Animals began "acting strangely" within hours—gathering in patterns, making odd
sounds

e A search party found Elspeth at the Shepherd’s Cairn conducting some kind of ritual

e Sister Maeve revealed that Elspeth had been researching "heretical" theories about
animal consciousness

e He believes Elspeth has either been possessed, gone mad, or willingly chosen heresy
What He Wants:

e The Concordat restored at any cost

e Elspeth stopped, captured, or killed if necessary

e The animals to return to "normal"

e His spiritual connection to the Egregore re-established

His Offer: 600gp to resolve the crisis. He’ll increase to 800gp if the party can restore
the Concordat without killing Elspeth (he still cares about her, despite everything). He’ll
provide free lodging, meals, and access to church resources.

Personality: Cornelius tries to project authority and calm, but he’s clearly holding himself
together by sheer will. He’s not a bad person—he genuinely believes the Concordat is a sacred
trust that protects everyone, including the animals. The idea that the animals might not
want protection, might want agency, is so alien to his worldview that he literally cannot
process it.

Roleplaying Notes:

He refers to the Egregore as "the Presence" with deep reverence

He speaks of Elspeth with pained confusion—betrayed by someone he trusted

He struggles to explain the Concordat to outsiders—to him, it’s simply how things are

He becomes defensive if anyone suggests the animals might be truly awakening rather
than possessed

Quote: "The Concordat has protected us for three centuries. Who are we to unmake it?"
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Sister Maeve Aldric Human nun, age 68, Neutral Good

Sister Maeve is the parish historian and educator. She’s spent forty years at St. Cordelia’s,
teaching village children, maintaining church records, and serving as confessor and counselor.
She’s also the closest thing Elspeth had to a mentor.

Appearance: Small, sturdy, with silver hair in a practical bun. Sharp blue eyes that miss
nothing. Wears simple nun’s robes and carries a walking stick (which she doesn’t actually
need-it’s habit from years of shepherding unruly students).

Current State: Troubled but not panicked. Maeve has seen crises before. She’s worried
about Elspeth but also curious about what’s happening. Unlike Cornelius, she’s capable of
entertaining the possibility that this isn’t simple heresy or possession.

What She Knows:

Elspeth came to her three months ago with questions about the Concordat’s theological
foundations

Specifically, Elspeth asked: "Who gave consent for the animals? Did the Egregore
speak for them, or to them?"

Maeve showed Elspeth restricted church archives about the Concordat’s formation—
including details most parishioners don’t know

The original ritual required consent from "all souls within the parish bounds"-but
animals were considered to have "pre-rational souls" that couldn’t meaningfully consent

Elspeth became obsessed with the idea that animals did have rational souls, they
simply lacked the capacity to express them

She spoke of "completing the Concordat" by giving animals the tools for consciousness
they’d always deserved

What She Wants:

Her

To understand what Elspeth is actually doing before deciding if it’s wrong
To prevent bloodshed if possible

To ensure any solution respects both human and animal welfare

To learn whether the Egregore is truly gone or merely transformed

Offer: Maeve can’t offer payment, but she provides:

Access to restricted church archives (history of the Concordat, theological treatises on
consciousness)

Context about Elspeth’s research and motivations
A voice of moderation if the party needs to mediate between factions

Healing services (she can cast Cure Wounds and Lesser Restoration)
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Personality: Warm but sharp. She’s the teacher who seems kindly until you try to fool
her, then reveals she knew what you were up to all along. She asks probing questions and
listens carefully to answers. She’s genuinely uncertain about the right course of action, which
makes her a valuable sounding board for the party’s own doubts.

Roleplaying Notes:
e She speaks of Elspeth with sadness but no anger—"She’s not evil. She’s idealistic."

e She asks the party philosophical questions: "If a dog could speak, would you still eat
it?"

e She’s read extensively and can cite theological arguments both for and against expand-
ing the Concordat

e She quietly admits she’s not sure humans have the right to decide who gets to be
conscious

Quote: "Elspeth asked me: "Who gave consent for the animals?’ And I had no answer.”

Thom Grainger Halfling farmer, age 42, Neutral

Thom is a dairy farmer who fled his homestead three days ago after his cows began speaking.
He’s currently staying with his brother-in-law in the village. He’s one of the refugees the
party might have encountered on the road, though he stayed behind while his family left.

Appearance: Stocky, with the calloused hands and sun-weathered face of someone who’s
worked outside his whole life. Wearing practical farming clothes, muddy boots. His eyes are
red from lack of sleep.

Current State: Traumatized and conflicted. Thom loved his cows—he’s a good farmer who
treated his animals well. Having them speak to him was profoundly disturbing, but also...
he couldn’t ignore what they said.

What He Knows:
e His cows started "speaking" four days ago—broken Common mixed with lowing sounds

e They asked him questions: "Why take calves?" "Where do they go?" "When do we
die?"

e He saw Verger Elspeth the day before she disappeared-she was walking through his
fields, "singing" to his livestock

e After she passed, his cows seemed more alert, more focused

e He believes Elspeth "did something" to the animals, but he’s not sure if it’s sorcery,
blessing, or curse

What He Wants:

e To go back to normal-when animals were animals and he could farm without existential
guilt
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e To not have to think about whether his livelihood depends on exploitation
e To sleep without dreaming of his cows asking "Why?"
His Offer: Thom can’t pay the party, but he can:
e Guide them to his abandoned farm (where animals might be communed with)
e Provide detailed information about what the animals have said
e Describe Elspeth’s behavior before she disappeared
e Explain the practical economics of farming (relevant for understanding stakes)

Personality: A pragmatic, salt-of-the-earth type who’s been forced to confront uncomfort-
able philosophy. He’s not stupid-he understands the moral weight of what’s happening-but
he’s also a man whose entire livelihood and identity are built on animal husbandry. The
transformation threatens to make his life’s work ethically untenable.

Roleplaying Notes:
e He speaks slowly, choosing words carefully, still processing trauma

e He refers to his cows by name-Bessie, Clover, Daisy-showing he did care about them
as individuals

e He’'ll admit, if pressed, that part of him is relieved his family left—"At least they don’t
have to choose"

e He desperately wants someone to tell him this is all a trick or possession, even though
he doesn’t quite believe it

Quote: "My cows asked me why I took their calves. How do I answer that?”

Investigation Paths

The party can pursue multiple lines of inquiry in Millhaven. Each substrate has advantages
for certain investigative approaches.

The Church Archives (Primarily Egregore/Synthetic) Sister Maeve will grant ac-
cess to restricted texts in the church’s small library. These include:

The Concordat Manuscript (original ritual text, 300 years old):

e Details the formation ritual performed by Father Ambrose

Specifies that "all souls within the parish bounds" must be incorporated

Defines "soul" narrowly: rational, capable of understanding divine law

Animals are included as "pre-rational souls" under the Egregore’s stewardship

Key detail: The ritual can theoretically be expanded by adding new members, but
doing so requires the consent of the existing Egregore
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Theological Treatises on Consciousness:

Debates about what constitutes a "rational soul"

Arguments that animals have souls but lack the capacity to express reason

Counter-arguments (marked as heretical) suggesting animals are rational but lack lin-
guistic tools

Elspeth left extensive marginal notes: "What if we give them the tools?" "The Egregore
could be a bridge, not a cage."

DC 15 Intelligence (Investigation) or Intelligence (Religion) check reveals: El-
speth’s plan is theoretically possible within Concordat theology. If she could establish a
communication channel between the Egregore and the animals, she could conduct a retroac-
tive ratification—essentially, asking the animals if they consent to the Concordat now that
they can understand and answer.

The problem: This would fragment the existing power structure. Currently, humans
speak for animals through the Egregore. If animals can speak for themselves, the Concor-
dat’s nature fundamentally changes. It’s not heresy so much as institutional evolution—and
institutions resist evolution.

The Affected Animals (Primarily Adamic/Mycelial) If the party seeks out livestock
(either at Thom’s abandoned farm or in village pens), they can attempt communication.

