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Hell CallsHell Calls
Dreams... they couldmean nothing or everything, should you be smart enough to know how to interpret
them.

One such dreamwas that of daemons. Creatures surrounded by hellish fire, waiting to prey on the weak.
Above all those creatures, stood the lord of souls himself, Kalberith, extending his hand as an invitation
to go and find him.

Does that dream even mean something? Even if it does, then what is it exactly that the lord of souls
wants from you?

You feel a tap on your shoulder and you turn around to see a shady man, dressed in all-black rugged
clothes. He whispers under his cowl, "you have been invited to the Trial by Hellfire by the Lord of Souls
himself adventurer. Victory will reward you with the greatest gift of all... life."

You notice a parchment in your hand and before you know it, the man that was in front of you has
vanished.

Hell beckons adventurer, will you venture there?
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Introduction
Kelfecil's Tales is all about strong and deep narratives. We
create stories and adventures inspired by art. We believe
that well-designed narratives in TTRPGs can be
extremely important if we want to create memorable and
meaningful stories. For that reason, we put a lot of effort
into designing our adventures, so that you and your
players can later leave the table with something that will
you find difficult to forget.

Quick Adventure Info
This adventure is one of the many short adventures we
release every week for free. Some quick information about
it:

• Recommended Average Party Level (APL): 13/14
• Experience from Completion: ~25,000
• General Theme: Boss Fights
• Setting: Any, Starlight Chronicles
• Time - Sessions to Finish: x2 session (6-hours)

Adventure Summary
The players enter the Souls Plane (or the “hell” plane of
whatever setting you are playing this in) and they are
called to enter a gauntlet in order to face a series of
challenges, fighting against fearsome demons. Their
reward will be something otherwordly but well worth
their time.

Running the Adventure
This adventure is easily adaptable and can easily be run as
a One-Shot, as an added adventure in your campaign or as
part of the Starlight Chronicles setting created by
Kelfecil's Tales.

This adventure takes place during the "Rise of
Astromancy" era in the Astral Chronicles timeline.

More information on the custom Kelfecil's Tales
campaign setting can be found in the available for free Of
Starlight and Void supplement.

Special Thanks
Kelfeci's Tales would like to extend their gratitude to a

few people that really helped this module come to life.

• All of our Patreon supporters who continue to
give us feedback and all their love and support.

Maps Used
You can find the maps used in this adventure without

the GM notes at the following links:

• Chamber 1
• Chamber 2
• Chamber 3
• Chamber 4
• Chamber 5

For more variants and gridless versions of the maps go to
Venatus’ Patreon Page.

https://www.patreon.com/posts/48921857
https://www.patreon.com/posts/48921857
https://i.imgur.com/u4lSQBX.jpg
https://i.imgur.com/hAvCcwN.jpg
https://i.imgur.com/jVVEqvY.jpg
https://i.imgur.com/qyOxEsE.jpg
https://i.imgur.com/zw5iDey.jpg
https://www.patreon.com/venatusmaps


Background
All creatures in Latakar know what the Souls Plane is. It is
the place where all souls end up after death, forced to
either serve the lord of souls, Kalberith or rest. Depending
on what they did in their lives and what Kalberith's
judgment is, they end up with a different kind of ending to
their story.

Many seek to avoid this fate by trying to trick Kalberith.
The lord of souls, however, is by far the best trickster of
them all and is rarely ever fooled.

The Souls Plane is host not only to Kalberith though but
also to his huge army of daemons. Foul creatures of all
sorts roam the lands of the Souls Plane, making it their
home and serving all sorts of roles under their one true
ruler, Kalberith.

As time passed in the Souls Plane, Kalberith decided to
find new ways to keep himself entertained, and for that
reason, he created the Trial by Hellfire. He figured that
since there are so many brave adventurers who think they
are so powerful they could defeat just anyone and
anything, he would invite them to a gauntlet of his own
making so that they may test their valor and mettle.

The gauntlet puts adventurers in combat against some of
Kalberith's finest daemons. Should the adventurers
emerge victorious from this deadly challenge, Kalberith
will reward them with something that cannot be found
anywhere else; an extension of their mortal lives.

Adventure Hooks
These are a few ways to introduce the adventure into your
campaign or to get a one-shot started:

• The Shady Man. The best way to introduce this
adventure is by reading the lore piece (“Hell Calls…” on

page 3), with the visiting shadyman, at the start of this
adventure.

• Visiting Hell. It could be that the adventurers are
already in the Souls Plane (or some version of hell in
general) so they will hear of the Trial by Hellfire as a
tradition that the daemons honor every now and
then.

• Daemonbane. It could be that some adventurers in
your party are hunting daemons and they have heard
that some of the higher-ranked daemons are hiding
in a specific place. The adventure could then just be a
normal search and destroy kind of situation.
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The fight consists of the Vrocks flying atop the columns
and then coming down altogether to attack one target at a
time. These Vrock have the Pack Tactics ability which
makes them even more deadly than they would be
normally.

The best way for the adventurers to defeat these Vrock
would be by separating them and dealing with them one
by one. The best way to get the attention of the Vrock is
by destroying their nests. The moment a Vrock nest is
attacked, the Vrock that the nest belongs to will rush to
protect it.

As soon as the Vrock are defeated, the adventurers can
continue to the next room.

Prologue
The adventure begins as soon as the party arrives at the
gauntlet.

