The GreyLords Lament:  Part VII


The Tower of the DragonLord





1- After several days worth of travel to the most Northern portion of Solamnia, the party led by Blood Eagle will find the Tower.  





"The tower looks taller than what you've heard the tower of high sorceries were and are.  Towering above you like a giant needle, it seems almost impossibly high.  It's base is seems to be wider than the rest, as the sides of the tower seem to slowly move toward each other in an ever decreasing circumference of the whole.  The base supporting a thinner upper portion, which narrows progressively till it is a tiny room at the top.  In front of the door a contingent of several Ogres lie waiting, guarding against something that you are uncertain of.  Other than that, the door seems unguarded."





There are 12 Ogres standing guard, but they are no normal Ogres.





CR 7 (CR 4 for a single Ogre)


AC: 15


HD: 4d12+2


Attacks: +9 Great Club


Damage: 2d6+7


Special:  The Ogres have regneration, in which they will restore 1 Hitpoint per round.  Once dead this will end, however, until they reach 0 Hitpoints they have 1 Hitpoint restored per round.


Each has around 30 Hitpoints





Displacement:  These Ogres have a light bending glamor that surrounds them, making them appear off to the side of where they actually are.  Any attack against them based on sight will have a 50% chance of missing.





If the Ogres are defeated, the door opens, and a magic mouth appears above it.  Beware, all those who would enter, for only death awaits you inside.





Inside the tower, there is nothing but two sets of stairs leading upwards, one to 2a, the other to 2b.





2a - This appears to be a room simply full of miscellaneous weapons.  Two quivers of arrows however draws attention, as they are set upon a stand.  A search or spot check with a DC of 28 will inform the person that the left quiver of arrows is dusted with a poison that will kill on contact (DC 25 or die), whilst the other is safe to handle.  The other contains 12 magical arrows, or Arrows of Grey Dragon Slaying.  One of these arrows, if it even hits a Grey Dragon, will slay it instantly.  Other than that, nothing else of much interest is in this chamber.  A stairwell leads down to 1, while two stairwells go up, one to 3a, the other to 3b.





2b - Inside this chamber are 24 of the Ogres that were located outside.  Upon seeing the adventurers enter, they grumble and attack.





CR 9


Each has around 28 Hitpoints.  They have the same statistics as the ones above.





From this chamber a stairwell leads down to 1.  Two stairwells lead upwards, one to 3a, another to 3b.








3a- This chamber is trapped.  It takes a DC 32 Search check to find it, and is DC 34 to disable.  If triggered the trap explodes into a web that covers everything in the chamber.  It then ignites.  The web burns for 10 rounds and does 2d12 damage per round.  A strength check (D20 +modifier) of 12 needs to be made as well as a Reflex Save of DC 13, in order to escape the web.  From this chamber two stairwells lead down, one to 2a, one to 2b.  There are also two stairwells leading up, one to 4a, the other to 4b.





3b- This chamber contains a magic horn that is continually blasting from magical bellows.  When the party enters, it sets the horn off, and deals 2d6 damage to the party.  Only a Disable Device Skill check of DC 29 will be able to disable this device.  The bellows will blow continually when around any warm body, and is nigh impossible to carry around.  The Horn on the otherhand is magical, and when blown will deal out 2d6 damage to anyone in front of it.  Two stairwells lead down from here, one to 2a, the other to 2b.  There are also two stairwells that lead up from here, one to 4a, the other to 4b.





4a- This chamber is filled with a gaseous vapor that slowly takes form in front of the party.  As it forms to the party can see that it is a ghastly form of a mutilated boy.  The form seeks to touch the party, but his touch will do a temporary Dexterity Drain that will take 1d4 Dexterity.  This can only be restored at 1 point per day.  If one's Dexterity reaches 0, the person will die.  True Seeing, or dispel illusion or dispel Magic, or see illusion will reveal that this is actually an Demon type form, and the boy form is only an illusion to decieve.





Vapor WraithDemon


CR 7


AC 22


HD 5


Attacks: +1 touch


Damage: 1d20 +special as described above


Special Qualities:  Damage Reduction 20/+1


Saves: Fort +9, Ref +3, Will +10


Hitpoints = 21





Once it is destroyed, five scrolls of negative plane protection can be found amid the disappating vapors that used to be it's body.  Two stairwells lead down from here, one to 3a, one to 3b.  One stairwell leads up to 5.





