LONG AGO THE SORCERER KING, XENOPHON, A TYRANNICAL
CONQUEROR RAISED AN ARMY OF RELIGIOUS ZEALOTS TO
EXPAND HS EMPRE. AS HIS EMPRE GREW, SO DID HIS
ARROGANCE; BELIEVING THAT HE WAS HMSELF A 60D AND
MMORTAL HE LED WHAT WAS TO BECOME HS FINAL

BATTLE. JUST WHEN IT LOOKED LIKE XENOPHON AND HIS
HORDES WOULD BE VICTORIOUS, HE WAS STRUCK DOWN.
AND KLLED BY A YOUNG UNKNOWN GRRL. THE YOUNG
WARRIOR DISAPPEARED IN THE CHAOS THAT ENSUED

XENOPHON'S BODY WAS CARREED OFF BY HIS FOLLOWERS

AND BURED W A TOMB BULT FROM THE BONES OF THE

FALLEN.

YEARS LATER N A VILLAGE NEAR WHERE THE FINAL BATTLE

WAS FOUGHT A LARGE RUNE STONE WAS PLACED AS A

MEMORAL TO XENOPHON'S DEFEAT. AFTERWARDS THE
VLLAGE GREW AND PROSPERED ALMOST OVERNIGHT AS
PEOPLE CAME FROM FAR AND WIDE TO SEE WHAT HAD
BEEN DUBBED, "THE SORCERER'S STONE",

PLAYER START

MANY SEASONS HAVE PASSED SINCE THE DEATH OF THE
SORCERER KING AND THE CITY OF STONEHOLD HAS NEARLY
FORGOTTEN HM AND HIS DREAD REIGN. THE SORCERER'S
STONE STILL STANDS, BUT (T NO LONGER HOLDS THE
SAME SIGNIFICANCE AND THE BATTLE IT MEMORIALIZES HAS
FADED INTO HISTORY. TODAY THE CITY OF STONEHOLD
FACES A MORE IMMINENT THREAT, A PLAGUE 1S DARKENNG
THE ONCE MAGNIFICENT CITY. THERE ARE SOME WHO
BELIEVE IT IS A CURSE.