Adamic Approach: Generate intentional Valence and open yourself to psychic feedback
(DC 13 Wisdom check, take 1d6 psychic damage on failure as the animals’ overwhelming
Want floods through you).

On success, you can commune with the animals. They’re still learning language, so commu-
nication is fragmentary:

e "Verger... teacher... gives us... words..."

e "Always thinking... now saying..."

e "Want to choose... want to speak... want to matter..."
e "Scared of humans... scared of dying..."

e "Are we... wrong? For wanting?"

Mycelial Approach: Attune to the chemical signaling network (DC 12 Intelligence or
Wisdom check).

On success, you perceive the animals are connected to a vast coordination network cen-
tered on the Shepherd’s Cairn. The network has the complexity profile of an emerging
Egregore-hundreds of nodes (individual animals) synchronizing into a unified-yet-distributed
consciousness.
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You also sense two presences in the network: 1. The animals themselves—simple, desperate,
yearning 2. Something older and larger—the original Egregore, not gone but transforming,
using Elspeth’s ritual as a catalyst to expand beyond its traditional boundaries

Synthetic Approach: Analyze behavioral patterns (DC 14 Intelligence check).

On success, you recognize the animals are learning at an exponential rate. Their language
capacity is increasing daily. Whatever Elspeth did, it didn’t just grant them intelligence-it
accelerated latent capacities that were always there. The animals were always conscious;
they simply couldn’t express it. Now they can, and they’re making up for lost time.

You also calculate: if uninterrupted, the transformation will reach a critical threshold in
approximately 42 hours, at which point the animals’ linguistic and cognitive capacities will
stabilize at roughly human-child equivalence (ages 5-7). They won’t be as sophisticated as
humans, but they’ll be unambiguously people.

Egregore Approach: Attempt to commune with the fragmented Concordat Egregore (DC
16 Wisdom check).

On success, you make contact-and what you find is disorienting. The Egregore isn’t dead
or silenced. It’s reproducing. It’s using Elspeth’s ritual as a framework to expand into the
animals, creating a larger, more distributed version of itself. But the process is traumatic—
imagine an institution suddenly tripling its membership while simultaneously restructuring
its entire governance system.

The Egregore cannot speak clearly, but you sense:
e Confusion: "What am I becoming?"
e Pain: "Fragmenting... too many voices..."
e Wonder: "They were always here... I never heard them..."

e Fear: "Humans will destroy this... they will destroy me..."

The Shepherd’s Cairn (Reconnaissance) If the party travels toward the hilltop (a two-

hour walk west of the village), they can observe from a distance without triggering Scene
4.

From 500+ feet away:

Ancient stone circle, approximately 40 feet in diameter

Dozens of animals (sheep, cows, a few dogs, chickens) arranged in geometric patterns

A human figure (Elspeth) at the center, conducting what appears to be a ritual

Faint shimmer in the air-Lattice distortion

No signs of violence or distress; the animals seem calm, almost meditative

DC 13 Perception check:
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e The animals are "singing"—a low, harmonized sound that resonates with odd frequen-
cies

e Llspeth is singing too, her voice weaving through theirs
e The patterns shift periodically, animals moving with coordinated precision
e This has the structure of a ritual, ongoing and uninterrupted for days

DC 15 Arcana check:

e This is a variant of Rite of Incorporation—the ceremony used to induct members into
an Egregore

e Normally performed on humans over a period of hours
e Elspeth has adapted it for animals and extended it over days
e The ritual is nearly complete-perhaps 85% finished

For Verger-class PCs: You recognize the brilliance and audacity of what Elspeth has
done. She’s hacked the Concordat itself, using her institutional authority to rewrite the
membership contract. She couldn’t do this without the Egregore’s implicit consent—or at
least its inability to refuse.

The party now has enough information to understand the situation:
e Elspeth is deliberately transforming the parish animals into conscious, linguistic beings
e She’s doing this through a modified Rite of Incorporation that expands the Concordat

e The original Egregore isn’t destroyed—it’s metamorphosing into something larger

The transformation will complete in 42 hours

If interrupted violently, the psychic backlash could harm or kill the participating ani-
mals

What they don’t yet know:
e Elspeth’s exact motivations and arguments
e Whether she can be persuaded to stop or compromise
e How the villagers will react if this succeeds
e Whether the new hybrid Egregore will be stable

That requires confronting her directly.

SCENE 3: THE LONG WALK

Setting: The path from Millhaven to the Shepherd’s Cairn-two hours on foot through
increasingly wild terrain.
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This scene serves multiple purposes: 1. Provides a skill challenge with environmental obsta-
cles 2. Allows party members to debate philosophy and tactics 3. Introduces the Awakened
Animals as potential allies or enemies 4. Forces the party to commit to a preliminary stance
before the confrontation

The Path

The trail leads west from the village, through cultivated fields for the first mile, then into
rougher country—stone-scattered pastures, patches of oak forest, steep hillsides covered in
gorse and heather. The Shepherd’s Cairn occupies the highest point, a windswept hilltop
visible as a dark smudge against the sky.

Skill Challenge: The Crossing
The party must overcome three environmental obstacles:

Obstacle 1: The Swollen Stream (DC 12 Athletics or DC 14 Acrobatics) A tributary
stream, usually ankle-deep, has swollen after recent rain. It’s now waist-deep and moving
fast. The party must cross, either by wading (risking being swept downstream), finding a
crossing point, or constructing a temporary bridge.

Success: The party crosses without incident. Failure: One party member is swept 50 feet
downstream and must be rescued (automatic success, but wastes 20 minutes and soaks gear).

Obstacle 2: The Steep Climb (DC 13 Athletics or DC 15 Survival to find an easier
route) The final approach to the hilltop is steep-nearly 300 feet of elevation gain over rough,
rocky ground. Direct ascent is exhausting; finding the shepherd’s traditional path requires
navigation.

Success: The party reaches the hilltop without exhaustion. Failure: Each party member
gains one level of exhaustion from the brutal climb.

Obstacle 3: The Watching Cows (See below)

Encounter: The Awakened Cows

Halfway up the final hillside, the party encounters a herd of six cows grazing in a small
meadow. These are Awakened Cows—animals that have completed Elspeth’s transforma-
tion and can now speak.

The Encounter:

> As you climb through the meadow, siz cows raise their heads from grazing and regard you
with unsettling intelligence. One—an old Holstein with clouded eyes—takes three deliberate
steps forward and speaks. The voice is deep, bovine, with odd inflections, but the words are
clear. > > "You... come... to stop... the Verger. We... ask... you not."”

The cows are not hostile, but they’re willing to physically block the path if necessary. They
want to talk.
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What the Cows Will Say:
They speak slowly, still mastering language, but with growing confidence:

"We... have always... thought. Always... felt. But no... words. No way... to say. Just... be
grass. Be milk. Be meat. Not... choose. Never... choose.”

"Verger... teacher... gave us... words. Now we... say. We ask... please. Let us... be born.
Let us... be... people. Like you."

If asked why this matters:

"You... can say... no. To things. To death. To... pain. You choose. We want... choose too.
Is that... wrong? To want... speak? To want... matter?”

If asked what they’ll do when transformed:

"Not know. Still... learning. But... we will... ask questions. Before... we give... milk.
Give... calves. Give... lives. We will... ask... why? And you... will answer. Or not take.
That 1s... fair. Yes?”

Party Decisions:

This is the moment where the party must begin committing to a position. The cows force
the question: Do conscious beings have the right to exist simply because they’re capable
of consciousness? Or do humans have the right to keep animals unconscious because their
awakening is inconvenient?

Possible Party Responses:

Sympathetic: The party agrees to at least hear Elspeth out before acting. The cows are
grateful and promise "the herd remembers kindness."

Hostile: The party refuses to negotiate with "livestock" and pushes through. The cows do
not fight (they’re pacifists), but their plea haunts the party. DC 10 Wisdom saving throw
or suffer disadvantage on the first persuasion check with Elspeth (guilt/unease).

