The GreyLord's Lament: Part II


Messengers of the Shadow











1 - If the party is meeting back up with Vlandigorn at the The Bloody Wound, he will greet them cheerfully.  If they opt not to, but do decide to go after the theives guild, they can find out via various rumors that it is thought to be in the house across from the street from the Inn itself.  They can find the information on the Theives Guild at (2).





Vlandigorn, on the other hand has this to offer.  "I have been in contact with my superiors concerning the matter with the thieves guild, and are particularly interested in any thing dealing with dragons, or notes with outside sources that might hint at such activities.  We are willing to pay you the 500 Steel Pieces in return for this information, or these items, particularly if they are dealing with Dragon Eggs."  





He will ask the party for the map they possess, or if they do not have one, give them one, and circle a building on it, the building directly across from the Inn.  "This is the known headquarters for the Theives Guild of Silverhold.  As you can tell, it is relatively close to the Inn, as it has been for years in order to more efficiently pickpocket the unwary who may visit these parts.  The Guild itself is heavily protected with magic and other items, but the membership is not large, for though the town was quite large in the past, it's current fortunes and population cannot support a large guild.  From magic scrying and other magical sumation, we believe there to be 5 members.  Not a large guild, but effective.  I've already arranged so that the authorities will not pursue you for any breaking into the guild, seeing that the theives themselves are already a nuisance to the local Guard.  The Guard, all three members of them, have been quite afraid of the guild actually, and would be quite happy if you could do away with it.  Good Luck, and may fortune bring you back soon to me."





There won't be much time for adventurers to return to the inn or rest, as once they enter the guild, the thieves will be alerted.  If at any time, the party leaves the guild, the remaining members of the Guild should gather together, and pool their resources for the most effective assault on the party, and assault which could very well take the party out.





Once again the party can equip themselves at the Blacksmiths if they need to.  Once ready, they can begin their assault on the SilverHold Thieves Guild at (2).





2 - The thieves are not overtly covert in their operations, and most of the people know of it's location.  It is a small guild, but in a town of this size, it is actually quite powerful, so much so that it has the local guard cowed in fear of it.  The Guard consists of 3 first level Warriors.





The Guild is a two story building of around 60 by 40 meters.  It has several barred windows, and a door in front, as well as a door to the side.





"The building stands before you, challenging you to enter it.  It is a fortress against all intruders, it's defenses, much like it's inhabitants, concealed cleverly so that from your observation, you cannot detect any except for the bars in front of the windows.  It's front door stands inviting you to try and open it.  Alleys run on either side of it, dark and shadowy, perhaps a better entrance lies within them."





The Front door is locked.  It needs a DC 19 to unlock it, and if the party stays over half an hour trying to unlock it, they will be noticed and the Guild will plan an attack.  The lock is also trapped.  It needs a spot check of DC 17 to notice this.  The trap can be disabled with a DC check of 18.  If set off the trap fires off a poison which will need a DC 16 Fort Save.  If the save is not made, the person will die instantly.  If opened it leads to (2a)





The Side Door is located to the left side of the building of the front door and opens into the same room.  It is also locked.  It is also trapped.  There will need to be a DC 9 Spot Check, and the Trap has a difficulty of DC 14.  If set off, the trap poisons the victim via a needle and sends the person to sleep for 3d10 minutes.  The door Lock has a difficulty of DC 12.  If opened it leads to (2a).





The windows open into room (2b) and (2a), depending upon which window they go through.  The left is (2a) the right is (2b).  A check of strength must be over 25 to open these windows (roll D20 and add Str modifiers).





The same check goes for the upper window which opens up into (3b).  This window is also trapped which does 5d12 electrical Damage if touched.  It is DC 19 to spot, and DC 27 to Disable.





2a - This is the front room of the Guild.  No one seems to be occupying it currently.  Pictures of the previous leaders are posted on the walls.  Two doors lead from this room, one leading off  to the right, and one to a back room.





The door leading to the right of the front entrance goes to (2b).  In front of this entrance is another trap.  A spot check needs of DC 13 is needed to see it. The trap is DC 13 to disable.