4b- The room appears barren, and nothing seems to be in this room except a staircase leading up to 5.





5-  This chamber is lit by some narrow windows that surround it.  In this chamber are various chairs and tables at which to rest, and two staircases that lead upwards.  One has the words, dead, at it's base, and the other, living.  The Dead Staircase leads to 6a.  The Living Staircase leads to 6b.





6a- "As you enter this room, a gruesome sight greets you, a dark creature with a long lengthy tongue hanging out of it's mouth, with a large claw at it's tip.  It seems to grin as it sees you, and for a second you are stunned into hesitation.  The creature responds with lightning speed and attacks."





(Remember clerics abilities against undead if they choose to use it, or if they've forgotten now would be good time to remind them).





Mohrg


CR 8


AC 15


HD 14d12


Attacks: 2 slams +12 melee, tongue touch +7 melee


Damage Slam 1d6+5, tongue paralysis (DC 17 Fort Save) lasts 1d4 minutes


Saves:  Fort +4, Ref +5, Will +9


Feats: Alertness, Dodge, Improved Initiative, Mobility.


Hitpoints: 75





Only one staircase leads from this chamber going up to 7a.  Another staircase leads down to 5.





6b- "A loathsome sight greets you as you enter this chamber of the tower.  A robed creature with an octopus looking head stairs at you. Four tenticles wriggle where it's mouth should be, and as you enter, your minds feel as if they are being assaulted by a powerful mental blast."





  Everyone must make a Will Save (DC17) or be stuned for 3d4 rounds at which the Mindflayer will attack.  Blood Eagle is immune to this attack however.





MindFlayer


CR 8


AC 15


HD 8d8+8


Attacks:  4 Tentacles +8 melee


Damage:  Tentacle 1d4+1


Special attacks:  Mind blast, Psionics, extract,


Special Qualities: SR 25, Telepathy


The mindblast works similarly to what was described as the party entered.  The Psionics can be done at will and is most likely to use Charm Monster, detect thoughts, levitate, and suggestion and have  a DC13+spell level to save against.  If the Mindflayer manages to land all 4 tentacles on a person in one round, they can then extract the characters brain, which of course kills the character instantly.





From this chamber a staircase leads down to 5.  Only one staircase leads upwards to 7b.





7a- "The clicking of bone is a dead giveaway of what to expect as the party moves up to the next level.  Inside is a very tall chamber, that stands excessively high.  In the middle is what could only be the skeleton of a Giant, that towers above the party.  It is a Gargantuan Skeleton."





Gargantuan Skeleton


CR 7


AC 13


HD 16d12


Attacks: 2 claws +10 melee


Damage:  Claw 2d6+6


Hitpoints 132





From this chamber a staircase leads down to 6a, and one leads upwards for about 100 meters to 8a.





7b- "As you enter, a loud thud reverberates through the chamber, and you are greeted by the big toe of a particularly large creature.  Looking at the foot which the toe is attached to, you follow it to the leg, and upwards to see a disgruntled Stone Giants staring right back at you.  The expression on his face tells you automatically that this is not a good sign.





Stone Giant


CR 8


AC 25


HD 14d8+56


Attacks:  Great Club +17/+12


Damage  Greatclube 2d6+12


Reach 5ft.


Saves:  Fort +13, Ref +6, Will +4


Hitpoints: 120





From this chamber a staircase leads down to 6b, and one leads upwards for about 100 meters to 8b.





8a- "Shadowed forms dressed in shadowed robes wander the floor of this lightless chamber.  The red pinpoints of their eyes mark them as the wraiths that lie in wait for the unwary, for those like you who have wandered into their lair.  These are no normal Wraiths however, for they possess even greater powers then they may seem."





CR 7


4 Wraiths


AC 15


HD 5d12


Attacks:  Incorporeal touch +5 melee


Damage: Incorporeal touch 1d4 +1d6 permanent Constitution Drain (Fort Save DC 14)


Special:  It's touch also can take one level away from the target.  