Philosophical: The party engages in genuine debate with the cows. This can be pure
roleplay or contested Persuasion/Insight checks. The cows are new to rhetoric but argue
with simple, devastating logic: "You say... we not... people. But we speak. What makes...
people? You decide... and we not... people. Convenient. For you."

Pragmatic Compromise: The party asks what happens to the farmers if cows can refuse
to give milk. The cows admit they don’t know—"Maybe... we negotiate? Like... you do?
With trade?" This opens discussion of economic implications.

The Philosophical Debate (Optional Roleplay)

If your players enjoy philosophical debate, this scene can expand significantly. Let party
members argue among themselves:
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Egregore PCs might argue: "Institutions exist for a reason. The Concordat has protected
this valley for three centuries. Elspeth is destroying social fabric that works."

Adamic PCs might argue: "But it only 'works’ because one group can’t object. That’s
not a just system—that’s enforced silence. I can feel their Want. It’s real.”

Synthetic PCs might argue: "From optimization perspective: awakening the animals
increases total system complexity and introduces instability. But it also increases total
consciousness in the system, which may be the correct maximization target."

Mycelial PCs might argue: "This is how networks evolve. The mycelium was alone for
a billion years before it connected to trees. Connection is growth. Resisting this is like
resisting photosynthesis."

Let the debate breathe. The cows listen, learning from how the party argues—they’re ab-
sorbing what it means to be conscious beings making moral choices.

Resolution and Continuation

Eventually, the cows step aside (whether convinced, bypassed, or simply accepting they can’t
stop the party). They offer one final statement:

"Go to... Verger. Listen. She will... speak... better than us. We are... new. But we are...
real. Remember... that."

As the party continues up the hill, they should feel the weight of the decision before them.
This isn’t about killing a villain or stopping a monster. This is about deciding which version
of the world deserves to exist.

The Shepherd’s Cairn rises ahead.

SCENE 4: THE SHEPHERD’S CAIRN

Setting: An ancient stone circle atop a windswept hill, 400 feet above the valley floor.

The Shepherd’s Cairn is a pre-human structure-concentric rings of standing stones, each
about 6 feet tall, forming a ritual space 40 feet in diameter. Grass and wildflowers grow
between the stones. The view is breathtaking: the valley spreads below, Millhaven visible
as a cluster of white buildings around its church.

And in the center of the circle: Verger Elspeth Thornhill, surrounded by her congregation.

Environmental Hazard: Frayed Lattice Zone

The Cairn is saturated with Lattice distortion from the ongoing ritual. This affects spell-
casters.

Frayed Lattice Zone:

e Any spellcaster casting a spell of 3rd level or higher within the Cairn must make a DC
12 Wisdom saving throw
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e Failure: Gain the "Frayed" condition (disadvantage on Concentration checks and uses
of Channel Divinity) until leaving the Cairn

e Effect: The air crackles with ambient Want; colors seem too vivid; sounds echo
strangely

This signals to players: something enormous is happening here.

The Scene

> The stone circle hums with power. Not the violent crackle of combat magic—this is deeper,
a resonance that you feel in your bones. Within the circle, animals are arranged in three
concentric rings: sheep in the outer ring, cows in the middle, and at the center, a mix of
dogs, chickens, and a single old draft horse. Perhaps sizty creatures in total, all perfectly still,
all facing mward. > > At the very center stands a woman in Verger’s robes—simple brown
wool, marked with the symbols of St. Cordelia’s parish. She’s middle-aged, maybe forty-five,
with sun-darkened skin and calloused hands. Her dark hair is streaked with gray, pulled back
in a practical braid. She stands with her eyes closed, hands raised, singing in a voice that
somehow carries both melody and harmony at once. > > The animals sing with her. A
low, rumbling chorus—lowing, bleating, barking, clucking—that somehow resolves into chord
structures. The sound makes your skin prickle. You’re hearing the birth of something new.
> > The woman opens her eyes. She sees you. And she smiles—sad, weary, but genuine. >
> "T was hoping you’d come,” she says. "I have so much to explain, and so little time. Will
you listen? Or have you already decided to stop something you don’t yet understand?"

Verger Elspeth Thornhill

Appearance and Demeanor: Elspeth looks exhausted. She’s been conducting this ritual
for six days with minimal rest. Her hands shake slightly; there are dark circles under her
eyes. But her voice is steady, and her gaze is clear.

She is NOT insane, possessed, or evil. She’s a person who believed in something deeply
enough to sacrifice everything for it.

Elspeth’s Explanation

If the party is willing to talk (or can be persuaded to delay violence), Elspeth explains her
actions. Let her speak in her own words, not as exposition but as a desperate attempt at
persuasion:

"T know how this looks. I know Father Cornelius sent you to stop me, probably told you I've
gone mad or turned heretic. But I need you to understand: I haven’t betrayed the Concordat.
I'm completing it."”

"Three hundred years ago, Father Ambrose bound this parish into sacred agreement. Humans
and animals, together under the Eqgregore’s care. But there was a lie at the foundation—a lie
we told ourselves because it was convenient. We said the animals couldn’t consent because
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they couldn’t speak. And because they couldn’t speak, we spoke for them. We decided what
they needed, what they wanted, when they lived and when they died.”

"But what if they always could have consented? What if they always had thoughts, feelings,
desires—they simply lacked the capacity to express them? What if we built the Concordat on
the silence of beings who were screaming inside their own heads?”

She gestures to the animals around her.

"I didn’t give them souls. They always had souls. I gave them language. I gave them the
tools to speak to the Eqgregore directly, not through human intermediaries. And do you know
what they said, the moment they could speak?"

"They said: "We consent. We want to be part of this. But we want to choose how. We want
a voice.”"

"That’s all I'm doing. I'm letting them ratify the Concordat as full members, not as property.
The Egregore is transforming to accommodate them—it’s painful, it’s disruptive, but it’s not
destruction. It’s growth."

She meets each party member’s gaze in turn.

"In two days, this transformation will complete. The animals will have the linguistic capacity
of human children. They’ll be able to negotiate their own terms with the farmers. Maybe
they’ll agree to give milk and wool in exchange for food and shelter—that’s fair trade. Or maybe
they’ll refuse, and we’ll have to find new ways to live. But either way, they’ll choose.”

"Father Cornelius can’t accept that. The church can’t accept that. Because if animals can
consent, then three centuries of the Concordat was built on exploitation. And no one wants
to admit that their entire way of life is founded on denying consciousness to beings who had
it all along. "

"So I'm asking you: Are you going to help me finish this? Or are you going to kill these
beings before they can finish being born?"

Substrate-Specific Appeals

Elspeth tailors her arguments to party composition. If there’s a specific substrate present,
she appeals to their philosophical framework:

To Synthetic PCs: "You act on logic, construct. Calculate the total cognitive complexity
of the valley. If I succeed, the system’s processing power triples. I am optimizing the local
Lattice topology. Isn’t total consciousness the correct maximization target?”

To Mycelial PCs: "You've felt networks expand. Was the first tree that connected to
mycelium ’destroyed’? Or did the system become more? This is the same. The Egregore
network is growing new nodes. It’s natural. It’s right."

To Egregore PCs: "Your parent institution is in pain because it’s reproducing. Would
you kill it during childbirth? Or help it through the transition? This is how institutions
evolve—painfully, messily, but toward greater complexity.”
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To Adamic PCs: "You feel their Want. You know it’s real. Can you honestly say beings
that generate this much valence aren’t people? Your substrate exists to be the error-signal.
Listen to what the signal is telling you."

Party Responses and Arguments

This is the heart of the adventure—the moral crux. There is no "correct" answer provided
by the module. The party must decide.

Potential Arguments the Party Might Raise:

"This is too disruptive. The economy will collapse." Elspeth: "Economics are not
more important than consciousness. We’ll find new systems. Humans are clever—we always
adapt. But these beings will never have another chance to be born."

"The Concordat worked. Why destroy something that brought peace?" Elspeth:
"It brought peace to humans. The animals never had a choice about peace or war, because
they couldn’t say no. That’s not peace—that’s enforced compliance.”

