The GreyLord's Lament:  Part VI


Intrigue in the City





1- This is a two fold adventure, in which the party may split apart, or stick together.  It deals with the developing war in Solamnia against this otherplanar threat, and the events between the alliance of the Knights of Takhisis and the Knights of Solamnia.





The party will get two requests, one from the Knights of Solamnia, and one from the Knights of Takhisis.  The Knights of Solamnia are looking for any volunteers they can gather to be spared, as they now know that an army 100,000 strong marches through Northern Solamnia.  The request comes from Sir Haithen Hunter, a Knight of the Sword and leader of a battallion of combined Knights from both orders to the north to battle this threat.





The other comes from Kaldor Brazenheart, who distrusts the knights around him and seeks for some protection in addition to his own knights.





If the party decides to go with the battle a short description is given in section two.  If they decide to go with the bodyguardsmanship of Kaldor Brazenheart a description is given in section three.





2- The party has joined the levies which also march with the knights of the Sword.  There are 500 Knights of the Sword, 1000 Knights of the Crown, 250 Knights of the Lily, 150 Knights of the Skull, and 100 Knights of the Thorn which march with the host.  In addition, 2000 Militia march with the knights to the north.  Only 4000 in number, it is highly unlikely they stand any chance against the army that marches upon Solamnia.  Unless they are knights themselves, the characters that choose this option will be made Captains over contigents of 100 men.  If they are knights they will be made commanders over 100 knights for their order each, unless they are Knights of the Skull in which case they will command 50 knights apiece, or Knights of the Thorn which they will also command 50 Knights apeice.  If they are a Knight of the Rose they are give a sub-commander arena right under Haithen Hunter himself.  In addition, 24 Dragons, 12 Brass, and 12 blue fly with the host as well, with mounted Dragonriders and Dragonlances.





The battle plans are to harrass the enemy throughout Northern Solamnia as they march, taking as much as possible, until they come to an area known as the Wall.  This is a low 2 meter high wall which extends 10 meters wide and 750 meters long.  On both sides, adjoining walls are with it.  Built as a hidden defense by the Knights of Takhisis, it is hoped that this can stop this otherwise seeming unstoppable offense.  





In the week of harrassment, the party will typically try to attack any stragglers of the army.  The toll of the march on the knights and party will leave them with little sleep, as they will constantly have to traverse to the rear and then to the front of the enemy army each day.  Refer to Part 5 for the statistics of the enemy.  Each contingent under a party member will typically do battle with 1 to 2 forces of 100 orcs or others of the enemy each day.  By the time the Knights will have reached the Wall, their forces will have been halved.





The Wall will will be attacked by a small force of 2000 of the enemy the first day, mostly orcs and goblins.  





The Second day the Wall will be attacked more in force, with Battlalions led by Baaz and Bozaks against the wall, with around 10,000 troops being led against it.  They only need to be repulsed from the wall, and kept from surrounding the wall, not destroyed.  The enemy is merely testing the Knight's strength before an all out attack.





Meanwhile information will come from Palanthas asking for the characters return, as Blood Eagle has come back with information for their ears only on how to defeat the enemy.  Meanwhile the third day the enemy is still, as they prepare for a final assault on the Wall, and the forces kept there.  The party should leave at this time, if they will leave at all and will finish at the section 4 shown below.





The fourth day, the entire army of the enemy assaults the wall.  100,000 strong, they will kill everyone here.  If a party member is caught up in this battle, there is a 40%% chance they are wounded and faint from loss of blood on the field, a 10% chance they are knocked unconscoius  from some sort of unintended war accident, and of course, any other result is that they are killed.  If they are taken prisoner, they will be kept at the wall with a few other prisoners, including Haithen Hunter, with a guard left of 1000 troops.  Only 200 some odd warriors have survived of the allied force, and it is not thought that the survivors could put up much of a fight against these.  The survivors are made to build a prisoner of war camp for themselves.  How they escape, or if they do will be left up the the DungeonMaster.  Meanwhile the rest of the enemy army marches on south toward Palanthas.





3 - "You have arrived.'  Kaldor Brazenheart states as he stands in the shadows of Vlandigorn's study.  'Even now my knights march to the north, while reinforcements arrive from our home, giving me more power, and elevating my position ever in the order.  My statements and alliance with the Knights of Solamnia is tenous to say the least, for there are many in my order that would rather see the Solamnic knights destroyed, before aiding them.  However, to me, it is more useful to strike at the enemy with a combined force rather than separated, together we are more powerful than we are apart.  Even combined, I fear this power will prove to strong for us to overcome.'





