
The "Tool Encounter" SCroll

ALCHEMIST'S SUPPLIES

[Unstable Lab] The lab of Professor Wandbreaker [cooky old
gnome] is going up flames as the spell components they were
preparing for a new experiment were accidentally mixed. A
character proficient with Alchemist's Supplies can attempt to stop
the reaction and save the lab with a DC 15 Arcana check.

BREWER'S SUPPLIES

[Empty Keg] The Jolly Raven Inn is in trouble. They're only a few
hours into their grand opening and are already short on ale. They
have a cellar full of kegs, but they won't be properly aged for 2 
 weeks. A character proficient with Brewer's Supplies can speed
up the process and save the party with a DC 14 Nature check.

COOK'S UTENSILS

[Ettin Stew] The stench of a pungent stew leads the party to the
den of KirKrak, a temperamental ettin arguing about the last
ingredient to add to their stew to make it perfect. A character
proficient with Cook's Utensils can identify this ingredient with a
DC 13 Nature check. On a failure, KirKrak's stew is ruined.

HERBALISM KIT

[Dying Goblin] The party discovers a goblin explorer who
accidentally pricked themself while coating their arrows with
poison. They fell unconscious just as they pulled out their herb
pouch to make an anti-toxin. A character proficient with an
Herbalism Kit can finish the anti-toxin with a DC 14 Nature check.

PAINTER'S SUPPLIES

[Princely Portrait] While trekking through the forest, the party
is approached by a vain fey prince who wishes to have a portrait
painted of themselves. A character proficient with Painter's
Supplies can attempt to do so with a DC 18 Performance check. On
a failure, the prince is greatly offended by the lackluster painting.

TINKER'S TOOLS

[Kaboom] Running through the streets is a panicked humanoid
construct whose self-destruct protocol was mysteriously activated
and will detonate in 1d4 rounds. A character proficient with
Tinker's Tools can disarm this protocol with a DC 18 Sleight of
Hand check. With a 20+ they identify what activated the protocol.