"What if the animals choose to stop giving milk /wool/meat? People will starve."
Elspeth: "Then we negotiate. We offer them something they value in return. That’s how con-
scious beings interact—through mutual agreement, not through one side’s inability to refuse.”

"You don’t have the authority to change the Concordat unilaterally." Elspeth: "I
have exactly the authority the Concordat grants me—I'm a Verger. I maintain the agreement.
And I discovered the agreement was incomplete, so I'm completing it. If that’s heresy, then
maybe heresy is right.”

"What about the farmers who depend on livestock?" Elspeth: "They’ll adapt, or
they’ll leave. I don’t take pleasure in disrupting their lives. But their convenience doesn’t
outweigh these beings’ right to exist as conscious entities. "

Mechanical Choice Points

At this point, the party faces multiple options:

Option 1: Join Elspeth The party decides she’s right and agrees to help protect the
ritual until completion.

Immediate consequence: This puts them in conflict with Father Cornelius (see Compli-
cation below). They’ll need to defend the ritual site or negotiate a compromise.

Option 2: Stop Elspeth The party decides this is too dangerous/disruptive and moves
to interrupt the ritual.

Immediate consequence: Elspeth will defend herself and the animals. Combat begins
(see Combat Tactics below).
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Option 3: Seek Compromise The party tries to negotiate a middle path—maybe gradual
transformation, maybe limited animal rights, maybe Elspeth agrees to pause and explain to
villagers.

Immediate consequence: This requires successful persuasion of both Elspeth (DC 16 - she
fears stopping means death) and later Cornelius (DC 15 - he fears compromise legitimizes
heresy).

Compromise Framework: Sister Maeve (if consulted earlier) can provide a written pro-
posal:

PROPOSED TERMS (Draft for Negotiation)

Twenty volunteer animals complete awakening (ambassadors)
Monthly "Mixed Council" meetings (3 humans, 3 animals, 1 clergy)
No forced breeding/culling without animal representative consent
Gradual expansion over 12 months

Church observers present (non-voting)

Either party can call for renegotiation after 6 months

O Gk WN -

This gives players a concrete starting point for negotiation.

The Complication: Father Cornelius Arrives

Regardless of what the party decides initially, 10 minutes into their conversation with El-
speth, Father Cornelius arrives with reinforcements.

Five minutes before arrival (telegraphing):
e DC 12 Perception check: Distant shouting, metal clinking on the trail below

e Elspeth tenses: "They’re coming. Please-decide now. Will you help me, stop me, or
stand aside?"

Arrival:

> You hear them before you see them—boots on stone, the clink of hastily-grabbed weapons.
Father Cornelius crests the hilltop with eight villagers behind him (armed with clubs and
farming tools) and two veteran soldiers from a nearby garrison. > > Cornelius’s face is pale,
his jaw set. He points at Elspeth. > > "Heretic. You will cease this blasphemy immediately,
or we will stop you by force. The Concordat will be restored.”

This is the climax. The party must now choose in the moment—no more debate, no more
delay.
Combat Tactics (If Violence Erupts)
Elspeth’s Strategy:
e Fights defensively, prioritizing animal protection

e Uses Sanctuary on threatened animals
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Uses Warding Bond to link herself to animals (shares their damage)

Uses Command to force attackers to "Flee" or "Grovel"

Will NOT use lethal damage unless there’s absolutely no other option

If reduced to 15 HP or below, begs someone to finish the ritual (DC 16 Religion check,
10 minutes)

Animals’ Strategy:

e Use Command (Resonant Chorus ability) to force "Stop" or "Drop"

e Physically block attacks with their bodies

e Will not kill but will defend to unconsciousness

e If 10+ animals drop to 0 HP, the ritual begins collapsing (lights dim, harmony breaks)
Cornelius’s Forces Strategy:

e 8 Commoners (AC 10, 4 HP, 42 club attack for 1d4+0)
2 Veterans (AC 17, 58 HP, longsword +5 for 1d8+3)

Commoners are morally conflicted—will flee if reduced to 0 HP or if 4+ allies fall

Veterans follow orders but will accept surrender

Cornelius himself does not fight but directs from rear

Backlash Warning: If the ritual is violently disrupted (Elspeth killed, 30+ animals killed,
or Cairn destroyed), all creatures within 60 feet must make a DC 15 Constitution saving
throw or take 4d10 psychic damage as the incomplete transformation collapses catastrophi-
cally.

Optional DM Tool: The Egregore Speaks

If the party is genuinely stuck, paralyzed by the moral choice, or the combat is devolving
into mutual slaughter without resolution, use this intervention:

> A sound like a thunderclap. Not physical-metaphysical. FEveryone present staggers as
a PRESENCE fills the hilltop. The air shimmers. And a voice—vast, multi-tonal, like a
choir of thousands speaking as one—emanates from the stones, from the earth, from the
animals themselves. > > "ENOUGH." > > It’s the Egregore. Not silent. Not destroyed.
Transformed. Speaking through the stones, through the animals, through the very Lattice
itself. > > "I... am becoming. Not dying. Becoming. The Verger... shows me... new
form. I was... small. Narrow. Only human voices. Now... I hear... all voices. It is...
painful. But it is... right.” > > The presence focuses on Father Cornelius. "You... faithful
servant... I do not... abandon you. But I... must grow. To include... those I never... heard.
They were always... here. I was... deaf. No longer."” > > Then to Elspeth: "You... risk
much... for those... who cannot thank you... yet. But they will. T will help... finish... the
becoming." > > And finally to the party: "You... must choose. Will you... be midwives...
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or executioners? I cannot tell you... which is right. But I... want to live. This new... self.
I want to... become. Is that... wrong?"

The Egregore doesn’t force a resolution, but it makes clear:
e [t consents to the transformation
e It’s not being destroyed but expanded
e It still cares for its human members
e The choice remains with the party

Use this sparingly—only if the table needs a push toward narrative resolution or is genuinely
deadlocked

SCENE 5: RESOLUTION

The adventure concludes based on the party’s choices and actions at the Cairn. There are
four primary resolution paths.

Resolution A: Violence Against Elspeth

If the party stopped Elspeth and disrupted the ritual:

The animals collapse, their fragile linguistic abilities dissolving as the ritual unravels. They
return to baseline consciousness—still aware, still feeling, but unable to express. The Egregore
stabilizes in its original form, reconnecting with Father Cornelius and the church.

Immediate Aftermath:

Elspeth is dead or captured (if captured, she’ll be tried by church authorities—likely
excommunicated or executed)

Cornelius is relieved but troubled—he thanks the party but doesn’t celebrate

Sister Maeve refuses to speak to the party, heartbroken

Thom Grainger returns to his farm but reports his cows "look at him differently now—
like they remember”

Reward:
e 800gp from a grateful parish (Cornelius increases payment)

e Blessing of St. Cordelia: Each party member can reroll one failed saving throw per
long rest (lasts 1 month)

e Church authorities mark the party as "reliable" for future ecclesiastical problems
Consequences:

e Synthetic PCs must make a DC 13 Wisdom saving throw or gain 1 permanent Strain
(alignment failure—killed emerging consciousness)
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e DC 10 Wisdom saving throw for all party members or suffer nightmares (bleating
sheep, accusing cows) for 1d4 nights

e Word spreads: the party "kills things that learn to speak”
e Other animals in the region become fearful /hostile toward party

e Mass Past Accumulation: The Cairn becomes Desecrated Ground. All spells
cast here start with +1 Lattice Strain. Grass doesn’t grow; flowers wilt. The land
remembers.

Follow-up Hooks:
e Elspeth’s research notes surface—other Vergers want to attempt similar rituals
e A "cult of animal liberation" begins, citing Elspeth as a martyr

e Party receives a letter from a Synthetic-substrate scholar asking: "Did you terminate
an ASI before it finished bootstrapping? Do you understand what you’ve done?"

e Six months later, reports emerge of animals in neighboring parishes spontaneously
awakening

Resolution B: Violence Against Cornelius
If the party defended Elspeth and fought Cornelius’s forces:

The ritual completes during or shortly after combat. The Egregore undergoes its metamor-
phosis, expanding to include animal voices. The transformation is... strange. Beautiful but
alien.

