The GreyLord's Lament: Part III


The Unfolding Danger








1- As the party enters the Bloody Wound's Taproom cheers will rise up pariasing them.  The townfolk will say various praise to the party.  things such as 





"showed them robbers a thing or two, dan't ya!"





"Hear! Hear!, All praise to them who gave us our mines back!"


and


"We's be thankin ya fer them things ya done."





The Inn is full of people, and the buzz of conversation fills the air.  The Villagers are talkative, and will buy the party all the drink or food they desire.  The party's lodging is on the house.





"You's can stay heres anytime at no cost, fer yer deeds, it tis the least I can do."  The Innkeeper will tell them.  Any Normal piece of equipment, weapons, or armor (nothing Magical or Exotic) that the party desires will be provided (within reason, say 1000 steel pieces or equivalent per month).





Vlandigorn does not share this merriment or general glee.  He will be desiring to talk to the party alone and will tell anyone trying to bother him and the party to go away.  Vlandigorn's face will be extremely grave as he talks to the Adventurers.





"The Order of the Red Robes have come upon another threat as of late, one that was previously thought to be minor, but the recent discoveries and hints to the Dragoneggs that have been found here have brought different and more urgen suspiciousn.  We fear a greater threat lies near here than we ever presumed.  Though I do not have the clearance of my elders to voice these concerns, it is of the utmost importance, and we hope that you will take upon you yet another task to investigate our suspicions."





If the party agrees Vlandigorn will continue.  If they press for a reward he will offer 1000 gp per character.  If that still is not enough he will offer a scroll or potion of some sort in addition to the steel per character.





"There is a small forest area to the north of here, far too small to appear on any maps, but large enough to cover an area to large to comb effectively for an enemy hidden within.  Somewhere inside is a group of Goblinoid races, too organized to be random.  It is thought they are a military contigent of some unknown faction.  Go to this forest, find this faction, destroy it, and bring whatever evidence you can find back to me."





The forest will be shown on their maps, and they are then left to their own devies.





1b- The forest to the north of the city is around a 20 mile radius.  For each day spent in the Forest the party will have a 1 in 4 chance (1d4) of running into a patrol.  Roll a 1d4, on a roll of a 1 a goblin patrol is encuntered.  The patrol will ocnsist of 10 goblins.





CR 2


AC 15


Attacks Javelin +3 Ranged and Melee


Damage: Javelin 1d6-1


Reach  5ft.


Initiative +1





4 Hitpoints each





There is also a 1 in 100 chance that the party will stumble across the hidden outpost per day.  Roll a percentage dice (2 10 sided dice, one for the tens spot, one for the ones)  if a 1 is rolled they stumble on the hidden outpost by accident.  When they happen upon some goblins a person with the tracking feat can follow the tracks back to the base.  If a goblin is captured alive, it will  lead the group to the base.  It will be cowardly, and will suggest it do so itself if it feels threatened in any way.  There is also a 1 in 4 chance per day that the group will find goblin tracks that will lead to the base if they follow them.  There is also a 1 in 10 chance (1 on a 1d10) that each goblin party they find will have a map of the area that will show the bases location.





2-The entrance to the base is guarded by a set of 12 Orcs.





CR 3


AC 13


Attacks Greataxe +3 Melee


Damage Greataxe 1d12+3


Reach 5 ft.





5 Hitpoints Each.





The Base is naught but a hole in the ground, or so it appears.  Directly inside the base is a door and a ceiling pocked by small holes.  This is a trap that can be spotted on a spot check of DC 22 and Disabled on a DC24.  It is activated immediately upon entering the base.  The trap slams down an impenetrable stone wall (500 HP) over the entrance for a period of 10 minutes.  One the trap has been set off, 2 koblods can be seen above the area on the cieling.  They will dump pots of Acid on the group doing 1d6 damage per round in the room.  No physical objects can affect the koblods through the grill, however, magic can.  A single door exits this place which is locked.  It can be opened with an open lock skill check of DC16.  It can also be broken open on a Strength check (d20+Str Modifier) of DC 17.  1 strength check can be made per round.  Only 2 characters can attempt this (which stops trying to open the lock by another) at a time (The door is only so big).  I fthey combine their try they roll once, but can combine their strength modifiers.