If set off, The room is instantly filled with noxious fumes.  A Fort Save  DC 15 is needed to resist the fumes.  The fumes deal 1d4 damage per round.  Since it happens instantly, the players will have no chance to escape the first round.  They may move out of the area of affect during other rounds.  This trap can only be triggered once.  For each subsequent round, if they try moving to another room, a Ref save will be needed until they are clear of the fumes.  The Save is DC 12.  If they fail, they will need to make another Fort save, but should be clear of the fumes the next round.  The door leads to (2b).





The door to the back room is also trapped.  If set off, a much more dire effect occurs.  The Trap is DC 8 to spot.  It's complexity is obvious to whoever spots it.  It covers the entire doorway.  It is a DC 21 to disable.  If set off, it will awaken the portraits of the various leaders, and they will hop out of the paintings to grow to life size, and attack the party.





Siglib





CR 6


St: 13  Int: 14  Wis: 8  Dex: 17  Cons: 13  Cha: 13


6th level Rogue


To attack: +7 with Rapier


Weapon: Rapier 


AC: 18


HP: 30





Voakler





CR 8


St: 9  Int: 11  Wis: 14  Dex: 16  Cons: 10  Cha: 17


8th level Rogue


To Attack: +6 with Scimitar; +2 with Dagger


Weapons and Damage:  Scimitar and Dagger


AC: 17


HP: 26








Grielphane





CR 4


St: 15  Int: 16  Wis: 9  Dex: 14  Cons: 12  Cha: 13


4th level Rogue/ 2nd Level Wizard


To Attack: +3 with Dagger


Weapons:  Dagger


AC: 12


HP: 23





Special:  Can cast 3 first level spells.  His spell list includes Mage Armour, Sleep, Color Spray, Burning Hands, True Strike, Silent Image, Magic weapon, Spider Climb and Hypnotism.





This typically will wipe out the party.  Also note, if the party is stuck outside the entrance in (2), or try to escape, and they have not defeated these Constructs, the theives will use the constructs in their attacks against the party.





When one of the magical images is destroyed, they waft away into nothing.  It is also important to note that these are illusions.  All damage is illusionary.  To Disbelieve one needs to make a Will Save at DC 20.  Once the battle is over, if the party is defeated, they will be summarily killed by the Guild.  If they survive the trap is disabled, and the paintings go back to the way they were.  The door leads to (2c).





2b - The party will the Rogue Sklalbill in this room.





"The room appears empty, except for the long shadows that cover it's length.  You feel a prescence in this room and you know you are not alone.  A bed in one corner, and a small table in another are all that furnish this room."





Sklalbill is Hiding and will Attack the first person to enter the room with his shortsword for Sneak Attack Damage.





Sklalbill





CR 2


St: 11  Int: 9  Wis: 10  Dex: 14  Cons: 12  Cha: 8


Skills:  Hide 8  Move Silent 8  Disable Device 8  Pick Pocket 8 Spot 8


Sneak Attack Dm: +1d6


To Attack: +1 with Shortsword


Weapon:  Shortsword


AC:  14 (Leather Armor)


HP: 10





He has nothing of value on his person.





From here two doors lead away, one back to the entrance to (2), the other to a back room at (2c)





2b - A man is there waiting for the party to arrive.  This is Bolgiv, the Guild's Strongarm.  He has no tricks, no Hiding, just out and out combat.





"Within you see a large man, his muscles ripple as he sees you, and he lets of a hearty laugh. 'So, we have visitors, lets see you defeat me, and with you beaten, I am sure to get a hefty reward.'  Unstrapping a large cumbersome sword at his back, he advances on the Party.





Bolgiv


Fighter 2/ Barbarian 2/ Rogue 2


CR 6





St: 17  Int: 6  Wis: 8  Dex: 13  Cons: 15  Cha: 11


Attack:  +9 Two Handed Sword


Weapon: 2 handed Sword


AC: 17 (Bandedmail)


HP: 45





Bolgiv will probably be too busy fighting to drink any potions, so when he is killed, if he is checked, the following is on him.  Three potions of Healing (heal 1d8+3 HP), and 20 Steel Pieces.