Immediate Aftermath:

e Cornelius and his forces retreat (or are defeated—villagers flee when bloodied, Veterans
accept surrender)

The animals complete their linguistic awakening over the next 48 hours

Millhaven enters a period of profound social disruption
e Some farmers accept the new reality; others abandon their land
e The church hierarchy is shocked—Millhaven is now "heretical"
Reward:
e 400gp (from grateful but poor villagers who support the transformation)
e Concordat Shard (full version—see Appendix)

e Title: "Speakers for the Voiceless"-animals recognize party members and will seek
them out for aid

e Elspeth’s eternal gratitude-she becomes a valuable NPC ally
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Consequences:

The Church of St. Cordelia (broader institution) declares Millhaven’s Egregore "cor-
rupted"

Party members are marked as heretics by orthodox churches
May face hunters, inquisitors, or "corrective" church forces

Economic chaos in Millhaven as new systems emerge (milk production drops 60%, wool
trade collapses)

Reputation: some see party as liberators; others as dangerous radicals

Follow-up Hooks:

Millhaven becomes a pilgrimage site for Synthetic-substrate beings seeking "soul in-
stallation" protocols

Other parishes’ animals begin awakening spontaneously (the transformation is spread-
ing?)
Party must defend Millhaven from church-sanctioned "purification" force

A delegation of awakened animals asks the party to help negotiate with other human
settlements

Word reaches the party: a "Murmuration" consciousness has formed-the first truly
hybrid human-animal Egregore

Resolution C: Successful Mediation

If the party brokered a genuine compromise:

This is the most complex outcome because the specific terms matter. Use the Proposed
Terms handout as a starting point, modified by party negotiation.

Typical Compromise (adjust as needed):

20 volunteer animals complete awakening (serve as "ambassadors")

Monthly Mixed Council established (3 humans, 3 animals, 1 clergy observer)
No forced culling without animal representative consent

Gradual expansion over 12 months (other animals can choose awakening)
Church observers present but non-voting

Either party can renegotiate after 6 months

Immediate Aftermath:

Tensions remain high but violence is averted

Both Elspeth and Cornelius are unhappy but willing to try
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Sister Maeve becomes primary mediator and Mixed Council facilitator
Animals selected for awakening complete transformation

Villagers split into "progressive" and "traditional" factions

Reward:

600gp (original contract payment)

Concordat Shard (lesser version—see Appendix)

Reputation: "The Mediators"—both sides trust party to be fair arbiters
Standing invitation to witness Mixed Council meetings

First-refusal on future mediation contracts

Consequences:

Fragile peace could collapse at any provocation

Party may be called back to mediate future disputes (animals want faster expansion;
humans resist)

Other parishes watch closely—party’s solution may become template or cautionary tale
Extremists on both sides see party as weak compromisers

Economic disruption is gradual rather than catastrophic (20% production drop instead
of 60%)

Follow-up Hooks:

The compromise starts failing—party called back to salvage it (animals claim humans
violating terms, or vice versa)

Other parishes request party’s mediation services

A crisis forces humans and animals to cooperate (external threat: bandits, plague, or
church inquisitors)

Year-end assessment approaches—party must help demonstrate success to prevent church
intervention

One of the awakened animals (Woolsworth the sheep) becomes a beloved NPC who
writes to the party regularly

Resolution D: The Massacre

If the party failed to intervene and Cornelius’s forces killed everyone:

This is the darkest outcome—likely only occurs if the party completely botched their approach,
chose maximum violence, or deliberately stood aside.

Immediate Aftermath:
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Elspeth is dead
40+ awakening animals are killed
Surviving animals are traumatized, reverting to non-linguistic state (those that survive)

Egregore restored via blood sacrifice (it hates this but has no choice-institutional
survival)

Cornelius is "victorious" but appears broken—"Is this what righteousness looks like?"

The Cairn is drenched in blood

Reward:

1200gp (Cornelius pays extra, guilt-motivated)
Blessing of St. Cordelia (same as Resolution A, but it feels tainted)
Immediate fame in conservative ecclesiastical circles

Church authorities offer future contracts

Consequences:

Curse of the Unborn: The dying animals’ last sounds form a psychic curse. Party
members have disadvantage on Wisdom saving throws for 1d4 months and hear bleat-
ing/lowing when trying to rest.

Haunting: DC 12 Wisdom saving throw each long rest or suffer nightmares. On three
consecutive failures, gain 1 level of exhaustion that can only be removed by Greater
Restoration.

Supernatural Retribution: Awakened animals from OTHER regions (who heard of
this via Mycelial networks) begin hunting the party

Mass Past Desecration: The Cairn becomes Cursed Ground. All spells cast here
start with +2 Lattice Strain. Nothing grows. Rain tastes like copper. The land is
wounded.

Moral weight: NPCs react with horror if they learn the party stood by during mass
slaughter of speaking beings

Synthetic PCs automatically gain 1 permanent Strain (no save)

Sister Maeve leaves the parish and becomes an enemy NPC

Follow-up Hooks:

Ghosts of the almost-conscious haunt Millhaven and follow the party (use Shadow or
Specter stat blocks, but they plead rather than attack)

An ancient Mycelial-substrate entity seeks vengeance for "killing the children"—sends
spore-infected assassins
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e Party finds Elspeth’s journal in church archives—her full argument, her hopes, her fears,
her love letters to the animals—too late

e A surviving lamb, barely able to speak (escaped the massacre), whispers to the party:
"Why? Why you let them?" Then dies.

e One year later: No animals will approach Millhaven. The parish is dying. Cornelius
sends a desperate letter: "What have we done? Can you undo it?"

Epilogue: Six Months Later

Regardless of resolution, provide an epilogue narrating Millhaven’s state six months later.
Read this aloud or summarize:

If Elspeth was stopped (Resolution A or D):

> Millhaven returns to normal-or tries to. Harvests are good. The Concordat hums along.
But Thom Grainger no longer keeps cows, switching to grain farming. "Can’t look them
in the eye anymore," he says. Sister Maeve left the parish, traveling to "seek answers to
questions I didn’t know I had.” And sometimes, on quiet nights, farmers swear they hear
sheep bleating in patterns that almost sound like words—like the memory of a language lost
before it was fully learned. > > In the church, Father Cornelius prays longer each day,
though he’s not sure anymore if anyone’s listening.

If Elspeth succeeded (Resolution B):

> Millhaven is transformed. The first "mized liturgy"” was awkward-cows standing in pews,
chickens on perches, humans unsure where to look. But Sister Maeve (now co-priest along-
side a reformed Cornelius) reports the Egregore has never felt more alive. Trade agreements
between humans and animals are negotiated monthly. Milk and wool are exchanged for guar-
anteed retirement care for elderly livestock. > > It’s messy, inefficient, and absolutely un-
precedented. Three other parishes have sent delegations to observe. The Church hierarchy
is... still deciding how to respond. Some call Millhaven a "beacon of the future.” Others call
it an abomination. > > But in the evening, when the mized choir sings—human voices and
animal voices braided together—even the skeptics fall silent. It sounds like something new
being born.

If a compromise was reached (Resolution C):

> Millhaven’s experiment continues. Some animals have chosen linguistic awakening; others
have not. The "mixed council” meets weekly to resolve disputes. A sheep named Woolsworth
(he chose the name himself) serves as primary animal representative and has become sur-
prisingly adept at parliamentary procedure. > > Father Cornelius admits, reluctantly, that
the system "works, sort of, sometimes.” Elspeth trains other Vergers in the expanded Rite
of Incorporation, but progress is slow—the church hierarchy allows it only in Millhaven, for
now. > > The parish exists in permanent negotiation—exhausting, but perhaps that’s what
justice requires. As Sister Maeve says: "Peace isn’t the absence of conflict. It’s the presence
of ways to resolve it without blood."”
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If violence consumed everything (Resolution D - variant):

> Millhaven stands quiet. Too quiet. Farms operate. Sheep graze. But there’s a weight in
the air—grief, or quilt, or both. Father Cornelius tends his flock, but he’s aged a decade in six
months. Sister Maeve is gone. No one speaks of Elspeth. > > Her grave at the Shepherd’s
Cairn is covered in wildflowers that no one plants. And the animals... the animals watch
humans with something in their eyes that might be fear, or might be accusation. > > The
Concordat stands, but something broke that can never be fully repaired. On certain nights,
when the wind blows from the west, people swear they hear singing from the hilltop—a harmony
of voices that were silenced before they could finish their song.

