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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): 3
Experience from Completion: ~1,550
General Theme: Search and Capture
Setting: Any, Starlight Chronicles
Time to Finish: ~1 hour

Maps - Tokens
Get the full-size map without GM notes at the following
links:
• Desert Valley of Death Gridded
For variants and so much more, visit the map maker’s
Patreon page.

Quest Information
In the mountains that border the Desert Dunes of the
West are a number of mining settlements that chip away
under the harshest of conditions to earn a meager living.

These same mountains are home to a small tribe of mixed
dragonkin. Although nobody is certain why, these
dragonkin have recently become aggressive and have
begun seizing control of the mines and taking miners
prisoner.

A good price was set to tackle this dangerous group which
drew in a group of adventurers. Only one member of this
group has returned, however, telling stories of three
powerful dragonkin leaders. A blue dragon, a mighty
kobold chieftain and a hybrid dragon-man who wields
powerful fire magic.

The mighty dragon, Skoltra’Eth is known to lair in an
ancient battlefield where the mountains meet the
wastelands. Although a dangerous foe, the dragonmust be
destroyed.

Acquiring the Quest
The adventurers will be approached by a member of the
Miner’s Guild or they will see the call to action on a
bounty board while they are in town.

Quest Objective
Go to the wastelands and either destroy or drive off
Skoltra’Eth.

Reward
The Mining Guild is offering 200 gp and a spell scroll of
lightning bolt as reward.

https://www.patreon.com/ninetoes82
https://www.kelfecilstales.com/
https://www.patreon.com/natwuns
https://www.flickr.com/photos/192368704@N03/51094918399/in/photolist-2kR5P7X-2kY8vf8-p6DzP2-5nFkg9-51atxj-bMWbE2-5exwk8-5nFk5G-3gToNj-zE5q9n-5exxD6-2v2xLD-5nFjRL-9BuRha-qjgzoE-6s84xt-fgnpX-fgnpj-fgnr2-2b5Yv3b-CeHF3S-LGUrp7-oFgB6-Tp6nDS-bdrepT-VpC5Br-7sa8oG-8cCPed-7GRM78-e6Zw96-9ANgBi-2GGRxm-2GGRzW-7CFUnh-w38jny-3gTuGh-48n3iY-49195x-fgnoL-oFg73-3EXd8-5Bz4op-pUnXj-48n2Yy-5exvLk-2k7B5QN-2eeHHYg-2jMEZRA-3iQDmQ-7himyA
https://creativecommons.org/publicdomain/mark/1.0/
https://i.imgur.com/0QfoDau.jpg
https://www.patreon.com/natwuns
https://www.patreon.com/natwuns
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The Situation
The adventurers approach the ancient battlefield from the
south (arrow on the map).

⦿ ''Perception.'' With a successful DC 14 Perception

Check Skoltra’Eth can be spotted, lounging atop a rocky
outcropping (area 4).

⦿ ''Reaching Skoltra’Eth.'' Without using magical
means or scaling the walls of the ravine (impossible
without climbing gear or a climb speed) three routes lie
open to reach the dragon, through either areas 1, 2, or 3.

➤ ''Encounter!'' If the characters attempt to pass through
area 1 they must navigate the pit of Cru’Ess, a horrid
monster that lives beneath the sands. Unable to move, the
Cru’Ess uses two tentacles to grapple creatures, dragging
them into its gullet to digest slowly. A successful DC 15

Dexterity check is required to navigate around the
monster safely.

On a failure a creature is grappled (escape DC 15) and
pulled 10-feet towards the Cru’Ess. Once the creature
reaches the pit they are pulled into its stomach. When a
creature starts its turns in the stomach it takes 10 (4d4)
acid damage.

Climbing out of the Cru’Ess requires a successful DC 15

Athletics Check, made with disadvantage if they are still
grappled.

⦿ ''Treasure.'' The majority of the dragon’s hoard is kept
here, protected by the Cru’Ess. In large chests is 20,000 cp,
5000 sp and 250 gp.

➤ ''Encounter!'' If the characters attempt to pass through
area 2 they must navigate a clever trap created by the
dragon. A gigantic hand has been ensorcelled to crush
intruders. A successful DC 15 Dexterity Check is
required to navigate around the animated hand.

On a failure a creature is snatched up and smashed onto
the ground taking 14 (4d6) bludgeoning damage. If the
party decides to rush past the hand together the hand can
only attack one creature.

➤ ''Encounter!'' If the characters attempt to pass through
area 3 they find a large chest. This chest is a mimic (with
67 hp and its attacks deal an additional damage dice).

⦿ ''Treasure.''Concealed beneath themimic is the rest of
the dragon’s hoard. Buried in a small chest is 10 gems
(each worth 10 gp).

⦿ ''Stealth.'' Once through one of the routes a DC 14

Stealth Check is required to sneak up to the dragon.

➤ ''Encounter!'' Skoltra’Eth (see below) enjoys few
things more than the pain of his victims and enemies. The
dragon is, however, not a fool and will attempt to flee if its
hit points drop below 20.

Skoltra’Eth uses the blue dragon wyrmling stat block,
except it has the following changes:

• Large Creature: Skoltra’Eth is a Large creature with
60 hp and deals an additional damage dice with melee
attacks.

• Legendary: The dragon can take 1 legendary action,
choosing from the options below. Only one
legendary action option can be used at a time and only
at the end of another creature's turn. The dragon
regains spent legendary actions at the start of its turn.
• Detect. The dragon makes a Wisdom

(Perception) check.
• Tail Attack. Melee Weapon Attack: +5 to hit,

reach 5 ft., one target. Hit: 10 (2d6 + 3)
bludgeoning damage.

Quest Completed
If the players drove off the dragon or defeated it they have
fulfilled the bounty. The Miner’s Guild pays them and
offers them more work.

If this is the third leader to have been defeated, the Guild
offers the party a 10% stake in the mine.
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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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