'If I were destroyed, many in my order would not mourn, they may even rejoice.  It is those factions I fear most, for even now I would not be surprised if they sought my death.  But if that were all I had to fear, perhaps I would not need your aid so desperately.  The enemy has many assasins that even now seek to destroy me, Draconians that can change shape as you would, Sivaks and Auraks, as well as others that walk under heavy disguise to intergrate themselves in the society of men, the Baaz.  And of course, added on that are the many Solamnic knights that would see me dead, who feel that I do this only to gain favor with Solamnia, and that I will seize power from them as soon as they are few, or the others among them that think I am in league with the enemy.  Ha! the fools, among us, and among them, so filled with petty politics as to realize the true enemy at the moment.  It is from these, the fools, that I seek protection, ones that are not bought out by either side.  For the good of the alliance, for the good of Ansalon, I need your protection, those who are not from either side, and who would strive to protect that which is most precious.'





Kaldor indicates for you to follow him.  'Follow me at all times, and at all places, when I sleep, stay near my chambers, for I fear there are many that would utilize that to bring about my own demise.  In this, you may feel I have some trust on you, for you showed honor in your dealings, and with that, I feel you are honorbound men that will protect that which is good, and that which is right.  Protect me then from the assasins of the night, of the day, and of Solomnia.'  With that Kaldor proceeds out of Vlandigorn's tower to toward one of the many government buildings of Palanthas where he now stays. Around him, in addition to yourselves, a personal retinue of 5 Knights surround him, his own personal bodyguard in addition to yourselves."





Kaldor will pay the party 1000 Steel Pieces a day for their aid.  The following is a summary of what occurs during the days in which the party protects the Knight.





Day 1 - Kaldor is in government buildings with the Knights of Solamnia.  During the day, one particular Knight, one of the head knights of the Crown, a Solker Dainwright seeks to get to know the party, and befriend them.  With him are two other silent Knights of the Crown that you can only surmise are his friends.





Day 2 - Kaldor resumes his battle plans and prepares quarters for reinforcements that are coming.  Solker Dainwright befriends the party even more offering them drinks and food.  The drinks will be especially potent, and if the party drinks more than 2 flagons each additional flagon will give them a -1 per flagon to their dice rolls.  That evening, 16 figures in robes approach Kaldor's retinue in the streets.  His knights have the following abilities.





4 Knights of the Lily


Level 6


AC 21(Full Plate, +1 Dx, Small +1 Shields)


BaB: + 7/ +2 Focus)


Damage:  1d8+1/1d8+1


#1- HP 56


#2 - HP 53


#3 - HP 54


#4 - HP 57





Knight of the Skull


Lily/Skull


6/1


AC 22 (+1 Full PLate, +1 DX, +1 Shield)


Bab: +6


Damage: Sword 1d8+1


HP: 52 HP


can cast 3 Cure light wounds





They oddly don't move too much to defend Kaldor.  They will take two rounds to engage one enemy, at which time all of them will gang up on that one enemy, then another two rounds and they will engage another.





On the streets, the 16 robed figures toss off their robes and attack.  They are Baaz





CR 6


AC 16


HD 2


To Hit: +2/+0


Damage: Scimitars 1d6, Dagger 1d4


Special:  See their listing in the previous modules.





Kaldor is able to kill at least 1 per round.  If he ever is faced with 10 or more of them at one time he will fall to their assasins blades.  This will break the alliance, and Palanthas and Solamnia will be overrun within a few days.





Day 3 - Reinforcements come.  1000 Knights of Takhisis ride the streets, as an additional battalion of Solamnic knights arrive as well.  Many of the knights of the Crown are greeted by Solker Dainwright.  That evening he approaches the Party, with his two companions as Kaldor sleeps.





"Solker approaches you, a grim expression on his face.  'You are honoroble men, I believe.' He starts.  'And I believe you mean the best for Solamnia, but this must stop.  There are powers here much above what you can comprehend, vying for the power over this city, indeed this nation, which you strive to preserve.  This man, this dark Knight, he seeks power, in his own order, as well as us.  I have befriended you over the past few days, as has my silent companions and knightly brothers, but it is with much concern that we see those as yourselves taken in this.  This man, Kaldor, must be destroyed.  He will bite us in the back, steal this city from us while we are weakened, and the knights that remain, spread throughout all of Solamnia.  He must be stopped, and his wild stories put to an end.  I beg you, for the good of us all, to kill him."





If the party slays Kaldor as he sleeps, Palanthas and Solamnia will be overrun within a few days.  If they refuse, Solker says the following.





"Solker shifts, putting one hand on the hilt of his blade, and his gaze narrows.  'I see you are not persuaded so easily, know that this man is deadly not only to Solamnia, but his entire order.  He can only bring ruin to us all, and his own leaders if he is allowed to exist.  However, I see your mind is set, and I must seek other ways to dispatch him.  Beware not to stand in my way, or suffer his fate along with him.'  Solker turns stiffly on his heel and marches away."





If the Knights of Solamnia are told of Solker Dainwright's treachery they will laugh it off, and Kaldor will laugh as well. 





"See, did I not warn you.'  Kaldor laughs a low chuckle.  'There are vipers in our midst, and they are not me.  Even now they strive to wrap their hooks upon me, but mark my words, things are not as they seem among the Knights of Solamnia.  Even now the enemy has it's hooks deep, deep within thier ranks.'  With that, he continues on his daily routine.  'I am only lucky I have such trustworthy guards as yourselves."