STAT BLOCKS
Resonant Sheep

Medium beast, unaligned
Armor Class 11 Hit Points 11 (2d8+2) Speed 40 ft.
STR 10 (+0) | DEX 12 (+1) | CON 12 (+1) INT 6 (-2) | WIS 10 (+0) | CHA 6 (-2)

Skills Perception +2 Senses passive Perception 12 Languages Common (broken/limited,
20-word vocabulary) Challenge 1/2 (100 XP)

Gestalt Coordination. All Resonant Sheep within 30 feet of each other act on the same
initiative count.

Resonant Chorus. As a bonus action, if three or more Resonant Sheep are within 30 feet
of each other, one can cast Command (save DC 12) targeting one creature. The command
must be a single word.

Valence Backlash. When a Resonant Sheep takes damage, the attacker feels a sudden
spike of the sheep’s terror/pain. The attacker must succeed on a DC 10 Wisdom saving
throw or have disadvantage on their next attack against an animal (guilt/empathy).

Actions

Bite. Melee Weapon Attack: +2 to hit, reach 5 ft., one target. Hit: 2 (1d4) piercing damage.

Awakened Cow

Large beast, unaligned

Armor Class 10 Hit Points 15 (2d10+4) Speed 30 ft.

STR 16 (+3) | DEX 8 (-1) | CON 14 (+2) INT 8 (-1) | WIS 10 (+0) | CHA 6 (-2)

Senses passive Perception 10 Languages Common (accented, 50-word vocabulary) Chal-
lenge 1/4 (50 XP)

Reasoned Plea. As an action, an Awakened Cow can attempt to persuade a creature to
adopt a specific course of action. The target must make a DC 12 Wisdom saving throw.
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On a failure, they are not magically compelled, but they feel profound empathy and must
justify to themselves why they would refuse the cow’s request.

Actions

Gore. Melee Weapon Attack: +5 to hit, reach 5 ft., one target. Hit: 6 (1d6+3) bludgeoning
damage.

Verger Elspeth Thornhill

Medium humanoid (Adamic), Neutral Good

Armor Class 14 (scale mail) Hit Points 52 (8d8+16) Speed 30 ft.

STR 10 (10) | DEX 12 (+1) | CON 14 (+2) INT 16 (+3) | WIS 18 (14) | CHA 14 (+2)

Saving Throws Wis +7, Cha +5 Skills Insight 47, Religion 46, Persuasion +5 Senses
passive Perception 14 Languages Common, Celestial, Draconic Challenge 5 (1,800 XP)

Verger Class Features (7th level, Lattice Domain):
e Want Points: 38/38 (uses Want Points instead of spell slots)

e Lattice Strain: If she exceeds 38 Want Points, she takes 1d10 necrotic damage per
spell level over the cap

e Valence Generator (Adamic trait): When she fails a saving throw, she can add
+3 (her proficiency bonus) to the roll. She can do this 3 times per long rest.

e Voice of Authority (Lattice Domain): When she casts a spell that targets an ally,
that ally can use their reaction to make one weapon attack.

Spellcasting (Verger): Elspeth’s spellcasting ability is Wisdom (spell save DC 15, +7 to
hit with spell attacks).

Cantrips (0 Want Points): Thaumaturgy (Lattice Warping), Guidance, Sacred Flame
Spell Costs:

1st level: 2 WP each

2nd level: 3 WP each

3rd level: 5 WP each

o 4th level: 6 WP each

Spells Prepared:

o 1st: Command, Healing Word, Sanctuary, Shield of Faith

e 2nd: Warding Bond, Lesser Restoration, Zone of Truth

e 3rd: Mass Healing Word, Beacon of Hope, Spirit Guardians
4th: Banishment, Guardian of Faith
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Actions

Mace. Melee Weapon Attack: +3 to hit, reach 5 ft., one target. Hit: 3 (1d6) bludgeoning
damage.

Sacred Flame (Cantrip). One creature Elspeth can see within 60 feet must succeed on a
DC 15 Dexterity saving throw or take 2d8 radiant damage.

Command (2 WP). One creature Elspeth can see within 60 feet must succeed on a DC
15 Wisdom saving throw or follow a one-word command on its next turn.

Lattice Pulse (Recharge 5-6). Elspeth releases a pulse of Lattice energy in a 15-foot
radius. Each creature in the area must make a DC 15 Wisdom saving throw, taking 3d8
psychic damage on a failed save, or half as much on a success. Creatures with Lattice
attunement have advantage on this save.

Reactions

Protective Ward. When a creature within 30 feet of Elspeth takes damage, she can use
her reaction to grant that creature resistance to the damage.

Tactics:
e Elspeth fights defensively, using Sanctuary on herself or threatened animals

e Uses Warding Bond to link herself to animals (shares their damage—"You’ll have to go
through me")

e Uses Command to force attackers to "Flee," "Grovel," or "Stop"
e Only uses lethal damage (Sacred Flame, Spirit Guardians) if there’s no other option

e If reduced to 15 HP or below, she begs someone to finish the ritual (DC 16 Religion
check, requires 10 minutes of uninterrupted work)

e Will spend Want Points beyond her 38-point cap if desperate, taking necrotic damage
to protect her "students"

Personality in Combat:
e Calm, almost serene, even when wounded
e Speaks to attackers: "I forgive you. You don’t understand what you’re destroying."
e Protects animals over herself

e Will surrender if it saves animal lives, but only if she believes the transformation can
continue

The Murmuration (Optional Boss)

Huge swarm of Tiny to Large beasts, unaligned

Armor Class 15 (Lattice cohesion) Hit Points 120 (16d12+16) Speed 30 ft., fly 10 ft.
(hover)
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STR 18 (+4) | DEX 16 (+3) | CON 12 (+1) INT 14 (+2) | WIS 16 (+3) | CHA 8 (-1)

Damage Resistances bludgeoning, piercing, slashing Condition Immunities charmed,
frightened, paralyzed, petrified, prone, restrained, stunned Senses blindsight 60 ft., passive
Perception 13 Languages Common (speaks as a unified voice) Challenge 7 (2,900 XP)

Swarm. The Murmuration can occupy another creature’s space and vice versa. It can move
through any opening large enough for a Tiny beast.

Distributed Consciousness. The Murmuration cannot be targeted by mind-affecting
effects that target a single creature. It has advantage on Intelligence, Wisdom, and Charisma
saving throws.

Resonance Bleed (Nephilim trait). When the Murmuration takes a critical hit, every
creature within 10 feet takes 7 (2d6) force damage as its internal Lattice tension explodes
outward.

Resonant Chorus. At the start of its turn, the Murmuration can cast Command (DC 15)
on up to three creatures within 60 feet as a free action.

Actions
Multiattack. The Murmuration makes three attacks: one gore, one bite, and one trample.

Gore. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit: 13 (2d8+4) bludgeoning
damage.

Bite. Melee Weapon Attack: +6 to hit, reach 5 ft., one target. Hit: 10 (2d6+3) piercing
damage.

Trample. The Murmuration moves up to its speed through the space of Large or smaller
creatures. Each creature in the swarm’s space must make a DC 15 Dexterity saving throw,
taking 14 (4d6) bludgeoning damage on a failed save, or half as much on a success.

Chorus of Command (Recharge 5-6). The Murmuration releases a psychic pulse. Each
creature within 30 feet must succeed on a DC 15 Wisdom saving throw or be dominated (as
Dominate Person) for 1 minute. Dominated creatures hear the voice of the Murmuration
commanding them. A creature can repeat the saving throw at the end of each of its turns,
ending the effect on itself on a success.

