The GreyLords Lament: Part V


Day of the Dragons





This is a more open adventure then the previous 4 have been, and much more is left up the DM's discression, imagination.  This could be seen as a filler and experience giver to fill in some of the story and buildup.  A short summary of what to give the players, etc.





1- "Kaldor Brazenheart awaits you at Vlandigorn's, an expectant expression upon his face.  'I was hoping you would come, I think it's the least you should owe me after some illegal breaking and entering of my small shop that you did, even if we are rather unliked in Palanthas, what you did was a blatent breaking of some of their laws.  I'm certain the courts would have a hey day between us and you, trying to determine who was the bad guy, and who was right if they had to decide.  I expect it would be harsher on me, but then, Palanthas is rather prejudiced against my order.





This is a simple task, and so I'll give it to you briefly.  You are to travel to the western portion of  Solamnia to a small town called Havensford.  That is the location where we sent our knights, and where the small contingent of Solomnic Knights were to be found.  I want you to go, find out what happened to them, and return.  For this small service I will pay you 1000 Steel.  Be careful, attain the information I ask, and don't die is all I ask.  How you get it, I don't care, just get it, and you'll get paid.'  He marks a location on your maps of the place where Havensford is located, and then, as he does, disappears."





Vlandigorn will offer any help that the adventurers need, and will try to provide them with aid and provisions.  His funds are severly limited, as this is not official Wizard's business.  Though the Towers of High Sorcery now know of what has occurred, they are none too eager to participate in this endeaver.�





2- Once the party reaches Havensford they will find it under seige.  If they return with this information, Kaldor will not be happy with it as he wants to find out what has happened to his knights there.  The siege is composed of a force as follows.





200 Draconians as follows,  Draconians use d8 for their hitdice.





CR 2


75 Baaz


AC 16


HD 2


To Hit: +2 w/ weapon


Damage: by weapon


Algn: LE


Special: Turn to stone when hit, DX -3 to see if weapon is caught in them, crumbles in 1d4 rnds


+2 on Saves





CR 4


50 Bozaks


AC 18


HD 4


Attck: +4 by weapons


Damage: by weapons


Reach: 5ft


Algn: LE


Special: Casts spells as mages, casts burning hands, enlarge, magic missile, shocking grasp, invisibility, levitate, stinking cloud, and web.





When killed it explodes causing 1d6 damage to all within 10ft.


+ 4 on Saves





CR3


50 Kapaks


AC 16


HD 3


attack: +4 by weapon, melee


Damage: 1d4 + special


Algn: LE


Special: poisoness tongue, licks weapons so special poison paralysis victim 2d6 rounds if Fort SV is not made at -3.


+4 on Saves





When killed it turns to a pool of acid 10 feet in diameter of acid that deals 1d8 dm/rnd to all therin.  It lasts 1d6 rnds.





CR 6


25 Sivaks


AC 19


HD 6


Attack:  + 8 Claw, +6 Tail, or +7 Great Sword (3 attacks)


Damage:  Tail 2d6, Claws 1d6/1d6 or Great Sword 2d6


Algn: NE


Special:  When it slays a humanoid it can take the form of it victim with an exact voice and appearnace match.  It can also polymorph back to its own shape, but then cannot turn back into a humanoid again until it slays its next.





When slain it will burst into flames causing 2d4 damage to all within 10 feet.





CR 1/4


500 Goblins


AC 15


HD 1d8


Attacks:  Morningstar +1 melee or javelin +3 ranged


Damage:  Morningstar 1d8-1, javelin 1d6-1








CR 1


100 Gnolls


AC 17


HD 2d8+2


Attacks: Battleaxe +3 melee, or Shorbow +1 ranged


Damage:  Battleaxe 1d8+2, Shortbow 1d6





CR 1/2


200 Orcs


AC 14


HD 1d8


Attacks:  GreatAxe +3 melee


Damage: 1d12+3








13 Grey Dragons


CR 13 each


AC 35


HD 25d12


Attack Bonus +35


Damage: 2claws 2d6, 1 bite 2d8, 2 wings 1d8, Tail Slap 2d6, Crush 2d8


Breath Weapon:15d12 Fire, Ref SVTh allowed, or 12d12 pure magic, no save, seeks targets


Breath is coneshaped.





Saves: Fort +25, Ref: +20, Will +19





Fear:  DC 24





The Grey Dragons merely fly cover to prevent the Blue Dragons of the Knights of Takhisis from escaping.





The camp is surrounded.  If the party tries to penetrate the seige they will have a (1 in 4) 1d4 chance of being discovered per round, a 1 in 8 (1d8) chance if they are in disguise.  If discovered the encounter table will show what they are discovered by.  It will take anywhere from 25 to 50 rounds to penetrate the siege to the potato sacks that are set up as wall for the defenders of Havensford.





Roll a percentile dice.