Day 4 -  Four Shadowed figures led by a fifth come upon Kaldor and his retinue as they leave their meetings and walk toward their quarters late that night.  





"Suddenly out of the darkness smoke filled containers smash in the streets around you, and Kaldor's bodyguards fall as if stricken by sleeping gas.  Strangely enough, you detect no such scent among the smoke.  It is only barely within seconds that you see five figures, peasants from the look of them, coming at you through the night.  To your surprise, they begin to change shape  before you, and to you're alarm, you realize that Draconians have penetrated the city itself in the guise of men."





CR 9 (4 Sivaks and the Aurak)


4 Sivaks - See their Statistics in earlier portions


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.





Sivak #1 = 32 HP


Sivak #2 = 27 HP


Sivak #3 = 26 HP


Sivak #4 = 37 HP





Aurak 


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.  





Once the explosion occurs, the Palanthas guard as well as several Knights of Solamnia, mostly Knights of the Rose will run to see what is wrong.





Day 5 - News of an army marching toward Palanthas from the East, toward the High Clerists tower will alert many in Palanthas, an dthe Knights will have many meetings today.  'Be wary the morrow.'  Kaldor warns.





Day 6 - Kaldor is all day in meetings, deep in plans for a planned march to the High Clerist tower to help meet these enemies. It seems another force, not as vast as the one to the north, is marching on Palanthas, 50,000 in number.  This evening, as he marches home, his hand rests on the hilt of his blade, as his knights lead him toward a dark alley.  As of a sudden they turn on him, and he is left trying to defend himself, but in addition, several others emerge from the shadows, Rogues with shortswords come rushing at you.





CR 6


13 Rogues


Level 2


AC 17


Attacks: +1, Shortsword melee, 1d6 dm+Sneak Attack Dm of +1d6


Reach: 5 ft.





Once done, Kaldor is barely holding off his foes, and as they see the party has dispatched the Rogues, the Knights will turn on the party.  The party must defeat them.





Day 7 - It is morning, when assasins attack Kaldor, and the party.





CR 6


4 Rogue/Assasins


Level 1/3


AC 17


Attacks: +3 Shortsword melee, 1d6 Dm + 2d6 Sneak attack damage


Reach: 5ft.





On the assasins Kaldor will find a note.  Infuriated he marches towards the residence of Solker Dainwright.  





"Solker Dainwright looks up with surprise as he sees you and Kaldor.  'What is this?'  He calls out as he sees you, 'unexpected guests, come to pay the piper?'  Let me alert you that if you kill me, all of Solamnia will turn against you and your knights.'





'Not when I show them this,'  Kaldor holds up the note, 'here lies a full contract between you and our enemies, and this, which I found in a previous attack, a signet ring found on some draconians outside the governement council buildings, tell me, how long have you been in league with our enemies...'





Solker stands amazed.  'How...it is of no consequence, they are of more nobility than you, but for the record, I have no connection to those enemies we now face.'





A hissing sound from his side alerts him to his mistake, as the two Knights of the Crown he has been traveling with turn upon him, their Aurak Visages changing to show fully who they are.  Surprise is the only expression on his face as he feels the cold steel of their blades sink into his gullet, and he collapses.  The Auraks, then turn their attention upon you."





The Auraks have the same statistics as listed above.





CR 9


Aurak #1 = 56 HP


Aurak #2 = 62 HP





Kaldor is able to clear up the entire mess, and explain it all to the Knights of Solamnia.





Day 8 - The Knights march, 2500 strong, a mixed force of Knights of Solamnia and Knights of Takhisis, the remainder left to protect the city with the guard.  They march to the High Clerist tower, however, before you leave, a note from Vlandigorn recalls you and Kaldor from the march to return.  Blood Eagle has returned.  If the party returns the events are relayed in section 5.





5- Blood Eagle stands before them once more, his face hidden in his grey colored cloak.  He has discovered where the tower stands, and now offers to lead the group to it.  "Do not worry about Palanthas, I will protect it while your gone."  Kaldor will tell the group sardonically.  Vlandigorn also assures them that Wizards of High Sorcery have been arriving in Palanthas all week in anticipation for the battle.  "It is here where we will make our stand, indeed, all of Ansalon shall make it's stand here, to live or to die, this city will determine our fate."  Vlandigorn will tell them.





Reward the party 9000 XP each, and award the party 30000 XP as a party if they choose to be guards for Kaldor and protected him.  





"Prepare yourselves wisely, train up before the enemy comes, for this is a great adventure that awaits us."  Blood Eagle advises.  "We go to defeat the enemy, for if we defeat the Conjurer and destroy his stone, we destroy his armies.  Prepare, and let us save this world before it falls to an overzealous mage."  The party should train up and buy any items they can.  Palanthas and the Wizards, knowing of the importance of the party's quest will give them any items needed up to +3 magic items upon request.