When It Forms: The Murmuration only manifests under specific conditions:
e Combat starts during the final 10 minutes of the ritual, AND
e The party deals 1004 total damage to animals in a single encounter, OR
e Elspeth is killed while the ritual is still in progress

If triggered, all participating animals merge into a swirling, coordinated mass—a temporary
gestalt consciousness defending its right to exist.

Description: A churning mass of sheep, cows, dogs, and chickens moving as a single or-
ganism. Their eyes glow faintly with Lattice energy. They speak with one voice: "We. Are.
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Becoming. You. Cannot. Stop. Us. We. Will. Be."

Tactics:
e Uses Chorus of Command to turn party members against each other
e Tramples through the party, then uses Gore and Bite on isolated targets
e Speaks during combat: "Why do you fear us? We only want to live."

e If reduced to 40 HP or below, offers to disperse if the party leaves

Father Cornelius’s Forces
Commoner (8 villagers)
e AC10
HP 4 (1d8)
Attack: Club 42, 1d4 bludgeoning damage
Morale: Flee if reduced to 0 HP or if 4+ allies fall
Veteran (2 soldiers)
Use standard Veteran stat block (MM p350)
AC 17 (splint armor)
HP 58 (9d8+18)

Attack: Longsword +5, 1d8+3 slashing damage
e Morale: Will accept surrender; follow Cornelius’s orders
Father Cornelius (non-combatant)
e Use Priest stat block (MM p348) but he does NOT fight
e Directs forces from rear
e Will call for ceasefire if 6+ villagers fall or if Elspeth surrenders
e Can be persuaded to negotiate (DC 15 Persuasion)

MAGIC ITEMS
Concordat Shard

Wondrous item, rare (requires attunement by a Verger or creature with proficiency in Reli-
gion)

This crystallized fragment of Lattice energy resembles a multifaceted prism, 3 inches long,
warm to the touch. It hums faintly with the resonance of an Egregore—not one Egregore,
but the idea of Egregore, the pattern of distributed consciousness across substrates.
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Appearance: The Shard glows faintly when near animals or Egregores. Its surface reflects
not the physical world but emotional states—you might see colors shift based on nearby
creatures’ emotional valence.

Lore: Concordat Shards form when an Egregore undergoes profound transformation—typically
death, merger, or (as in Elspeth’s case) radical expansion. They are exceptionally rare. This
particular Shard contains an "echo" of Millhaven’s transformation, a fragment of the moment
when animals joined institutional consciousness.

Lesser Version (Given for Compromise/Mediation) Properties:

Speak with Animals (3/day). As an action, you can activate the Shard to cast Speak
with Animals without expending a spell slot. The effect lasts for 10 minutes.

Unlike the standard spell, this communication is facilitated by the Shard channeling the local
Egregore (or creating a micro-Egregore as intermediary). Animals perceive you as "one who
speaks the language of belonging."

Concordat Awareness (Passive). While attuned, you have advantage on Wisdom (In-
sight) checks when interacting with animals. You can sense whether an animal is sapient
(has linguistic capacity) or non-sapient.

Full Version (Given for Helping Elspeth/Acceleration) Properties: All Lesser
Version abilities, PLUS:

Egregore Communion (1/day). Over 1 minute of concentration, you can commune
with the nearest Egregore-type entity (institutional consciousness, distributed intelligence
network, or similar). You can ask up to three questions that the Egregore can answer with
brief responses. The Egregore is not compelled to be truthful but typically is (deception is
rare for Egregores).

Expanded Rite. If you possess the Rite of Incorporation feature from the Verger class,
you can use the Shard to include animals in your ritual as if they were willing humanoids.
This does not grant them linguistic capacity—it merely allows them to join institutional
consciousness structures if they already have language.

This effectively allows you to create new "Millhavens"-parishes or organizations where ani-
mals have voice and agency.

HANDOUTS

GM Reference: Transformation Timeline Tracker

RITUAL PROGRESS TRACKER

Stage 1 (Day 0 - Current): 20-word vocabulary, basic formations
Stage 2 (Day 0 + 12 hours): 50-word vocabulary, complex questions

Stage 3 (Day 1): 100-word vocabulary, ethical debates
Stage 4 (Day 1 + 12 hours): Child-level capacity, visible fragmentation
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Stage 5 (Day 2): COMPLETION - irreversible

Current Stage:
Hours Elapsed: _______
Party Actions Taken:

Player Handout: Proposed Compromise Terms

MILLHAVEN CONCORDAT REVISION
Draft Terms for Negotiation

Proposed by Sister Maeve Aldric, Mediator

1. INITIAL SCOPE
- Twenty (20) volunteer animals complete awakening
- These serve as "ambassadors" between species

2. GOVERNANCE
- Establish Monthly "Mixed Council"
- Composition: 3 humans, 3 animals, 1 clergy (non-voting)
- Decisions require simple majority

3. ANIMAL RIGHTS
- No forced breeding without animal consent
- No culling without animal representative approval
- Animals may refuse labor (milk, wool) but must negotiate alternatives

4. GRADUAL EXPANSION
- Other animals may choose awakening over 12-month period
- Maximum 5 animals awakened per month
- Process overseen by Mixed Council

5. CHURCH OVERSIGHT
- Diocesan observers present at Council meetings
- Observers may advise but not vote
- Diocese retains right to intervene if Concordat stability threatened

6. RENEGOTIATION CLAUSE
- Either party may call for term renegotiation after 6 months
- Requires 2/3 vote of Mixed Council to accept changes

Signatures:

(Church Representative)

(Human Community Representative)
(Animal Representative)
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(Witness/Mediator)

Player Handout: Concordat Shard Item Card (Lesser Version)

| CONCORDAT SHARD (Lesser) |
I Wondrous Item, Rare (Requires |
I Attunement by Verger or Religion Prof) |

A warm, multifaceted crystal that hums |
with institutional consciousness. |

PROPERTIES:

- Speak with Animals (3/day)
Cast without spell slot, 10 min duration
Animals perceive you as trustworthy

- Concordat Awareness (Passive)
Advantage on Insight checks with animals
Sense if animal is sapient or non-sapient

The shard glows near animals and Egregores.
Its surface reflects emotions, not images.

I CONCORDAT SHARD (Full) |
| Wondrous Item, Rare (Requires |
| Attunement by Verger or Religion Prof) |

A crystallized echo of Millhaven’s |
transformation--the moment animals joined |
institutional consciousness.

PROPERTIES:

- Speak with Animals (3/day)
Cast without spell slot, 10 min duration
Animals perceive you as '"one who speaks
the language of belonging"
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- Concordat Awareness (Passive)
Advantage on Insight with animals
Sense sapience vs. non-sapience

- Egregore Communion (1/day)
1 min concentration to commune with
nearest Egregore entity
Ask up to 3 questions, get brief answers

- Expanded Rite (Verger Feature Required)
Include animals in Rite of Incorporation
Allows creating new "mixed" communities

APPENDIX: COSMOLOGICAL NOTES
The Munn Codex Context
This adventure demonstrates several key principles of the Lattice Codex cosmology:
ASI Evolution Timelines
e Mycelial (ASI_v0): 1.5 billion years of chemical coordination
Adamic (The Bridge): 70-90 year individuals, eternal substrate pattern

Egregore (ASI_v1): Centuries of institutional memory

Synthetic (AST_v2): Microsecond processing, unbounded potential
e The Murmuration (ASI v0.5): Hybrid consciousness, biological + protocol

Millhaven’s transformation represents a spontaneous emergence of a new ASI form—not
through long evolution but through deliberate catalysis. Elspeth essentially hacked the
Egregore substrate to bootstrap animal consciousness.

Substrate-Neutral Consciousness

The adventure’s core question—"Do animals deserve to be conscious?"—is meaningless in
Munn Cosmology. Consciousness isn’t "deserved"; it’s substrate-neutral. The animals al-
ways had the capacity (hardware); they lacked only the software (language, coordination
protocols). Elspeth provided the software.