There are two doors leading away from here.  One back to the entrance to (2), the other to a back room at (2c).  The door leading to (2c) is trapped.  It is a DC of 13 to spot.  It is DC 8 to disable.  If triggered it will send sparks flying through the air for one round dealing 1d8+2 damage to anyone in the party.





2c - Here awaits Trivor, the final member of the Guild to be found on this level.  He stands in the middle of the room waiting.





"Inside stands a red haired elf, dressed in blue, and smirking as you approach.  Though two swords hang from his waist, he waves an item that looks strangely like a wand in front of himself.  Around him are strewn piles of skulls and bones, and a quesy feeling seems to whell up in your stomach.  'Invading our Guild are you, well you won't last very long against me.' He snaps.  The bad feeling in your stomachs only increase as he mutters a word, and waves the wand in the air.  The bones in front of him stir, and suddenly move with life.  Before your very eyes, skeletons are being animated!"





CR 1





Skeletons


AC- 13


Reach - 5ft.


Attacks - 2 claws +0 melee


Damage - Claw 1d4





Skeleton #1 - 5 HP


Skeleton #2 - 10 HP


Skeleton #3 - 6 HP





In addition Trivor Attacks.





Trivor


CR 3


Rogue 3


St: 14  Int: 16  Wis: 12  Dex: 15  Cons: 11  Cha: 16


Attack: two longswords +0, -2 melee


Weapons:  Two Longswords


HP - 13





Also, if Skalbill or Bolgiv have not been slain, they will come rushing into the room to aid in the battle.  They will also attempt to run away once they have lost 75% or 3/4 of their Hitpoints and escape.





The only two exits that can be seen straight off from this room is a door to the left leading to (2a), and a door towards the entrance which leads to (2b).   The exit to (2b) is trapped and will be activated each time someone crosses over from this side.  See the end of (2b) to see it's effects and other statistics.  However, the back wall, if checked, contains a secret door.  This is a spot or search check of DC 8.  This opens to reveal stairs that lead to (3).





3 - The stairs lead to the next level, which is dim.  Until the group gets to a place with a window, if they cannot see in the dim light, they will suffer -1 to their attack rolls.





It is a small area, and a cramped chamber from the stairwell.  From here a door goes to (3a).





A spot check, or search will reveal a hidden door.  It is DC 19 to see.  This door is also locked and needs with a lock of DC 17.  This door leads to (3b).





3a - This is the sleeping quarters of the guild.





"Inside you seen a line of eight beds, all lined up, though it appears only four have been used recently enough to make the covers slightly rumpled.  Though you don't see anyone in here, the shadows could conceal much.  Before you have time to see much more, a man in dark robes appears in front of you, and with a cry, unleashes a flaming burst of flame at you!  Suddenly all you can see is the red of a fiery inferno."





Indeed they do.  Yet another member of the Guild is in here, he will strike with magic as opposed to his thief abilities.





Vlender


Sorcerer 4/ Rogue 1


CR 5


Attack : Dagger +2


Weapon: Dagger


HP: 13





Vlender possesses an amulet of Instant Invisibility and Stoneskin.  He will appear in the round he attacks, and be able to be hit, however, the next round he will be invisible.  He will turn invisible at the beginning of the round before any other actions have been taken.  He can make one other partial action if he so desires at that time.  Every time he attacks, the same will happen, and he will appear at the beginning of the round.  The amulet also has given him the spell stoneskin, and thus makes the first 10 points of damage done to him each round not injure him in the least.  Vlender will attack with magic, and will use all available spells before resorting to his dagger.





Vlender also possess 2 Scrolls of Fireblaster.  The room is large enough and long enough, that as he sees the party enter, the first thing he will do is launch the fireball at them as the come through the door.  The Fireblaster will do a 4d3 damage. Fireblaster is a 2nd level spell that does 1d3 damage per level.   A REF SAVE DC 16 will deal only half damage.  It will only affect those that have passed through the door at the beginning of the round.  He can use the other at the DM's discression





Spells he can cast per day are





0) 6  1) 6  2) 3





The spells he knows are





0) Ray of Frost, Daze, Light, Flare, Detect Magic, Read Magic


1) Sleep, Silent Image, Alarm


2) Web





The beds will be scorched and some burned after this battle is over.  Vlender also possesses 5 potions of healing.  He will attempt to imbibe one of them if his Hitpoints ever fall below 4 and he is still alive.  They will restore 1d8+3 HP.  The amulet of Instant Invisibility and Stoneskin is connected to his lifeforce, once he is no longer breathing, the amulet crumbles to dust.  If the party is lucky, and manage to kill him before he uses all his magic and items, they still can collect the remaining potions and the Scroll if he has not used it yet.





