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Not AllMyths Are Just TalesNot AllMyths Are Just Tales
From the beginning of time, people liked to tell stories. As the years have gone by and civilization has
advanced, those stories have become more and more elaborate.

Of course, most such tales are just that, made-up stories to entertain others.

However, there are also those with a kernel of truth in them. Perhaps, a myth is all that remains of
some ancient true story, the real details of which have been lost to time.

For centuries now, people have been exploring myths, trying to find out if they are connected to
reality.

Recently, one such person, an archaeologist, has found something rare: A myth that may actually be
entirely true. But to make sure of that, she’ll need to venture into unknown, dangerous waters.

For that, she will need allies...
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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): 4
• Experience from Completion: ~7,200 XP
• General Theme: Investigation, Dungeon Crawl
• Setting: Any, Starlight Chronicles
• Time - Sessions to Finish: x1 session (5-hours)

Adventure Summary
The players join an archaeologist following an old myth in
her attempt to find out whether there is any truth to it.

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 and
setting.

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

Related Bard Tale
With some of the adventures we release, we also release a
Bard Tale to go with it. These are browser-based
interactive stories that anyone can enjoy reading and play
at any time.

• Fun to read, even if you are not playing an RPG.
• Take no more than 5 minutes to complete.
• They are directly connected to the adventures,

making it perfect to allow someone to share it with
their players before or after their next session.

Background Audio
This adventure features audio that will help make your
adventure even more dramatic, interactive, and engaging.

- Cursed Island
- Underwater
- Underwater (Ambience)

Ivan Duch is a TTRPG music composer. You can find
their work over on their Patreon page where they have a
wide selection of amazing tracks that can help you make
your RPG sessions even more epic!

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

few people that really helped this module come to life.

• My good friend and co-writer, Constantine,
who is always there to give feedback and help me out
with anything.

• 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:

• Map 1: Ritual Island
• Map 2: Minerva’s Lair

For more variants and gridless versions of the maps go to
Venatus’ Patreon.
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Background
About a century ago, there lived a solitary witch called
Minerva.

Minerva lived near the coast in a little forest house, where
she practiced her magic. Occasionally, she made her way
down to the nearby villages to buy supplies and do odd
jobs for anybody who needed them.

In one of those trips, Minerva met Galon, a sailor. The
two quickly fell in love and were happy.

This happiness did not last long though. A couple of years
later, Galon’s ship was caught in a storm and sunk, taking
the entire crew down with it.

Minerva was devastated when she heard the news, but she
would not give her love up that easily. She started looking
for magical means to bring Galon back. She found the
solution to her problems in Irma.

Irma was a well-known mage in the area, who promised
Minerva that she could bring Galon back through a ritual.

The ritual turned out to be a trap. Irma was secretly a hag
and, through the ritual, she turned Minerva into one too.

Minerva, grief-stricken, retreated to an underwater cave,
where she remains to this day, mourning the loss of Galon
and her own fate.

Siera the Archaeologist
Siera is a woman in her late thirties. For the past two
decades, she has worked as an archaeologist, investigating
ruins and stories all across the world.

Recently, Siera heard of the tale of Minerva, told in pubs
and inns all across the coast. She decided to investigate it
and see if there is any truth to it. Now, she has found an
island that she believes may hold a clue about this.

• Unique Phrase: “Now here’s an interesting tale.”
• Desire: To make an amazing discovery.
• Fear: Letting ancient stories and people be forgotten.
• Misbelief: Siera is often overeager in her pursuit of

knowledge.

Minerva theHag
After the cruel curse placed on her by Irma, Minerva has
remained in her underwater cave for almost a hundred
years. Her sanity is starting to slip because of this, and
every day she sinks further and further into madness.

Even so, a sliver of the Minerva that was still remains.
Perhaps, with the right words, she can be brought back
again.

• Unique Phrase: Lines from mournful songs.
• Desire: To get Galon back, or at least heal herself of

her condition.
• Fear: Irma.
• Misbelief: Minerva is slowly losing her mind, and

sees agents of Irma everywhere.
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Act 1: The Island
The players make landfall at 1. on the map.

⦿ ''Perception.'' Should the players wish to investigate
the island, aDC 12 Perception Check reveals the remains
of a ritual circle at 2. on the map. It is also possible to find
the circle with Detect Magic, as there are traces of magical
energy remaining after all these years.

⦿ ''Arcana.'' To investigate the circle and the items
strewn around it, aDC 13 Arcana Check is needed. Siera
can assist in this as well if the players need help.

On a success, the players see that many of the runes and
symbols on the ritual circle are used in transmutation
spells. On top of that, while the fragmented pieces of
paper around the circle are half-rotten, there are pieces
still legible, seemingly sustained through the decades
thanks to whatever magical residue lingered in the area.
Although the writing the players can analyze doesn’t
constitute a full spell, there’s enough left for them to see
that the spell was some kind of body transformation,
something to do with hags.

Read the following after the players have had those
revelations:

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

• Treasure seekers. Minerva was known to have a
precious amulet with her in the stories, so the players
join Siera in the hopes of finding it.

• Siera. Siera contacts the players directly - perhaps
already knowing some of them - and asks for their
help.

• Investigation. Nearby authorities ask the players to
investigate an island, which just so happens to be the
same place Siera is heading to.