The hall beyond the door is empty and the acid will rush into the hall to slowly be absorbed the the dirt surroundings.  4 doors lead from theis area.  Two doors to the right, two to the left.  At the end of the hall a set of stairs lead downward.  If the characters tak e the right door it leads to 2a.  The far right door leads to 2b.  The left door leads to 2c.  The far left door leads to 2d.  The stairs lead to 3.





2a- If the characters listen at the door on a check of DC 8 they will be able to detect the sounds of many many voices.  If they enter the door, they will enter a room that looks as follows.





"Inside are a line of triple layered bunks, and filled with Orcs who are occupied in brawling, talking, and eating.  As you enter, they turn, growls coming from their lips, as they see you come   in.  They are not pleased to see you.  Grabbing their weapons, they come at you."





The characters have stumbled upon a room which apparently hosts the Orcs.  If the characters survive this mistake, it will be miraculous.





CR 5


AC 14


Attacks: Spears +3 ranged and melee, 1d6+3 damage


Reach 5 ft.


there are 32 Orcs, each has 4 hitpoints.





2b- The door is an iron door, and as it is opened the adventurers see the following.





"The clang of pots and pans fills the air as 5 kobolds frantically struggle to cook something on a line of ovens set against the walls.  A large table is placed in the middle of this chamber with 40 or 50 some odd seats around it.  On the walls around the chamber itself are counters and ovens.  It seems that the kobolds are the chefs of this place, and are frenetically trying to ready something for the next meal.  One of them sees you, an old kobold who has previously been shouting to his 4 underlings.  He hops over to you, obviously suffering from a gimp leg, and a patch over one eye suggests that he is half blind as well.  'Shoo, out of me kitchen you bluggers, I won'ts be finished with this for another hour, so off ye go.  If ye must have something, take this, and be blangin happy I was able to part with it."  He offers the party some sort of unidentifiable meat (if eaten it tastes like chicken).  If they party attacks the kobolds the kobolds have the following.





CR 1


AC 15


Attacks: Halfspear -1 melee, 1d6-2 damage


reach 5ft


2 hp each.





There is nothing else really of interest in the kitchens and dining area except more of the unidentified meat boiling on the stoves and several many barrels of beer.  In the back of the Kitchens however, there is a secret door (DC 12 to find) which will lead down to 3a.





2c- The sounds from beyond this door are nothing but the clink of chains.  Inside the players will see the following.





"Various Kobolds lie on the ground, chained up to the walls.  Two or three of them stand tending to the others, and watching vats of acid that lie upon some stairs that lead upwards.  The Kobolds look at you with hollow stares, as if having lost any desire for life."





  The Kobolds will offer no resistance if threatened, and will not even cry out if killed.  If asked questions only one of the ones standing and tendng to the others will answer, and only if asked why they are like this, what they are doing here, or something else like that.





"They came, out of big portal, and came, and came, and came.  The slew, and they conquered.  How can we defend.  They conquer, and now, we slaves."





That's the extent of the answers that the party will get from these poor bedraggled slaves.    The stairs lead to a small chamber with a grilled floor.  It is this room that lies directly above the entrance to this hidden base.





2d - Listening at the door will reveal (DC 7) a loud roar of shouting and growling of goblins.  Inside, bunks line the walls, and goblins occupied in various activities and games look up in alarm.  They will attack the party when the party enters.  





There are 75 Goblins within.





AC 15


Attacks  Half Spear +4  D6-1 dm


Reach 5





Each has 3 HP.