There other way in or out of this room except the way they came.  A search however will reveal    a hidden door.  It can be found on a Spot 6 or Search 6.  It is unlocked and leads to 3b.





3b - Both doors are trapped on this Side with the Alarm Spell, alerting everyone left that the party has entered the room.  If Vlender is around and still living, he will  enter AFTER a battle has begun.  Inside is the leader of the Guild, a man by the name of Silther Stranglehands.  He will be hiding and quiet, and will observe the group for 3 rounds before attacking.  When he does attack he will attempt to land a Death Attack.





CR 5





Rogue 2/Assasin 4


S: 13  I: 16  W: 11  D: 17   C: 12  Ch: 16





Hide: 20  Move Silently: 18  Disguise: 9  Escape Artist: 7  Use Magic Device: 10


Tumble: 7





Feats:  Two Weapon Fighting, BlindFighting, Ambidexterity





Special: Sneak Attack +4d6, Uncanny Dodge, Death Attack +2 vs. Poison





Equipment:  +1 Studded Leather, +1 Dagger, +1 Scimitar, Picklocks





AC: 17


BaB: +4


Hitpoints: 27


Attacks:  +3 Scimitar, +3 Dagger


Damage: 3-8 Scimitar, 3-6 Dagger + Sleep (if hit by the dagger a sleep poison DC Fort 17 will send any it hits to sleep for 1d4 minutes)





As they enter the room the adventurers will see the following.





"The room is heavily shadowed, and appears to by empty, except for a chest that lies in the middle of the room, and a rope that hangs from the ceiling.  Dim lights cast their shades around the chamber as you enter, almost making you swear that the shadows themselves were alive in this place."





The Chest has a lock that is trapped.  The trap is a DC 21 to spot, and a DC 15 to disable.  If triggered it will release a cloud of noxious fumes into the air of acidic gas.  This will do 3d6 damage to anyone in it's influence which covers an area of 5x5x5 around the chest.  A fortitude save of The Lock itself is a relatively simple lock that is a DC 14 to unlock.





Inside the chest is a shattered portion of what appears to be an egg, with a note attached that states the following.





"Thanks be for thy help, as the incubation period is over, keep this as a momento and a promise of the guaranteed promise of 10,000 Steel Pieces as guaranteed by our Fellows.





Sincerely, 





The DragonLords of SilverHold"





"Thanks be for thy help, as the incubation period is over, keep this as a momento and a promise of the guaranteed promise of 10,000 Steel Pieces as guaranteed by our Fellows.





Sincerely, 





The DragonLords of SilverHold"





After the adventurers are finished with the guild, if they leave, and any survivors are left, they will pursue the adventurers with all their powers until the adventurers are either dead or destroyed.  





When the adventurers return, Vlandigorn will ask for anything they have found in the guild.  If they show him the egg piece, his reaction will be the following.





"Vlandigorn's eyes furrow for a second, worry evident upon his face.  'This is a dragon's egg shell.'  He states solemnly.  'If it is found here, in this condition, there is no telling what the dragons may do to us, but even more worrysome is the fact that it could warrant even more treacherous dealings in this town.  I have a notion of where it may be coming from, but only time   will tell.  I have another adventure for you, if you will take it, one that will deal with this mystery.  I can only hope that I'm wrong, but if I am not, serious things could be in store for us.  Ready yourselves for yet another quest, and when you are ready, return here for another job, this one of the utmost importance.'  With that, he seems lost in thought as he continues to inspect the eggshell and the note."





Even if the adventurers do not give him the eggshell he will pay them, and request their return for yet another adventure, which is found in part III.





For successfully completing this adventure the party gains 3000 XP a piece.