Wraith #1 = 32 Hitpoints


Wraith #2 = 17 Hitpoints


Wraith #3 = 26 Hitpoints


Wraith #4 = 22 Hitpoints





From here a staircase leads down to 7a, and one leads up to 9a.





8b- "As you enter the cackle of cracked and aging female voices greet you.  Several disgusting birdlike creatures with the heads of females, but the bodies of some sort of carrion bird turn to stare at you malevolently.  It is said never disturb a nest of Harpies...well, it appears you just have."





8 Harpies


AC 13


HD 7d8


Attacks:  2 claws +2 melee


Damage Claw 1d3


Reach 5ft.


Feats Dodge, Flyby Attack





From this chamber a stairwell leads down to 7b.  A staircase also leads up to 9b.





9a- "How nice that you could make it through all my minions to find me here."  A voice greets you, a dark disjointed voice, that peers through the shadowy confines of the room.  I shall enjoy destroying you, once and for all."  The voice continues, and laughs.  A shadowy form takes leave from a dark corner of the room and attacks!





Shadow Master


CR 10


AC 23


HD 12d10


Attacks: 2 touch attacks +10 melee


Damage: 1d12+3+special


Special:  Touch causes a double Level Drain.  Touch also causes paralysis for 2d6 minutes and the paralysis cannot be avoided by a Negative plane protection spell, only a Fort Save of DC 12 can stop this.  


Special Qualities: 20/+2 resistance, SR 20


He also is affected as if having a permanent blur spell upon him, 20% of the hits on him actually miss.  He also can cast the spells Darkness, Levitate, Charm Person, and Mirror Image once per day.





Hitpoints:  80





From here a staircase leads down to 8a, and one leads up to 10.





9b- "How nice of you to come up here to meet us' a voice greets you, from a jolley faced man.  'How did you like my beasts, I being the beastmaster of this tower and all, did you find it enjoyable?'  His face suddenly twists from the jovial smile he has been giving you to one of complete anger and rage.  'Well, I HOPE YOU DID ENJOY DESTROYING MY PETS, Because NOW we are going to destroy your.





CR 10





4 trolls


AC 18


HD 6d8+36


Attacks: 2 claws +9 melee, bite +4 melee


Damage:  Claw 1d6+6, bite 1d6+3


Reach 5 ft.


Specials, Regeneration 5, scent, darkvision 90ft.


Saves Fort +11, Ref +4, Will +3





Troll #1 = 56 Hitpoints


Troll #2 = 65 Hitpoints


Troll #3 = 54 Hitpoints


Troll #4 = 55 Hitpoints





2 UmberHulks


AC 17


HD 8d8+32


Attacks: 2 claws +11 melee, bite +9 melee


Damage:  Claw 2d4+6, bite 2d8+3


Reach 5 ft.





UmberHulk #1 = 70 Hitpoints


UmberHulk #2 = 50 Hitpoints





Beastmaster 


AC 24


HD 10d10


Attacks: +11/+6/+1


Damage:  Bastard Sword 1d10+2


Hitpoints:  87





From here a staircase leads down to 8b and a stairwell leads up to 10.





10- Two staircases lead down from this chamber, one to 9a and one to 9b.  From this room, two staircases lead upwards, and by them, one has the words, Darkness, and the other Danger.  The Darkness Staircase leads up to 11a, the Danger Staircase leads to 11b.





11a- This level has a staircase leading down to 10, and one long staircase leading upwards to 12.  The Staircase goes up for nigh 200 meters, spiriling upwards and held up as if by magic.  The staircase is trapped with 5 false sections of stairs, each around five foot in length.  These could only be detected by a Search Check of 35.  The traps themselves are magical in nature, and can be solidified.  To do this, a Rogue must make a Disable Device/Trap check at DC 32, and then someone in the party must have a Use Magic Device skill with a check of DC 20.  This must be done for each fallible section of stairs, or the five sections.  Each section is located at 40 meters, so the first is at 40 meters, the second at 80 meters, the third at 120 meters, the fourth at 160 meters, and the fifth and last at 200 meters.  If someone triggers the trap, a reflex save DC 15 at a -5 to their roll needs to be made, or they fall, taking 1d10 damage for every 10 meters that they fall (so 20d10 if the fall at 200 meters).  Once they make it past the staircase they are able to proceed to 12.