Prologue
You can play out the adventure hook you’ve chosen, or
start by reading the following text:
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➤ ''Encounter!'' The players encounter x3 Merrows

and x2 Reef Sharks. They are enamored with Minerva’s
song, meaning that if the players are stealthy in their
approach, they can ambush them.

Once combat is joined, the Merrows and the Sharks are
quick to fight back. Although they are obsessed with
Minerva’s haunting song, that does not mean that they
will fight to the death. When all combatants are heavily
injured, they attempt to flee the scene.

Room 2: The Quipper Swarms

Read the following as the players move into this room:

➤ ''Encounter!'' Soon after the players enter this path,
they are attacked by x5 Swarms of Quippers. The
Swarms start inside the seaweed bushes and dart out to
attack the players once they get close, focusing on those
who are already bloodied.

⦿ ''Perception.'' After attacking, the Swarms dart back
inside the bushes, where they are almost invisible. To be
able to see them, the players must succeed on a DC 14

Perception Check.

Room 3: The Octopi

Read the following once the players approach this room:

⦿ ''Perception.'' The reason the room is so heavily
obscured is because of the Octopi’s ink. The players can
see up to 10 feet ahead of them as if they were in dim light.
Beyond that, they only see darkness.

The Octopi themselves are currently hiding and waiting
to attack. When the time comes, have the players make a
DC 14 Perception Check. On a failure, they are
surprised.

➤ ''Encounter!'' The players are attacked by x5
Sahuagin and x2 Sahuagin Priestesses, who come out
of the sea at 3. on the map.

The Sahuagin have been bewitched by Minerva’s
mournful song and have taken it upon themselves to make
sure nobody finds her lair. As such, they fight to the death
in an attempt to keep it secret.

After the Sahuagin are defeated, read the following:

Act 2: Minerva’s Lair
To reach Minerva’s lair, the players will have to go
underwater. Luckily, Siera has provided for this, giving
everyone a Potion of Waterbreathing, which lets the players
breathe and talk underwater for an entire day.

Read the following as the players begin their search for
Minerva’s lair:

Room 1: TheMerrows

Read the following once the players can see the room:
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Room 4: Minerva

Read the following when the players enter this room:

➤ ''Encounter!'' The players encounter Minerva.
Having heard their music, she is not immediately hostile
to them. Instead, she lets them speak. Siera probably
takes the lead here, talking about how she has heard her
story.

Minerva despises her current self. As such, if the players
offer even the faintest hope of salvation for her, she
agrees not to harm her.

In general, Minerva has not had contact with anybody
for decades. As such, if the players show compassion for
her lost lover and offer any kind of help, they’re well on
their way to winning her over.

If the players choose to attack her instead, Minerva fights
to the death to survive.

➤ ''Encounter!'' x5 Octopi attack the players. They use
their Ink Cloud ability to disengage after the first attack,
then do hit and runs for the next ones, vanishing into the
ink. They fight to the death.

Read the following after the Octopi have been defeated:

⦿ ''Perception.'' What’s missing from the song is music,
which Minerva loved. If the players look around Room 3

with a DC 10 Perception Check, they can find musical
instruments strewn around the place. Moreover, they can
also use their own instruments, if they have any. Even
though the instruments should not be able to be played
underwater, thanks to Minerva’s magic they can be. Once
the players start accompanying the song with their music,
the magical barrier to Room 4 drops.

9



Act 3: Irma’s Revenge
WhenMinerva has either been defeated or turned over to
the players’ side, read the following:

➤ ''Encounter!'' Irma, the hag that cursed Minerva,
made sure to leave a present for those who would seek to
end the curse in one way or another. No matter if the
players befriendedMinerva or killed her, theThanocetus

rises from the depths to punish them, appearing at 5. on

the map.

If Minerva is still alive, she joins the players in combat.
The Thanocetus specifically targets her if that is the case,
wanting to punish her. However, the creature takes care
to only knock Minerva unconscious and not kill her, to
prolong her punishment.

In combat, the Thanocetus uses its Horrifying Scream

ability as often as possible. Then, it uses its Constrict ability
to control the most mobile and annoying of the players.

Epilogue
No matter what the players chose to do with Minerva,
they succeed in their quest by defeating Irma’s revenge,
the Thanocetus.

Although Minerva has not left her cave for decades, she
received regular offerings from various creatures of the
sea. As such, her room contains pearls and coins that
amount to 1,500 gold pieces in total.

Minerva also gives the players her amulet, an Amulet of

Mind Shielding - or the players take it from her dead body.

If Minerva survived and you are running this adventure as
part of a longer campaign, you can have her stick around
as the players try to find a cure for her curse.
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AMULET OF MIND SHIELDING
Ring, uncommon (requires attunement)

While wearing this amulet, you are immune tomagic that
allows other creatures to read your thoughts, determine
whether you are lying, know your alignment, or know your
creature type. Creatures can telepathically communicate
with you only if you allow it.

You can use an action to cause the amulet to become
invisible until you use another action tomake it visible, until
you remove the amulet, or until you die.

If you die while wearing the amulet, your soul enters it,
unless it already houses a soul. You can remain in the amulet
or depart for the afterlife. As long as your soul is in the
amulet, you can telepathically communicate with any
creature wearing it. A wearer can't prevent this telepathic
communication.



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.


