STONERILL BLUES

FIFTH EDITION COMPATIBLE

Hunt/down arogue basilisk in this 3rd-level adventure for the
world’s greatest roleplaying game



Stonebill ‘Blues

tonehill Blues is intended for four The guard stationed outside the barracks is Zekiel Fulsom,

characters with an average party level a male human veteran with a deep scar running across

(APL) of 3. Characters who complete this his face. Despite the way he looks, he's actually quite
dventure should earn enough pleasant to speak with and is always willing to discuss the

experience to reach approximately comings and goings of town with travelers. If the

halfway to 4th-level. A basilisk is prowling characters press him regarding the current bounty on the

the ruins outside of town and must be basilisk, he knows the following.

destroyed. This campaign takes place in Omeria in the

Vaskil Valley. Any party composition should be able to * The creature supposedly moved into the area a few

finish the adventure with intelligent play. weeks ago. i
e It was reported to the militia by a group of hunters who
had been camping in that area.
CBaCkgrouUa e It'sresponsible for at least two missing caravans that

never arrived in town.

e Basilisks are very dangerous due to their gaze which
can turn a man to stone.

e |It's supposedly.holed up in the Stonehill ruins to the
north of town inthe forest.

A small group of bandits and ne'er-do-wells had set up
their base in some abandoned ruins outside of Steeproost.
From there, they'd been raiding passing caravans and
causing trouble for the locals. Recently, however, a giant
basilisk dug its way into their underground base and set
up a nest. This has driven the bandits to the surface.
Before long, one of the basilisk's hatchlings made its way
to the surface as well and now the bandits have been
driven away once more. Hoping to get someone else to
deal with the problem, the bandits reported a basilisk
sighting to the local militia posing as concerned citizens.
They in turn posted a 100 gp reward for whoever could
slay the creature and bring back proof of its demise. The

bandits' plan is to let some foolish adventurers deal with Cl‘ravel CEUCOUUtCri CBOaies OU

If the characters ask for help from the local militia, Zekiel
states that they can't go that far outside of town as it
would leave the actual townsfolk vulnerable.

If the characters wish to negotiate for a higher reward,
they can attempt a DC 16 Charisma (Persuasion) check. If
successful, the militia is willing to go as high as 125 gp.

the basilisks, then they'll deal with the adventurers.

the Road

C L
Adventure Hooks
Never Seen One Before. The characters heard about the As the road turns sharply, the wreckage of a

caravan wagon comes into view. Bodies
rotten from days exposed to the elements lie
scattered about.

basilisk from the townsfolk. Having never seen one before,
they decide to inquire about the details of the job from the
local militia.

Danger on the Roads. The characters heard about the ® ®
dangerous creature prowling the ruins off the main road.
Worried for the safety of the townsfolk, they inquire with
the local militia about the bounty on its head.

Coins From a Stone. The characters heard about the
reward on the basilisk's head. They've gone to see the
local militia to get the details on the job.

The caravan was attacked a few days ago by the bandits
who are getting restless waiting for someone to rid their
camp of the basilisks. They recovered their arrows and
made sure to cover their tracks so no one would
immediately assume people did this, and instead, they'd
blame it on the basilisk. Anyone who succeeds on a DC 15

Wisdom (Medicine) check however, can deduce that the
St@@pl‘OOSt cBaI‘l'aC]{S mortal wounds were not caused by teeth or claws, but by
> & man made weapons.

Encounter: Wild Dogs. As the characters approach, a
pack of six wild dogs are feasting on the remains of some
of the corpses. They use the stat blocks of mastiffs. The
dogs are starving and fight to the death.

Treasure: Secret Compartment. The wagon is well
® ® looted, another sign that the basilisk probably isn't
responsible. Anyone who succeeds on a DC 15 Intelligence
(Investigation) check, however, locates a hidden
compartment in the wagon with 15 gp, a potion of healing,
and a vial of alchemist's fire.

This large two story stone building is a bit
imposing. A sign outside designates it as the
local militia barracks. A lone guard stands
outside the main entrance.

This is where the militia store their weapons and armor,
plan out patrols, and keep the townsfolk safe in case of an
attack on Steeproost. There is a job board just outside the
main door that holds information on current quests being
offered in town.




“Travel Encounter: Bandits in
the “‘Woo0s

As the forest gives way to a clearing, a half
dozen or so men stand about a makeshift
camp.

Encounter: Bandits. These are the two bandits and two
thugs that survived the basilisk's arrival at their camp.
They are pretending to be hunters and claim that they
were in the ruins seeking shelter from a storm when the
basilisk arrived. It turned some of their friends to stone
before they were able to escape to the surface. Once
there, they made camp above the ruins for a week or so
before a smaller basilisk found its way to the surface and
drove them out once more. Now, they're waiting for
someone to kill the creatures so they can go and recover
their fallen comrades as well as their lost gear.

If the characters were able to deduce that the caravan
they came across was attacked by people, they might be
suspicious of the bandit gang. If they press the bandits too
far, they may simply decide to attack the characters in
order to maintain their cover.

If the characters believe the bandits, then the bandits
will be waiting for them when they leave the ruins. If they
confirm that the basilisk inside is dead, the bandits will
then attack them.

Either way, the bandits fight to the death as they have
nowhere else to go and can't risk being exposed.

Stonebill Ruins - Surface
‘Level

The remains of a large fort stand amongst the
trees in a sizable clearing. Though the roofs
collapsed long ago, the 10 ft. high stone walls
that formed the skeleton of the building still
remain. Scattered about are what appear to
be man-sized statues as well as some of
horses mid gallop. A small camp surrounds an
old dried up fountain.

