Vandale is medium sized farming and mining village
Vandale – The Village of Copper and Bread
Overview:
Vandale sits nestled between gently rolling farmland to the south and the jagged foothills of the Copperback Range to the north. Its fertile fields and well-watered orchards provide grain, fruits, and vegetables for the village’s population, while its modest smelting works and mines produce copper, bronze, tin, and coal, exported across Corin. Smoke curls from the chimneys of smithies and bakeries alike, blending with the scent of fresh bread and blooming flowers carried on the wind.
Though Vandale is industrious, it retains a quiet charm: cobbled streets, timber-framed homes, and neatly tended gardens create a sense of pride and community. Despite its outward prosperity, the village maintains a slow, deliberate pace of life, the rhythm of farming and mining governing the day.
Population: ~450 villagers, humans, dwarves and gnomes mostly.
Primary Occupations: Farming, mining, blacksmithing, brewing
Exports: Copper, bronze, tin, coal, bread, mead
Village Layout:
· Northern Foothills: The mines cluster here; simple stone-and-timber constructions built into small ravines. Miners’ cabins line the ridges, with smoke from forges drifting into the cold air. A rough cart road leads down to the village center.
· Village Center: A small square hosts the weekly market. A stone well stands at its center, surrounded by stalls selling bread, vegetables, and artisan goods. The village smithy, a modest but busy building, occupies one corner; the bakery, where the scent of fresh bread drifts morning and evening, is on the opposite side.
· Southern Farmlands: Endless fields of wheat, barley, and hops stretch toward the horizon. Large communal granaries store the harvest, and several mead halls sit along the main road, offering hospitality to passing traders.
· Eastern Hills: A quiet ridge holds the Everjoy Home for Lost Children, visible from much of the village. Its whitewashed walls gleam in the sun, a cheerful contrast to the sooty mines to the north.
Community Life:
Vandale is known for its friendly, practical folk. Neighbors know each other by name, trade often, and lend a hand during harvest or snowstorms. Festivals follow the cycles of the seasons: a harvest feast in late autumn, spring planting celebrations, and the Blessing of the Mines in early winter, when miners leave small offerings to Moradin or the local spirits for safety.
 
The Everjoy Home for Lost Children
Appearance and Atmosphere:
From a distance, Everjoy seems lifted from a storybook. Whitewashed walls curve gently around a flower-filled courtyard, yellow shutters frame tall windows, and pale ribbons flutter from wrought-iron lantern hooks. Wind chimes sing softly from the eaves, and the entire estate emits a faintly sweet scent, a mix of soap, flowers, and baked bread.
Visitors leave with the impression of safety, warmth, and joy. Parents are assured: their children smile again here.

Key Areas:
· The Courtyard:
· Circular garden of butter-yellow daisies, lavender, and pale blue bellflowers
· Small stone fountain shaped like a laughing sun, trickling water
· Children gather in tidy groups, making crafts or humming quietly
· Behavior is unnaturally calm; fights, tantrums, and messes are absent
· The Front Hall:
· Bright, spotless, and smelling of warm bread
· Murals of smiling suns, lambs, and open fields
· Long oak desk for donations and guest books, meticulously organized
· The Common Room:
· Low couches, woven rugs, shelves of books and toys
· Every toy faces forward; books aligned; room always pristine
· Children’s attention drifts back to Brother Aldrich whenever he enters
· Dormitories:
· Narrow halls lead to identical small beds with white blankets and pale pillows
· Each bed has a tiny chest at its foot
· The air is unnervingly still; no personal items, no signs of individuality
· Mirror Hall:
· Tall, antique mirrors framed in pale gold
· Reflections move slightly out of sync, delayed by fractions of a heartbeat
· Children are taught not to linger
· Brother Aldrich’s Office:
· Warmly lit study with shelves of medical texts, theology, and neatly stacked journals
· Immaculate desk with no personal items, only meticulous records
The Quiet Feeling:
Everjoy is not haunted. It is… managed. Every laugh is measured. Every step guided. Every smile rehearsed. Visitors leave thinking, “Those children are lucky.”
 

Adventure Hooks in Vandale:
1. Missing Children: The players hear rumors of children vanishing from surrounding farms. All signs point to nothing—yet Everjoy sits at the center of a subtle mystery.
2. Strange Behavior: A villager notes their child returned from Everjoy unusually calm, always smiling, and no longer mischievous or loud.
3. Mining Trouble: Miners discover unnatural formations in the northern mines, hinting at alchemical experiments tied to copper, bronze, or tin.
4. Festival Opportunity: During the Blessing of the Mines or harvest festival, Aldrich invites players to Everjoy to “observe the little miracles,” setting the stage for discovery.









The Everjoy Home for Lost Children 
From a distance, Everjoy looks like something from a storybook.
Whitewashed stone walls curve gently around a flower-filled courtyard. Yellow shutters frame tall windows, and pale ribbons flutter from iron lantern hooks. Wind chimes sing softly from the eaves. Everything about the building whispers safety.
Parents say their children smile again after coming here.
They are right.
 