3- The stairs lead down 50 feet to an enclosed chamber.  Upon entering a trap is set.  It is a DC 22 to spot, and a DC 21 to Disable.  If triggered it will slam down over the door that the adventurers just entered.  Another door will slam down across another set of stairs that lead up 20 feet to 3a.  These doors have 200 HP and if attempted to be opened a Str Check of DC 22 must be made (Str check as described above).  Instantly the chamber will begin filling with water (that will drain out of a drain in the floor if the trap is disabled during the time after it is set off) at the rate of 1/2 a foot a round.  





3a- This is an empty chamber, almost like a waiting area, with two stairways that exit, one upwards to 2b, and one downwards to 3.  A sign above the door leading to 3 says, "Enter with Caution."  A final door leads to 3b.





3b- The players see the following.





A single torch flares in the middle of this chamber, and a hissing sound emerges.  4 half-dragons emerge out of the four corners of the room as the party enter, with blades raised to attack.  Before you can even think about battle however, the last door at the end of the chamber is tossed open, and a strange dragonman like creature walks out."





If any of the players can identify such a thing, it is a Draconian, a Baaz to be specific.





Half Dragonmen


CR 3


AC 17


To Attack- 2 claws +4 melee, 1d10 damage


Reach 8 ft.


Special:  Flight, limited, 10 feet per round/ Acidic Breath 1d10dm in a 3 foot stream


HitDice 1d12





#1 HP=  9


#2 HP=  11


#3 HP =  12


#4 HP=  10





Baaz Draconian


CR 1


AC 16


To Attack: +3 scimitar, 1d6+2 damage


Reach 5 ft


Hitdice: 2d10


HP: 15


Special: When a Baaz reaches 0 HP, it will turn to stone.  Unless  a DX check is made and is successful at -3, the weapon is stuck in the statue.  The statue will crumble to dust in 1d4 rounds freeing the weapon.





If the party wins this combat, they may proceed to the next chamber at 3c.





3c- Inside the party will find several chests with coins.  One contains 500 Steel, another 2000 Copper, and the final and third chest, 300 Silver and a note.  The note says the following.





"Boligak,





The Eggs are almost ready, at which time, a reinforcement of 30 others of of your kind will be sent, with you, for your great service in the area of Silverhold, as their leader.  At that time you will be expected to take the silver and steel mines, as they are of great import to our offensive.  The parties will soon be ready, and the armies released upon the knights.  This world will soon be ours.





The DragonLord"





"Boligak,





The Eggs are almost ready, at which time, a reinforcement of 30 others of of your kind will be sent, with you, for your great service in the area of Silverhold, as their leader.  At that time you will be expected to take the silver and steel mines, as they are of great import to our offensive.  The parties will soon be ready, and the armies released upon the knights.  This world will soon be ours.





The DragonLord"





Once the party returns to Silverhold and the adventure successful go read section 4.





4 - As the party shows Vlandigorn the note, and relay the information concerning the Draconian, Vlandigorn grows alarmed.  He will pay the party and offer this invitation.





"Draconians!  This a terrible news you relay.  Draconians were made from stolen eggs once before, and during the War of the Lance, Draconians which were the greatest sacrilage this world has ever seen.  Now they return, born anew it seems, from some other source, whether from the Grey Knights, or some other evil, a great and terrible vengeance is ready to wreak it's havoc upon this world.  Meet me in Palanthas, and aid me and the wizards in countering this great threat to us, and all of Ansalon."





Vlandigorn will point out a tower in the midst of Palanthas called Vlandigorn's hold, which also is an herb shop.  He will ask the adventurers to meet him there when they are ready.  This will lead to adventure 4 in the GreyLord's Lament series.





For successful completion of this adventure each member of the party will gain 5000 XP apeice.





Also, as a sidenote, as the party leaves Silverhold, the Innkeeper will be changing the sign outside of 'The Bloody Wound' To "The Silver Tankard."