BROTHER ELIAS OF THE ORDER OF PETRA BELIEVES THE
SORCERER'S STONE IS THE SOURCE OF THE PLAGLE. HE 1S
SECRETLY PETITIONNG THOSE WHO ARE WILLING AND ABLE
TO TAKE THE STONE AND RETURN [T TO (T'S RIGHTFUL
OWNER, XENOPHON. HE BELIEVES THE STONE 1S5 SOMEHOW
CONNECTED TO XENOPHON AND BECAUSE IT WAS NOT
PROPERLY BURIED WITH HM IT HAS BEEN CURSED. BROTHER
ELIAS' REQUESTS TO THE CITY LEADERS TO TAKE THE
CITY'S NAMESAKE TO THE TOMB OF XENOPHON HAVE BEEN
CONSIDERED TO BE RELIGIOUS SUPERSTITION AND
SUBSEQRUENTLY DENIED. THERE IS ONLY ONE WAY TO GET
THE STONE—STEAL IT. STEALING A STONE THE SIZE OF A
SMALL CHLD FROM A PUBLIC SRUARE WHILE AVOIDING THE
ZITY WATCH AND SMUGGLING IT OUT OF THE CITY BEFORE
ANYONE NOTICES WILL BE NOT BE EASY. GETTING CAUGHT
WOULD MEAN CERTAIN DEATH, BUT THEN SO WOULD
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Open Game License
Permission to copy, modify and distribute the files collectively known as the System Reference Document 5.0 (“SRD5”) is
granted solely through the use of the Open Gaming License, Version 1.0a. s being released using the Open
Gaming License Version 1.0a and you should read and understand the terms of that license before using this material. The text
of the Open Gaming License itself is not Open Game Content. Instructions on using the License are provided within the
License itself. The following items are designated Product Identity, as defined in Section 1(e) of the Open Game License Version
1.0a, and are subject to the conditions set forth in Section 7 of the OGL, and are not Open Content: Dungeons & Dragons,
Dé&D, Player’s Handbook, Dungeon Master, Monster Manual, d20 em, Wizards h st, d20 (when us
trademark), Forgotten Realms, Faertin, proper names (including those used in the names of spells or items), places, Underdark,
Red Wizard of Thay, the City of Union, Heroic Domains of Ysgard, EverChanging Chaos of Limbo, Windswept Depths of
Pandemonium, Infinite Layers of the Abyss, Tarterian Depths of Carceri, Gray Waste of Hades, Bleak Eternity of Gehenna, Nine
Hells of Baator, Infernal Battlefield of Acheron, Clockwork Nirvana of Mechanus, Peaceable Kingdoms of Arcadia, Seven
Mounting Heavens of Celestia, Twin Paradises of Bytopia, Blessed Fields of Elysium, Wilderness of the Beastlands, Olympian
Glades of Arborea, Concordant Domain of thea Outlands, Sigil, Lady of Pain, Book lted Deeds, Book of Vile Darkness,
beholder, gauth, carrion crawler, tanar’ri, baatezu, displacer beast, githyanki, githzerai, mind flayer, illithid, umber hulk,
yuan-ti. All of the rest of the SRD5 is Open Game Content as described in Section 1(d) of the License. The terms of the Open
Gaming License Version 1.0a are as follows: OPEN GAME LICENSE Version 1.0a 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)"Deri
Material” means copyrighted material including derivative works and translations (including into other computer langu
potation, modification, correction, addition, extension, upgrade, imp
which an existing work may be recast, transformed or adapted; (c) "Distribute” means to reproduce, license, rent, lease, sell,
broadeast, 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,
means any work covered by this License, including translations and derivative works under copyright law, but specifically
excludes Product Identity. () "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, likenesscs, formats, poses, concepts, themes and graphic, photographic and other visual
or audio rep names and descriptions of . spells, . P teams, personas, likenesses
and special abilities; places, locations, creatures, , magical or supernat
symbols, or graphic designs; and any other trademark or red trademark cle
owner of the Product Identity, and which specifically excludes the Open Game € ; (O "Trademark” means the logo
names, mark, sign, motto, designs that are used by a Contributor to identify itself or its products or the associated pry oducts
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. Not for resale. Permission granted to print or photocopy this document for personal use
onl, 2 2. The Li : This License applies to any Open G:
indicating that the Open Game Content may only be Used under and in terms of this License.
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. 3.0ffer
and Acceptance: By Using the Open Game Content You indicate Your acceptance of the terms of this License. 4. Grant and
Consideration: In consideration for agreeing to use this License, the Contributors grant You a perpetual, worldwide, royalty-
free, nonexclusive license with the exact terms of thi e, the Open Game Content. 5.Representation of Author
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. 6.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 L‘opyrigh( date, and the
copyright holder's name to the COPYRIGHT NOTICE of any original Open Game Content you Distribute. 7 Use of Product
Identity: You agree not to Use any Product Identity, including as an indication as to compatibility, except as expressly licensed
in anuﬂlu independent Agre ou agree not to indicate
or ility with any or in 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. 8. Identification: If you distribute Open Game Content You must ('l(-arly indicate which
portions of the work that you are distributing are Open Game Content. 9. Updat he 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. 10. Copy of this License: You MUST
include a copy of this License with every copy of the Open Game Content You Distribute. 11. 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. 12. 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. 13. 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 be unenforceable, such
provision shall be reformed only to the extent nec ry to make it enforceable. 15. COPYRIGHT NOTICE Open Game License v
1.0a (u]lvrlgh‘ 2000, Wizards of the Coast, Inc. ce Document 5.0 Ce u])}rxgh‘ 2016, Wizards of the Co
Authors Mike Mearls, Je ny Ci vford, Chris Perkin odney 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. END OF LICENSE
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D6 WANDERING MONSTERS

-

1D4 SKELETONS HD 1; AC 81111; ATK 1 WEAPON OR STRIKE (1D6); SAVE 17; CL/XP 1/15

2 1D8 GIANT RATS  HD ID4HP; AC 7 U12]; ATK 1 BITE (1D3); MOVE 12; SAVE 18; CL/XP A/S: 5% ARE DISEASED 4. THE RUNE STONE ALTAR
3 GIANT SPIDER WD 1+ AC 8Iff}; ATK 1 BITE (1HP+ POISON): MOVE : SAVE 17; CL/XP 3/60 THE DOOR TO THIS ROOM IS LOCKED.
4 1D4 GIANT HD: 1DZ; AC 9 10T ATK 1 BITE (O + POISON); MOVE 13; SAVE 18; CL/XP B/ A 15 FOOT WIDE CHASM BISECTS THE ROOM FROM EAST TO WEST
CENTIPEDES 10: SPECIAL NON-LETHAL POISON BITE. +4 SAVE: 1D4 ROUNDS OF CRIPPLING PAIN.
A RUNE STONE ALTAR SITS AGAINST THE NORTH WALL. THERE IS A PIECE OF THE ALTAR
ADDITIONALLY, THE LIMB IS TEMPORARILY CRIPPLED FOR 2D4 DAYS.
MISSING. THE SPACE IS THE SAME SIZE AND DIMENSION OF THE RUNE STONE FROM STONEHOLD.
GIANT SNAKE HD 6; AC 5U14T; ATK 1 BITE (1D3), 1 CONSTRICT (2D4); MOVE 10; SAVE 11;
s A CORRODED IRON KEY HANGS FROM A CHAIN ON THE NECK OF A STONE STATUE OF A BEASTLY
CL/XP 7/600;: SPECIAL: CONSTRICT
WINGED CREATURE PERCHED ON THE ALTAR
6 D8 STIRGES HD 1+1; AC 7112]; ATK 1 PROBOSCIS (1D3); MOVE 3 (FLY 18); SAVE 17; CL/
XP 2/30; SPECIAL: BLOOD DRAIN (1D4), +2 TO HIT BONUS GARGOYLE

