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INTRODUCTION

Kelfecil's Tales is all about stories and adventures inspired
by art. Each Side-Quest module is meant to be used in
whatever way you want in your own games. Unlike the
adventures, Side-Quests do not have a full background
story or enough material to run a full session with them.
They can be used as:

*  An extra quest or mission in your own campaign.
+ Inspiration to start your own adventure.

+ A one-shot adventure

+  Drop-in content to fill-in the gaps.

+  Drop-in encounters for any situation

Quick INFO

Recommended Average Party Level (APL): 4
Experience from Completion: ~1,825
General Theme: Rescue

Setting: Any, Starlight Chronicle

Time to Finish: ~1-2 hours

Maprs - TOKENS

Get the full-size map without GM notes at the following
links:

«  Alchemy Laboratory

For variants and so much more, visit the map maker’s

Patreon page.

QUEST INFORMATION

Something strange has beset the trading town of Grenhill.
Travelers and locals alike vanish without a trace, and the
local stream that feeds into the town has become foul-
smelling.

Alcel, the alchemist has taken up residence in the hills
nearby, using his kidnapped victims as test subjects for his
research. Those who don’t survive these experiments are
dumped into the waterways that feed into the stream.

The people of Grenhill are afraid that any one of them
might disappear next and have sent word with caravans
for anyone able to help deal with this threat to come to
their aid.

ACQUIRING THE QUEST
The characters might learn about the kidnappings from
traveling merchants or in the town itself.

QUEST OBJECTIVE
Find the person or creature behind the kidnappings and
bring them to justice.

REWARD
The local merchants guild will pay the characters 400 gold
pieces for helping to bring the perpetrator to justice.
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THE SITUATION

Following the sightings from the town leads the
characters into the hills to the south of Grenhill. The
characters find the entrance to the alchemist’s lair at the
mouth of a water-filled cave and enter from the arrow on
the map.

Alcel has his potion workshop at 1. on the map, there are
many alchemical tools for mixing and concentrating
ingredients into potions. If a character searches the
shelves, they can find: A pinch of bone dust, iron filings, gold
dust, oak bark, and a vial of holy water.

> “Encounter.” Lunk, his Flesh Golem servant, is
standing guard over jars of body parts at A. on the map
and will periodically leave to patrol around the lair. He is
tasked with guarding the Alcel’s work and will attack any
intruders on sight.

At B. on the map is a prison for the kidnapped
townspeople. Two 10 foot deep pits are dug into the floor
here, x3 Commoners sit in the left pit, and are some of
the missing people from Grenbhill.

(® “Arcana” At 3. on the map is a sparsely furnished
room with partially finished arcane symbols drawn on the
floor. A character can make a DC 15 Intelligence
(Arcana) check to identify the symbols as an incomplete
circle of teleportation.

FINAL ENCOUNTER

Alcel is working in his study at 2. on the map. If he hears
disturbances, he will yell at Lunk to keep it down, but if he
hears sounds of fighting, he will investigate. Alcel is a
coward at heart and will attempt to flee down the eastern
waterway that leads into the forest rather than face
judgment for his crimes.

QuEsT COMPLETED

The quest is completed when The missing townsfolk are
rescued, and Alcel is killed or captured.

REWARDS

The local merchants guild will pay the characters 400 gold
pieces for the capture of Alcel and the rescue of the
townspeople.
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APPENDIX: STAT BLOCKS

Here you will find all of the stat blocks for all the NPCs
and monsters involved in the adventure.

ALCEL

Medium humanoid (gnome), neutral evil

Armor Class 15 (breastplate)
Hit Points 9 (2d8)
Speed 30 ft.

STR DEX CON INT WIS CHA
11 (+0) 12 (+1) 11 (+0) 12 (+1) 14 (+2) 16 (+3)

Skills Deception +5, Insight +4, Persuasion +5
Senses passive Perception 12

Languages Common, Gnomish

Challenge 1/8 (25 XP)

FLESH GOLEM

Medium construct, neutral

Armor Class 9
Hit Points 93 (11d8 + 44)
Speed 30 ft.