1-10 = 1d6 Gnolls (4 Gnolls= CR 3, 2 Gnolls = CR 2)


11-20 = 1d6 Baaz ( 4 Baaz = CR 4, 2 Baaz = CR 3)


21- 70 = 2d10 Goblins ( 16 Goblins = CR 3, 8 Goblins = CR 2)


71- 90 = 1d10 Orcs ( 8 Orcs = CR 3, 4 Orcs = CR 2)


91 - 95 =  1d6 Bozaks ( 4 Bozaks = CR 6, 2 Bozaks = CR 5)


96-99 = 1d6 Kapaks (4 Kapaks = CR 5, 2 Kapaks = CR 4)


00= 1d4 Sivaks in disguise, will pretend to be friendly(4 Sivaks= CR 8, 2 Sivaks= CR 7)





Once they make into the town behind the potato sacks they will be greeted by Tahon A Knight of the Rose.  He has 90 other Knights of Solomnia with him, mostly Knights of the Crown, and 10 Knights of Takhisis who have been aiding in the defense.





The Knights are mostly level 1 knights with an AC of 16 and 2d10 HP.  They also have 5 Blue Dragons with them of Adult age.  However, they daren't take off due to the Grey Dragon patrols above them to prevent any news of their forces from reaching outwards.





Tahon will inform the party that this is a scouting party, and that the main army numbers in the hundreds of thousands.  He informs them that they have been working on a tunnel that goes beneath the enemy for some weeks now, because it is vital to tell the Knights back in Solamnia major of the threat and the danger, and to prepare for war.  If any of the party wishes to remain and fight, he will remind them of their duty if they are knights, and of their obligations to the rest of Krynn and Solamnia if they are not.  The tunnel will take a day to finish at most.  In the meantime, arrows are raining down upon the town are large boulders from Catapults.  Most of the buildings will have been destroyed.  In addition, hiding in the ruins are Sivaks and Kapaks.





During their stay, there will be a 1 in 12 chance per hour (roll a 1d12) that they will be struck by an arrow for 1d6 damage (roll for each party member).  In addition there will be a 1 in 20 chance that a flaming boulder will land upon them dealing out 6d6 damage (they are allowed a Reflex Save of DC 14).  It will deal damage upon all within a 10 foot radius (roll once per hour for the entire party, not individually as with arrows).





Also, they will be assaulted by 8 Kapaks who have learned of the plan and wish to stop the party before they ever leave and have snuck into the camp.  





Kapaks, see stats above





CR 6


Kapaks #1 - #4 = 15 HP each


Kapaks #5 - #8 = 13 HP each





When they enter the tunnels, 5 men will see them off at dusk.  These men will actually be Sivaks in disguise.  As soon as they have traversed a slight distance down the tunnel they will attack.





See Stats as above.





CR 8


Sivak Leader = 43 HP


Sivak #1  and #3 = 29 HP


Sivak #2 and #4 = 32 HP





Once in the tunnels, the party has easy going up until the end.  They have around 3 feet to dig out when they find themselves in the tent, of whom is ironically the leader of these forces, a Draconian whose name is Goldtear, an Aurak who when he sees them will attack.





GoldTear


Aurak Draconian


AC 20


HD 8


Attacks: +10


Damage 1d8+2


Specials:  Auraks can dimension door up to 6 feet away thrice a day, Gold tear will do this if he thinks he is losing





Darkvision, and can detect hidden and invisible creatures up to 4 feet away, can cast the following.  INvisibility, Polymorph self, change self, but when doing this to humanoid form, and voice, can only uphold it for 2d6+6 rounds.  It has two attacks from it's hands which do the damage shown above.  The Aurak also has a breath weapon which it can fire thrice per day with a five foot range that does 20 damage and blinds the victim for 1d4 rounds.  They get a Reflex Save of DC 18.





They can also cast 2 1st or 4th level spells.  These are, enlarge, shocking grasp, ESP, stinking cloud, blink, lightning bolt, fireshield, and wall of fire.





It has mid control which it can control 1 creature of 2d6 or lower hitdice.  They get a Will save of DC 19.





When it is killed it enters into a flaming fighting frenzy +2 to hit and damage+1d6 flaming damage (flaming damage has a DC 16 to save against).  Six rounds later, or when it reaches -20 Hitpoints, it transforms into a whizzing ball of lightning and strikes those it hits (+13 BaB), for 2d6 damage.  Three rounds later it explodes, and all those within 10 feet suffer 3d6+1d4 damage.  





The explosion will alert the camp to their leaders death and the party.  Unless the party high tails it out of there, they will literally have to fight half of the camp that remains before the enemy gives up.  Behind them, they will notice that the Grey Dragons are now dropping incendiary bombs and are engaged in the air in a battle against the Blues.  The Blues are losing badly, and the town is beginning to burn fiercely, it is unlikely any are still surviving there.





The Knights of Solomnia are very interested once the party returns to Palanthas as they are the only ones that have returned from that area now in a while.  They will be open to suggestions on the defense of Solomnia, especially after hearing the numbers of the enemy.  At this time, Kaldor will come forth, revealing the presence of the Knights of Takhisis in Palanthas, and though they are fearful at the thought of the Knights among them, they need the aid too much at this point to refuse.  Thus ends the adventure.  





Each of the Party should receive 8000 XP for finishing the adventure.  In addition if they slew Goldtear, and the Draconian assasins (Kapaks and Sivaks that attempted to thwart their mission) the party should receive 35000 XP as a whole.