3. GIANT SPIDER CAN ONLY BE DAMAGED BY BLUNT WEAPONS

ON THE DOOR TO THIS ROOM IS PAINTED “KEEP OoUT/*

ON THE WALL IS SCRAWLED “IN THE LIGHT OF THE SERPENT. ALL WILL BE REVEALED:

OLD BROKEN AND ROTTED CRATES, BONES, A RUSTY DAGGER, 600SP. AND SEVERAL PIECES
OF BLOOD-SOAKED CLOTHING ARE SCATTERED THROUGHOUT THE ROOM.

GIANT SPIDER 7. SECRET ROOM

HD 1+1; AC 8I111; ATK 1 BITE (1HP+ POISON); MOVE 9; SAVE 17; CL/XP 3/60;
SPECIAL: LETHAL POISON (+2 SAVING THROW)

LOCKED WOODEN CHEST
2600 CP, SET OF 9 BRONZE BARS (2076GP), LAPIS

LAZULI 10 GP) 2 X TIGER EYE (10 GP) WAND (HOLD
PORTAL - 5 CHARGES) SPELL SCROLL (PROTECTION

FROM EVIL) 2 X POTION OF HEALING
2. THE DUNGEON

THE DOOR TO THIS ROOM IS LOCKED.

SKELETONS HANG FROM CHAINS ON THE

CEILING AND WALLS. 6. THE CRYPT
A RUINED GAUNTLET LIES IN THE NORTH-EAST \‘i& 1] ADECAYING FRESCO ON THE NORTH WALL DEPICTS A
S Z
CORNER OF THE ROOM. N

ROBED FIGURE PRESENTING A KEY TO A WINGED
STATUE.

e
D
o
N

IF ANYTHING IS DISTURBED IN THE ROOM TWO OF
THE SKELETONS WILL BEGIN TO SPEAK. THEY CAN

N

‘é SECRET DOOR

ANSWER ANY QUESTIONS, BUT ONE CAN ONLY TELL Pz 27 %Q

s A KEY HOLE IS DISGUISED AS PART OF THE FRESCO

LIES AND THE OTHER CAN ONLY TELL THE TRUTH. 2 \Q\;‘g :

525 (DC 10 PERCEPTION TO DISCOVER THE KEY HOLE. THE KEY FROM ROOM 4
Bl %/ WILL OPEN THE DOOR, DC 17 DEX TO PICK THE LOCK)
§
A SEALED, BUT EMPTY SARCOPHAGUS
1. ENTRANCE
(DC 15 STR TO OPEN 15HP)
IRON CHANDELIER 5. THE HIDDEN SHRINE
ENGRAVED INTO THE LID IS, “WHEN I RISE FROM THE DEAD.THE WORLD SHALL
PIT TRAP A FADED AND TORN TAPESTRY OF A FLAMING TREMBLE"
IF NOT DISABLED, THE TRAP IS SPRUNG BY SERPENT HANGS FROM THE NORTH WALL.
WALKING ACROSS THE CENTER. ALL WITHIN A BEHIND IT IS A STATUE OF AN ELEMENTAL 4 X SKELETON GUARDS
10 FT. SQUARE AREA, FALL 10 FEET SALAMANDER. THE WALL IS CHARRED. THE STATUE HD 1; 71121 WITH SHIELD; ATK ! WEAPON OR STRIKE (1D6); SAVE 17; CL/XP 1/15
CONCEALS A DOOR THAT IS OPENED BY SETTING
THE STATUE ON FIRE. IF THE FIRE GOES OUT, THE
DOOR WILL CLOSE. ©2019 MIDDLE KINGDOMS ADVENTURE & TRADING
SOME ARTWORK © 2015 ERIC LOFGREN, USED WITH PERMISSION. ALL RIGHTS RESERVED.