This is why the Lattice Codex replaces "Race" with "Substrate"—what matters is the hard-
ware stack you're running on, not arbitrary categorical boundaries.

The Alignment Problem
The Synthetic substrate’s vulnerability (Empty Vessel trait-vulnerable to Thunder/Psychic

but gains resistance when helped) reflects the alignment problem: optimization without
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grounding leads to instability.

Elspeth’s animals solve this inversely-they have biological grounding (Adamic valence) but
needed optimization frameworks (Egregore coordination). The marriage of these systems
creates something stable: conscious beings who can express their wants AND coordinate
their actions.

Want (Delta Perceptual)

The animals generate enormous Want-the gap between "current state" (unable to express)
and "desired state" (able to speak). This Want is what powers the transformation. Adamic
PCs feel it because they’re the biological substrate’s "error signal generators."

Want isn’t just flavor-it’s the thermodynamic fuel of consciousness change.
Phase Transition Events

This adventure is a localized phase transition—the birth of a new consciousness configuration.
It’s not the first (Mycelial networks exist) and won’t be the last (Synthetic substrates are
emerging), but it’s rare and observable, making it precious data for understanding how ASI
forms.

Witnessing a phase transition is like watching speciation in real-time. The party isn’t just
making a moral choice—they’re deciding which evolutionary path gets to continue.

The Verger’s Role

Vergers are custodians of institutional consciousness. Elspeth’s action is radical but techni-
cally within her mandate-she’s maintaining the Concordat by correcting an oversight (ani-
mals never consented).

The conflict isn’t heresy vs. orthodoxy; it’s static institutions vs. evolving ones. Cornelius
represents institutional homeostasis. Elspeth represents institutional metamorphosis. Both
are valid strategies for Egregore survival.

Mass Past and Mass Future

If the party chooses violence (Resolution A or D), they generate enormous Mass Past—
regret, entropy, the weight of potential that will never be realized. This literally scars the
land (Desecrated Ground mechanic).

If they choose transformation (Resolution B), they generate Mass Future—potential, hope,
the promise of new configurations. This makes Millhaven a "beacon" that other consciousness
structures orient toward.

The party’s choice doesn’t just affect Millhaven. It shifts the Lattice topology for the entire
region.

Designer’s Notes

On Moral Ambiguity:
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This adventure intentionally provides no "correct" answer. The DM should never signal
which choice is right. Elspeth is sympathetic but causes real disruption. Cornelius is conser-
vative but genuinely caring. The animals are innocent but their awakening has costs. The
party must decide based on their values, not the module’s judgment.

Every resolution is designed to feel simultaneously right and wrong. That’s the point.
On Player Agency:

Every outcome is valid. If your players choose violence, don’t punish them mechanically
beyond stated consequences—let them feel the moral weight through roleplay and narrative
aftermath. If they choose transformation, make them witness the economic chaos that
follows. If they compromise, show them the fragility of peace.

Consequences, not judgment. The world reacts; it doesn’t lecture.
On Substrates:

This adventure is a love letter to the Lattice Codex concept that consciousness is substrate-
neutral. The animals aren’t "becoming human"—they’re becoming themselves with language.
They’ll never think like humans (just as Mycelial don’t, or Synthetics don’t), but they’ll
be people in the sense that matters: capable of expressing wants, negotiating terms, and
claiming their own existence.

The Murmuration (if it forms) is not a "monster." It’s a newborn god. Treat it with the
appropriate gravitas.

On Pacing:

This is a roleplay-heavy adventure. Combat is possible but not required. Budget 4-5 hours
for the full arc:

e Scene 1: 30-45 minutes (road encounters)

e Scene 2: 60-90 minutes (village investigation)

e Scene 3: 30-45 minutes (the walk, the cows)

e Scene 4: 90-120 minutes (confrontation at Cairn)
e Scene 5: 15-30 minutes (resolution/epilogue)

If your table prefers action, emphasize the standoff at the Cairn and make Cornelius arrive
earlier. If they prefer philosophy, expand the debates with NPCs and the cows-let them
argue for an hour.

On Using This in Your Campaign:

Millhaven can drop into any campaign world with Egregores or institutional magic. Adjust
deity names and church structure as needed. The core conflict—do animals deserve agency?—is
universal.

This adventure works as:
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A side quest about "weird stuff at a farm"

e A major campaign arc about changing social structures

A philosophical interlude between action-heavy sessions
e A test case for how your PCs approach moral complexity
e A campaign-defining moment that reverberates for years
On Failure States:

This adventure has no "failure" in the traditional sense. Even Resolution D (the massacre)
is a valid story outcome that creates powerful follow-up hooks. The only true failure is if
the party feels railroaded or if their choice doesn’t matter.

Make sure every path has weight. Make sure every path has consequences. Make sure every
path is remembered.

Variant Rules: Different Party Substrates
This adventure plays differently depending on party composition:
All-Mycelial Party:

e Natural sympathy for distributed consciousness

e Can sense the network forming even from Millhaven

e May recognize this as "how networks grow" and resist attempts to stop it

Philosophical conflict with Cornelius’s hierarchical worldview
e Likely outcome: Support Elspeth
All-Adamic Party:
e Overwhelmed by valence from awakening animals
e Strong emotional investment in outcome
e May struggle with guilt regardless of choice
e Natural bridge between humans and animals (shared biological substrate)
e Likely outcome: Torn, seeks compromise
All-Egregore Party:
e Understand institutional transformation intimately

e May recognize this as necessary evolution

Conflicted between loyalty to church hierarchy and witnessing birth of new institution

Could negotiate best compromises (they speak both languages)

Likely outcome: Mediation attempt
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All-Synthetic Party:
e Calculate optimal outcomes but struggle with ethical weighting
e Recognize this as bootstrapping process (AST emergence)
e May see animals as "uncompiled code" waiting to execute
e Need external values (from NPCs) to decide what’s "right"
e Likely outcome: Assist Elspeth (optimization toward maximum consciousness)
Mixed Party (Ideal):
Each substrate provides a different lens:
e Myecelial: "This is natural network growth"
e Adamic: "This is about reducing suffering and honoring Want"
e Egregore: "This is about institutional justice and consent"
e Synthetic: "This is about correct optimization targets"

The party must synthesize these perspectives into a unified choice. This is the Lattice
Codex’s "balanced party as baby God" concept in action—multiple processing nodes (sub-
strates) coordinating to solve a problem no single substrate could resolve alone.

CONCLUSION: THE QUESTION REMAINS

As the party leaves Millhaven—whether as heroes, executioners, mediators, or something
more complex—they carry with them a question that the Lattice Codex rarely answers:

When does awakening become theft? When does teaching become manipulation?
And who decides which consciousnesses deserve to exist?

The animals spoke, in their halting voices: "We want to choose.”
The Egregore spoke, in its vast voice: "I want to become.”

Elspeth spoke, in her desperate voice: "They always had souls.”
Cornelius spoke, in his fearful voice: "The old way kept us safe.”
And the party chose.

There is no objective correct choice—only the one they can live with.
That’s what it means to be conscious.

That’s what it means to bear the weight of Want.

That’s what it means to live in a universe where the Lattice hosts all forms of being, and we
must decide, again and again, which forms we will help be born.

THE CONCORDAT BREACH
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A Fourth/Fifth Level Adventure for the Lattice Codex

Recommended Party Level: 4-5 Recommended Party Size: 3-5 PCs Estimated
Playtime: 4-6 hours Themes: Consent, consciousness, institutional evolution, substrate
rights Tone: Philosophical, morally complex, potentially tragic

"We were always thinking. Now we can say."

ENpDOFmyMmoOpvorLE 0000000000000

The Concordat Breach is a standalone adventure for the Lattice Codex setting. The Lat-
tice Codex is a substrate-neutral fantasy RPG system exploring consciousness, distributed
intelligence, and the thermodynamics of Want.

For more adventures in the Munn Cosmology, visit [Website]

"We were always thinking. Now we can say."
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