The Courtyard
A circular garden blooms in the center of the orphanage grounds. Butter-yellow daisies, lavender, and pale blue bellflowers grow in perfect symmetry. There is a small stone fountain shaped like a laughing sun, its water trickling constantly.
Children sit around it in tidy little groups, folding paper birds or humming nursery rhymes.
They never argue.
They never cry.
They rarely get dirty.
They look up together when someone enters.

The Front Hall
The doors open into a bright, spotless hall smelling of soap, warm bread, and flowers.
Painted murals line the walls — smiling suns, lambs, open fields, and children holding hands beneath banners that read:
“Joy is our Shelter.”
“Kindness is our Cure.”
A gentle ticking clock hangs above a long oak desk where donation jars are neatly arranged. A guest book lies open, filled with pages of overly grateful handwriting.
Footsteps echo softly — but somehow always sound distant.




The Common Room
Low couches and woven rugs fill a sunlit room where children gather for stories and lessons. Shelves of toys and books line the walls, all carefully cleaned, all placed in perfectly straight rows.
Every doll faces forward.
Every book spine is aligned.
Every toy is unbroken.
Children sit calmly, hands folded in laps, eyes always drifting back to Brother Aldrich whenever he enters.

The Dormitories
Long narrow halls lead to dorm rooms filled with identical small beds. Each bed has:
· A white blanket
· A pale pillow
· A tiny wooden chest at the foot
There are no personal decorations.
No drawings taped to walls.
No messy corners.
Only neat rows.
The air is always just a little too still.

The Mirror Hall
One quiet hallway contains tall antique mirrors framed in pale gold.
The mirrors are clean.
Too clean.
If watched long enough, reflections seem slow to follow their owners — smiling half a heartbeat too late, blinking when no one does.
Children are encouraged not to linger here.


Brother Aldrich’s Office
At the far end of the building sits a warm, lamplit study with shelves of medical texts, theology, and neatly stacked journals. A comfortable chair faces a fireplace that is almost never lit.
The desk is immaculate.
Nothing personal.
No family portraits.
No letters.
Just records.

The Quiet Feeling
Everjoy is not loud.
It does not feel haunted.
It feels… managed.
Like a place that has been carefully tuned — every laugh measured, every step guided, every smile rehearsed.
Visitors leave thinking:
“Those children are lucky.”
And they are.
Until they aren’t.










Brother Aldrich
The soft spoken shepard of lost children 
The Shepherd of Smiles
In Vandale, there is no safer place than the orphanage on the hill.
That is what everyone says.
Its whitewashed walls are always clean. Its gardens always bloom. Soft laughter drifts from its windows at all hours, and the children who live there are known throughout town for their manners, their sweetness — and their strangely identical, perfect smiles.
At the center of it all stands Brother Aldrich.
He is a thin, gentle man with pale hair and pale eyes and a voice that never rises above a warm murmur. He walks with hands folded, speaks in patient encouragement, and has the habit of kneeling to meet children at eye level when he speaks to them.
No one has ever heard him raise his voice.
No one has ever seen him lose his smile.
And everyone in Vandale loves him.
Secrets 
Personality
· Soft-spoken, endlessly kind, unfailingly patient
· Speaks gently even when delivering terrible truths
· Truly believes he is helping the world
· Refers to children as “my little miracles”
· Has moments where his reflection seems… slightly out of sync
He never threatens.
He only invites.






Sample Dialogue
“They are happier now. You can see it in their smiles.”
“We all grow tired, dear friend. But tiredness is simply the body begging to be replaced.”
“You misunderstand what I’m doing. I’m not ending lives. I’m… improving futures.”
“One day, I will finally get it right. And then I can rest.”
Brother Aldrich works best as:
· A slow-burn horror villain
· A beloved public figure no one believes could be wrong
· A man whose house is full of living clues
· A monster who does not look like one
And when the truth finally comes out, the horror isn’t that he hates children.
It’s that he loves them — as tools.
















What Brother Aldrich Is Really Doing
Brother Aldrich is not cruel.
He does not rage.
He does not strike.
He does not see himself as a monster.
He sees himself as a pioneer.
Aldrich is obsessed with the idea that the body is only a shell — that the self can be refined, preserved, and continued beyond the slow decay of flesh. He believes that personality, obedience, memory, and affection can be distilled and reshaped into something purer.
Something perfect.
The children are not “victims” in his mind.
They are drafts.
Through quiet, careful, secret rites, he studies how much of a person can be removed, reshaped, or replaced before the shell still smiles, still obeys, still loves him. Over time, some children become eerily calm, unfailingly pleasant, unnaturally still.
They become… extensions of him.
Living echoes of Aldrich’s will.
Every one of them teaches him more.
And one day — he believes — he will step into a younger body that is flawless, obedient, and forever his.
He will smile forever.



