
Background 

Long ago the sorcerer King, Xenophon, a tyrannical 
conqueror raised an army of religious zealots to 
expand his empire. As his empire grew, so did his 
arrogance; believing that he was himself a god and 
immortal he led what was to become his final 
battle. Just when it looked like Xenophon and his 
hordes would be victorious, he was struck down 
and killed by a young unknown girl. The young 
warrior disappeared in the chaos that ensued 
Xenophon's body was carried off by his followers 
and buried in a tomb built from the bones of the 
fallen.  

Years later in a village near where the final battle 
was fought a large rune stone was placed as a 
memorial to Xenophon's defeat. Afterwards the 
village 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 him and his dread reign. The Sorcerer’s 
Stone still stands, but it 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 is darkening 
the once magnificent city. There are some who 
believe it is a curse.   

Brother Elias of the Order of Pétra believes the 
Sorcerer's Stone is the source of the plague. He is 
secretly petitioning those who are willing and able 
to take the stone and return it to it's rightful 
owner, Xenophon. He believes the stone is somehow 
connected to Xenophon and because it was not 
properly buried with him 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 
subsequently denied. There is only one way to get 
the stone—Steal it. Stealing a stone the size of a 
small child from a public square while avoiding the 
City 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 
catching the plague. 
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4. The Rune Stone Altar 

The door to this room is locked. 

A 15 foot wide Chasm bisects the room from east to west  

A Rune Stone altar sits against the north wall. There is a piece of the altar 
missing. The space is the same size and dimension of the rune stone from Stonehold. 

a corroded iron key hangs from a chain on the Neck of a stone statue of a beastly 

winged creature perched on the Altar  

Gargoyle 

HD 4; AC 5 [14]; Atk 2 claws (1d3), 1 bite (1d4), Move 9 (Fly 15); Save 13; CL/XP 6/400; Special: 
can only be damaged by Blunt weapons

7. Secret Room 

Locked Wooden Chest                                        

2600 cp, Set of 9 bronze bars (207gp), 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

3. Giant Spider 

on the door to this room is Painted “keep out!“ 

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  

HD 1+1; AC 8[11]; Atk 1 bite (1hp+ poison); Move 9; Save 17; CL/XP 3/60; 
Special: lethal poison (+2 saving throw)

6. The Crypt 

A decaying fresco on the north wall depicts a 
robed figure presenting a key to a winged 

Statue. 

Secret Door     

a key hole is disguised as part of the Fresco. 

(DC 10 perception to discover the key hole. the key from room 4 
will open the door, DC 17 Dex to pick the lock) 

a sealed, but empty sarcophagus 

(DC 15 str to open 15HP)            

Engraved into the lid is, “When I rise from the dead,,the world shall 
tremble.“          

4 x skeleton guards               

HD 1; 7[12] with shield; Atk 1 weapon or strike (1d6); Save 17; CL/XP 1/15

2. The dungeon 

The door to this room is locked. 

Skeletons hang from chains on the 
ceiling and walls. 

A ruined gauntlet lies in the North-East 

corner of the room. 

if anything is disturbed in the room Two of 
the skeletons will begin to speak. they can 
answer any questions, but one can only tell 

lies and the other can only tell the truth.

1. Entrance 

Iron Chandelier 

Pit Trap 

If not disabled, the trap is sprung   by 

walking across the center. all within a 
10 ft. square area, Fall 10 feet

5. The Hidden Shrine 

A faded and torn tapestry of a flaming 
serpent hangs from the North wall, 

Behind it is a statue of an Elemental 
Salamander. The wall is charred. The statue 

conceals a door that is opened by setting 
The Statue on fire. If the fire goes out, the 

door will close.

1d6            Wandering Monsters

1 1d4 Skeletons HD 1; AC 8[11]; Atk 1 weapon or strike (1d6); Save 17; CL/XP 1/15

2 1d8 Giant Rats HD 1d4hp; AC 7 [12]; Atk 1 bite (1d3); Move 12; Save 18; CL/XP A/5; 5% are diseased

3 Giant Spider HD 1+1; AC 8[11]; Atk 1 bite (1hp+ poison); Move 9; Save 17; CL/XP 3/60

4 1d4 Giant 
Centipedes

HD : 1d2; AC 9 [10]; Atk 1 bite (0 + poison); Move 13; Save 18; CL/XP B/
10; Special Non-lethal poison bite, +4 save; 1d4 rounds of crippling pain. 

Additionally, the limb is temporarily crippled for 2d4 days.

5 Giant Snake HD 6; AC 5[14]; Atk 1 bite (1d3), 1 constrict (2d4); Move 10; Save 11; 
CL/XP 7/600; Special : Constrict

6 1d8 Stirges HD 1+1; AC 7[12]; Atk 1 proboscis (1d3); Move 3 (Fly 18); Save 17; CL/
XP 2/30; Special : blood drain (1d4), +2 to hit bonus
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