STR DEX CON INT WIS CHA
19 (+4) 9(-1) 18 (+4) 6(-2) 10 (+0) 5(-3)

Spellcasting. Alcel is a 4th-level spellcaster. Its spellcasting
ability is Intelligence (spell save DC 11, +3 to hit with spell
attacks). The mage has the following wizard spells prepared:

Cantrips (at will): fire bolt, light, mage hand, prestidigitation

1st level (4 slots): detect magic, mage armor, magic missile,
shield

2nd level (3 slots): misty step, suggestion

ACTIONS

Damage Immunities lightning, poison; bludgeoning, piercing,
and slashing from nonmagical weapons that aren't
adamantine

Condition Immunities charmed, exhaustion, frightened,
paralyzed, petrified, poisoned

Senses darkvision 60 ft., passive Perception 10

Languages understands the languages of its creator but can't
speak

Challenge 5 (1,800 XP)

Dagger. Melee Weapon Attack: +3 to hit, reach 5 ft., one target.
Hit: 3 (1d4 + 1) piercing damage.

Berserk. Whenever the golem starts its turn with 40 hit points
or fewer, roll a d6. On a 6, the golem goes berserk. On each of
its turns while berserk, the golem attacks the nearest creature it
can see. If no creature is near enough to move to and attack,
the golem attacks an object, with preference for an object
smaller than itself. Once the golem goes berserk, it continues to
do so until it is destroyed or regains all its hit points.

The golem's creator, if within 60 feet of the berserk golem,
can try to calm it by speaking firmly and persuasively. The
golem must be able to hear its creator, who must take an action
to make a DC 15 Charisma (Persuasion) check. If the check
succeeds, the golem ceases being berserk. If it takes damage
while still at 40 hit points or fewer, the golem might go berserk
again.

Aversion of Fire. If the golem takes fire damage, it has
disadvantage on attack rolls and ability checks until the end of
its next turn.

Immutable Form. The golem is immune to any spell or effect
that would alter its form.

Lightning Absorption. Whenever the golem is subjected to
lightning damage, it takes no damage and instead regains a
number of hit points equal to the lightning damage dealt.

Magic Resistance. The golem has advantage on saving throws
against spells and other magical effects.

Magic Weapons. The golem's weapon attacks are magical.

ACTIONS

\Slam. Melee Weapon Attack: +7 to hit, reach 5 ft., one target. Hit:

3 (2d8 + 4) bludgeoning damage.
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Notice of Open Game Content: This product contains Open Game Content, as
defined in the Open Game License Version 1.0a, below. Open Game Content may
only be Used under and in terms of the Open Game License version 1.0a. No
portion of this work other than previously designated Open Game Content may be
reproduced in any form without written permission.

Designation of Open Game Content: Subject to the Product Identity Designation
herein, the following material is designated as Open Game Content. (1) all monster
statistics, descriptions of special abilities, and sentences including game mechanics
such as die rolls, probabilities, and/ or other material required to be Open Game
Content as part of the game rules, or previously released as Open Game Content,
(2) all portions of spell descriptions that include rules-specific definitions of the
effect of the spells, and all material previously released as Open Game Content, (3)
all other descriptions of game-rule effects specifying die rolls or other mechanic
features of the game, whether in traps, magic items, hazards, or anywhere else in
the text, (4) all previously released Open Game Content, material required to be
Open Game Content under the terms of the Open Game License, and public
domain material anywhere in the text. Product Identity Designation: This Product
Identity Designation includes, but is not limited to, the following items that are
hereby identified as Product Identity, as defined in the Open Game License version
1.0a, Section 1(e): All trademarks, registered trademarks, proper names (characters,
artifacts, place names, new deities, monsters, organizations, etc.), dialogue, plots,
story elements, locations, characters, artwork, sidebars, logos, and trade dress.
These items are not Open Game Content. Elements that have previously been
designated as Open Game Content are not included in this declaration.

OPEN GAME LICENSE VERSION I.0A

The following text is the property of Wizards of the Coast, Inc. and is Copyright 2000 Wizards
of the Coast, Inc (“Wizards”). All Rights Reserved.