* ®

Encounter: Basilisk. This is where the newly hatched
basilisk currently resides. It's built a nest of its own in the
center of the ruin and is currently pacing about this area.
Although basilisks are known to be cowardly, they will fight
to the death when near their nests. Inherently dumb, the
basilisk does not fight with tactics or skill, it merely tries to
eat anything that gets close to it. If it manages to turn a
creature to stone, it will then ignore them and attack other
targets.

Treasure: Stolen Goods. There is a small chest near the
tents at the northern edge of the ruins. IT's locked and can
be picked with a DC 12 Dexterity (Sleight of Hand) check.
Inside are the following.

mithral scale mail

25 gp

46 sp

145 cp

Two potions of healing

There is a small hatch near the basilisk's nest. Opening it
reveals a ladder that leads down into a subterranean
complex. This is the lower level of the ruins. Unlike the
buildings above, this level has survived the ravages of time
and the effects of mother nature.

Stonebill Ruins - Lower
‘Level

The ruins' lower level is mostly intact, although one
hallway has collapsed. The entire complex shares the
following features unless noted otherwise.

Ceilings. The ceilings are made of moldy stone and rise
10 ft. above the floor.

Floors and Walls. The floors are made of cracked tiled
stone while the walls are made of cobbled granite.

Doors. The doors are made of a thick oak with metal
banding.

Lighting. Small sconces line the walls each with a
continual flame spell cast upon them.

Unusual Features. Cobwebs dominate one half of the
complex. Anyone who tries to move through the webbing
treats it as difficult terrain.

1. Entrance

A ladder leads down into a small stone
chamber with a set of double doors at the
northern end of the attached hallway.

This is where the hatch from above leads to. This area
appears to be well traveled and footprints can be seen in
the dirt and dust on the floor.

2. Storage

This 30 ft. octagonal chamber contains two
bookshelves, assorted crates of foodstuffs,
and a stack of barrels.

The crates contain enough rations to feed two dozen men
for a week while the barrels contain potable water.

Treasure: Valuable Books. The bookshelves are
mostly empty and devoid of anything of value. The eastern
one, however, has an ornate book detailing the history of
the region. To the right buyer it's worth 50 gp.
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3. Main Camp

Three large tents dominate this space which
appears to have once been a library of sorts.
Large crates and barrels block a doorway to
the east. Partially petrified corpses can be
seen throughout the room.

*® L4

Encounter: Stone Skeletons. There are six skeletons
in this room. They have a +3 bonus to their AC from the
partial petrification. They attack mindlessly as soon as
someone enters the room.

It takes an hour to unblock the doorway to the east.
Once opened, it reveals a freshly dug passageway to the
north and a broken down set of double doors to the south.

4. Chapel

Rows of wooden benches flank either side of
a once majestic carpet leading to an altar at
the southern end of the room. In the
southwest corner, a massive nest can be seen
containing one giant egg. Scattered about the
room are numerous humanoid statues, their
grimacing faces locked in horror.

*® *

Encounter: The Alpha. Once the characters enter the
room and inspect the nest, a basilisk alpha arrives
having finished its monthly hunt on the surface for a meal.
It attacks the characters as soon as it sees them. It uses
the stat block of a regular basilisk with the following
changes.

e ltssizeis large.
e Ithas 78 hp.
e The DC of its Petrifying Gaze ability is 14.

The basilisk alpha is a larger specimen than what the
characters have encountered so far. It's much tougher,
larger, and more deadly. It fights to the death to protect its
nest just as its smaller kin did.

Treasure: Book of Healing. There is a magical book
on the altar.

Book of Healing Wonderous item, rare (requires
attunement by a cleric) This ivory leather bound book
contains numerous prayers and spells designed to reduce
suffering and heal those in need. It has 20 charges that
can be used to cast the spells below as if they were being
cast from a spell scroll. Once the book runs out of charges,
it ceases to be magical, but can act as a holy symbol.

e 1 Charge: cure wounds
e 5 Charges: lesser restoration
e 10 Charges: greater restoration

5. Northeast Chamber

L3 L3

This room looks as though it hasn't seen light
or people in quite some time. Cobwebs hang
from the ceiling and cover the majority of the
chamber.

* *

Encounter: Spiders. There are three giant spiders in
this room. They wait for someone to move into their webs
before they attack.

6. Southeast Chamber

This small chamber is heavily covered in
cobwebs. Despite this, a small chest can be
seen against the southern wall.

Encounter: Spiders. There are three giant spiders in
this room. They wait for someone to reach the chest
before they attack. The entire room is considered covered
in cobwebs so it's all difficult terrain.

Treasure: Dusty Chest. This chest is locked. It can be
picked with a DC 14 Dexterity (Sleight of Hand) check. It
contains 100gp and three potions of healing.

Optional Encounter:
1Leaving the Ruins

Encounter: Bandits. As the characters leave the ruins,
they're met by the bandits if they didn't kill them earlier.
They'll ask if the basilisks are both dead. If the characters
say yes, the bandits will thank them and then attack them
in order to keep anyone from finding out about their
hideout. As before, they'll fight to the death.

Aftermath

With the basilisks and the bandits dead, the Stonehill ruins
will once again lie dormant... at least until some other
pesky creatures move in. The Steeproost militia will pay
the agreed upon reward, plus another 25 gp if the
characters mention killing the bandits as well.
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Open Gaming License 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.

1. 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.
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. Offer and Acceptance: By Using the Open Game

Content You indicate Your acceptance of the terms of
this License.

. 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.

. 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 sufficient rights to grant the
rights conveyed by this License

. 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.

. 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.

. Identification: If you distribute Open Game Content You

must clearly indicate which portions of the work that
you are distributing are Open Game Content.

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

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.

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.
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

15.

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, Inc. 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 END
OF LICENSE