Read the following:

Act 1: A Murder of Vrocks
The players come into the room from the arrow on the
map. As soon as the players go through the gate, read the
following:

➤ ''Encounter!'' The first challenge consists of the party
facing x3 Vrock. The Vrock are sitting on three columns
in the room, atop their nests. Their locations are marked
as 1. , 2. and 3. on the map.

If anyone comes within 30 ft. of any of the three Vrock,
the encounter begins immediately.

Read the following when the encounter starts:
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Ogdrez has the following ability in addition to everything
else a Nalfeshnee has:

Consume Minion. Ogdrez may spend a bonus action to
pick up a creature smaller than itself that has 15 or less HP
and eat it. A creature picked up this way must roll a DC 16

Strength Check to try and break free from Ogdrez's
grasp. The imps that fight alongside Ogdrez do not resist
its grasp. When consumed, Ogdrez gains double the
amount of HP the creature had before being eaten.

The fight against Ogdrez is all about keeping the big
demon at range while dealing with all the little imp
minions it unleashes towards the adventurers.

Once Ogdrez is defeated, the adventurers can venture
deeper into the gauntlet.

Act 2: Ogdrez, the
All-Consuming One
As soon as the players enter the next room, read the
following:

➤ ''Encounter!'' Ogdrez is a Nalfeshnee and is at 1. on

the map. Around it are x4 cages (2. on the map) that
have caged demons. Each cage has x3 Imps. Ogdrez will
have occasionally unlock the cages to release them so that
they attack the players.
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Dancing Death. If Sah'rass is no longer chained, she is
free to teleport. Sah'rass can use her Teleport action for free
up to three times during her turn.When she teleports, her
next attack gets a +2 to hit if it is against a different target
than her previous one. The teleport action does not
provoke attacks of opportunity. This means that Sah'rass
can constantly teleport to attack different targets.

Once Sah'rass is defeated, the adventurers can venture
deeper into the gauntlet.

Act 3: Sah'rass, the Dancing
Death
As soon as the players enter the next room, read the
following:

➤ ''Encounter!'' Sah'rass is aMarilith and is at 1. on the

map. She is chained by x3 chains that are each attached to
columns around her (2. on the map).

Magic Dampening Chains. The chains have a special
magical dampening effect that do not allow Sah'rass to
teleport while she is still chained to one of the columns.
Whenever Sah'rass takes 15 or more damage from a single
attack, she may make a DC 16 Strength Check breaking
one of the chains if the roll is successful.

11



➤ ''Encounter!'' Kagthorath is at 1. on the map and will
not be able to move (nor does it have to). The huge
elemental is chained to the columns around it (marked 2.

on the map) and they keep it in place while at the same
time preventing it from using many of its deadlier
abilities.

The way you should play Kagthorath for this fight is by
using its Lava Spew ability a lot so that you can burn the
chains as fast as possible. If the adventurers attack the
elemental from range, then you can focus on the chains
alone.

Once defeated, the adventurers can discover the secret
room at the end of the gauntlet and you can read the
conclusion of the adventure in the Epilogue.

Act 4: Kagthorath, the
Lavaborn
As soon as the players enter the next room, read the
following:

Kagthorath is a Greater Magma Elemental, created by
the genius scientists of the biochemical segment. The
experiment went way beyond their expectations and
Kagthorath was created. Unfortunately, for them, their
experiment went haywire and the elemental sought more
and more lava to consume so that it can sustain itself.
Having seen that, the scientists decided to chain the
monster and leave it in the core of the gauntlet so that it
can feed on the lava there. Should it ever break free, it
would cause far too much destruction in the Souls Plane.
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Blessing of Kalberith

To be given the blessing of the Lord of Souls himself is an

extremely rare occurrence. Although he is known as the lord of

the underworld and the one who carries the souls to their final

destination, Kalberith is actually a noble figure in the grand

scheme of things. Created by the Astral Siblings themselves, this

archdaemon seeks to maintain the balance of things. Sometimes

in way more sinister ways than what the Astral Siblings would

have chosen.

Carrying the Lord of Souls' blessing will most certainly
attract attention, be it in the form of followers and
worshipers or in the form of enemies since there are many
that hate the Lord of Souls and all that he stands for.

A creature that has received this blessing has its life
extended by a hundred years. Since Kalberith is not
allowed to reweave the threads of fate, the best he can do
is freeze them in place, therefore, the creature that has the
blessing will not age for the next hundred years.

If a creature were to actually die during those hundred
years, they will instantly be teleported to Kalberith's tower
with full HP. Kalberith will from there say that their
blessing is no longer active and then send them back to a
place of their choosing.

Epilogue
Once Kagthorath is defeated, two stone doors to the south
of the room will slowly open and reveal a staircase that
lead downwards to a secret room.

Once the players enter the Secret Vessel room, read the
following:

The players can choose to touch the crystal in order to
receive the Blessing the Kalberith. After everyone has
touched the crystal or after enough time has passed, read
the following:

A portal will open in front of the adventurers, allowing
them to go back to a safe and familiar place.
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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.
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AFTERWORD
Thank you for taking the time to download,
read and maybe even play this module.
Every story I write, every character I
create, every comment you leave on my
posts, every piece of feedback I receive,
everything is motivating me to write more.
I am loving every moment I put into this and
I have all of you to thank for this. Thank you
for your support.

I would like to thank all of the creators
involved in this work for allowing us to use
their work to bring this adventure to life.