il Definitions: (a)"Contributors” means the copyright and/or trademark owners who have
contributed Open Game Content; (b)"Derivative Material” means copyrighted material
including derivative works and translations (including into other computer languages),
potation, modification, correction, addition, extension, upgrade, improvement,
compilation, abridgment or other forms in which an existing work may be recast,
transformed or adapted; (c) “Distribute” means to reproduce, license, rent, lease, sell,
broadcast, publicly display, transmit or otherwise distribute; (d)"Open Game Content”
means the game mechanic and includes the methods, procedures, processes and routines
to the extent such content does not embody the Product Identity and is an enhancement
over the prior art and any additional content clearly identified as Open Game Content by
the Contributor, and means any work covered by this License, including translations and
derivative works under copyright law, but specifically excludes Product Identity. (e)
“Product Identity” means product and product line names, logos and identifying marks
including trade dress; artifacts; creatures characters; stories, storylines, plots, thematic
elements, dialogue, incidents, language, artwork, symbols, designs, depictions, likenesses,
formats, poses, concepts, themes and graphics, photographic and other visual or audio
representations; names and descriptions of characters, spells, enchantments,
personalities, teams, personas, likenesses and special abilities; places, locations,
environments, creatures, equipment, magical or supernatural abilities or effects, logos,
symbols, or graphic designs; and any other trademark or registered trademark clearly
identified as Product identity by the owner of the Product Identity, and which specifically
excludes the Open Game Content; (f) “Trademark” means the logos, names, mark, sign,
motto, designs that are used by a Contributor to identify itself or its products or the
associated products contributed to the Open Game License by the Contributor (g) “Use”,
“Used” or “Using” means to use, Distribute, copy, edit, format, modify, translate and
otherwise create Derivative Material of Open Game Content. (h) “You” or “Your” means
the licensee in terms of this agreement.

2, The License: This License applies to any Open Game Content that contains a notice
indicating that the Open Game Content may only be Used under and in terms of this
License. You must affix such a notice to any Open Game Content that you Use. No terms
may be added to or subtracted from this License except as described by the License itself.
No other terms or conditions may be applied to any Open Game Content distributed
using this License.

g Offer and Acceptance: By Using the Open Game Content You indicate Your acceptance
of the terms of this License.
4. Grant and Consideration: In consideration for agreeing to use this License, the

Contributors grant You a perpetual, worldwide, royalty-free, non-exclusive license with
the exact terms of this License to Use, the Open Game Content.

5. Representation of Authority to Contribute: If You are contributing original material as
Open Game Content, You represent that Your Contributions are Your original creation
and/or You have suz-cient rights to grant the rights conveyed by this License.

6. Notice of License Copyright: You must update the COPYRIGHT NOTICE portion of this
License to include the exact text of the COPYRIGHT NOTICE of any Open Game
Content You are copying, modifying or distributing, and You must add the title, the
copyright date, and the copyright holder’s name to the COPYRIGHT NOTICE of any
original Open Game Content you Distribute.

e Use of Product Identity: You agree not to Use any Product Identity, including as an
indication as to compatibility, except as expressly licensed in another, independent
Agreement with the owner of each element of that Product Identity. You agree not to
indicate compatibility or coadaptability with any Trademark or Registered Trademark in
conjunction with a work containing Open Game Content except as expressly licensed in
another, independent Agreement with the owner of such Trademark or Registered
Trademark. The use of any Product Identity in Open Game Content does not constitute
a challenge to the ownership of that Product Identity. The owner of any Product Identity
used in Open Game Content shall retain all rights, title, and interest in and to that
Product Identity.

8. Identification: If you distribute Open Game Content You must clearly indicate which
portions of the work that you are distributing are Open Game Content.
95 Updating the License: Wizards or its designated Agents may publish updated versions of

this License. You may use any authorized version of this License to copy, modify and
distribute any Open Game Content originally distributed under any version of this
License.

10. Copy of this License: You MUST include a copy of this License with every copy of the
Open Game Content You Distribute.

11. Use of Contributor Credits: You may not market or advertise the Open Game Content
using the name of any Contributor unless You have written permission from the
Contributor to do so.

12. Inability to Comply: If it is impossible for You to comply with any of the terms of this
License with respect to some or all of the Open Game Content due to statute, judicial
order, or governmental regulation then You may not Use any Open Game Material so
affected.

13. Termination: This License will terminate automatically if You fail to comply with all
terms herein and fail to cure such breach within 30 days of becoming aware of the breach.
All sublicenses shall survive the termination of this License.

14. Reformation: If any provision of this License is held to be unenforceable, such provision
shall be reformed only to the extent necessary to make it enforceable.

COPYRIGHT NOTICE Open Game License v 1.0a Copyright 2000, Wizards of the Coast, LLC.

System Reference Document 5.0 Copyright 2016, Wizards of the Coast, Inc.; Authors Mike

Mearls, Jeremy Crawford, Chris Perkins, Rodney Thompson, Peter Lee, James Wyatt, Robert J.

Schwalb, Bruce R. Cordell, Chris Sims, and Steve Townshend, based on original material by

E.Gary Gygax and Dave Arneson. Kraken Beach Scavengers: Copyright 2020, Hamrick Brands,

LLC
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