11b-  "So I wait here an age, and wait here again, and this is what is brought me...'  A deep throaty voice greets you.  'And yet, for me, it has not been so long, and your arrival is undesired.  What have you come to do, greet me.'  The chamber is completely dark, with no sign of who speaks, and then, a flame shoots out, lighting up a huge torch set in the middle of the chamber, a torch as large as a tree.  Around it is curled a massive Grey Dragon, who stares at you with it's glowing yellow eyes.  'Perhaps you have come to kill me?  but not if you are dead?'





Grey Dragon


CR 13


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








The dragon can be bought off, etc.  A bluff score of DC 36 could stop the dragon from attacking, depending on what the adventurers say.  If they can get talking to it, they find that all it wants to do is return to it's plane of existence, and that it is tired of dwelling here, thus the only way for it to return is for it to have it's master slain.  However, by default it cannot do that, however it would be very happy if the adventurers could.  along the wall of this 200 meter tall chamber, a stair leads upwards to 12.





12- Inside, what could only be termed as a guard of Sivaks and Auraks stand, with their living quarters with bunks, chests of treasure, and other items on this same level.  They attack without hesitation.





CR 10





8 Siviks


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





4 Auraks


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.  





From this chamber the two stairwells lead down to 11a and 11b.  From here the one staircase leads up to 13.





13-  "The topmost level is dimly lit, a circular chamber, with a skeletal man with sunken eyes sitting in it's middle.  To meter tall torches are lit at his side as he sits upon a golden throne.  His head rotates towards you as you enter, and he chuckles.  "Ah, Blood Eagle, and his doughty band of warriors, come to stop me, have you?  I believe you will, for I am but a conjurer and a summoner in our world, I merely bring creatures into existence, I have no other magic, but as we have seen, that is a powerful magic indeed.  Still, it provides no instant gratification as others do, but only a gradual buildup, and when you are gone...it is as well.  You have come to slay me, and I have no defenses, I must admit, I did not expect anyone to locate me so quickly, or my defenses would have been better.  Still, tell me this...How do you expect to get to me, when a Dragon comes for you."





At that instant the top of the tower will be ripped away, and a HUGE Dragon appears, a Grey Dragon, that will place one great paw shielding the Conjurer.  The Dragon has the following statistics.





Grey Dragon


CR 20


AC 35


HD 30d12+100


Attack Bonus +39


Damage  bite 4d6, 2 claws 2d8, 2 wings 2d6, slap 2d8, Crush 4d6, Sweep 2d6


Saves  Fort +40  Ref +25  Will +20


Breath Weapon  25d12 Fire, Ref SVTh allowed, or 17d12 pure magic, no save, seeks targets


Breath is coneshaped.





If the party does not possess the Arrows of Grey Dragon Slaying found earlier in the Dungeon, Blood Eagle will somehow hop on the Dragon's neck, This will drive the Dragon and Blood Eagle Away temporarily.  Blood Eagle will cry out for them to end this Quickly, or even he will be overcome.





The Conjurer


CR 2


AC 10


HD 20d4


Attack +6


Damage 1d4


Hitpoints 45





If the party leaves him alone he can conjure the following per day.





500 Goblins at 1 per round


400 Orcs at 1 per round


200 Ogres at 1 every 5 rounds


100 Trolls at 1 every 12 rounds


5 Stone Giants at 1 every 20 rounds


2 Grey Dragons at 1 every 25 rounds.





However, it is unlikely that he will be left alone one would assume, however, if they do, he begins to bolster his defenses.  He can only select ONE of the five choices, and seeing how the adventurers he will probably choose either the Stone Giants or the Dragons.





For any that are in Palanthas, once the Conjeror is destroyed, all of his creations vanish, Dragons and all.  The Dragons have had a bombing Campaign of Palanthas, attacking it with Firebombs that are dropped on the city which have a 1% chance of hitting an adventurer left there per day, as well as a 5% chance per day of being struck by Dragon Breath at 12d12 Fire Damage, with a reflex save at DC 12 possible.





The city will also have been under continuous seige, and whoever was left will have been repelling continuous assaults by Draconians, Ogres, Dragons, etc, on the walls.  Once the Conjurer is destroyed, however, they vanish, and the Draconians flee.





However, it is not done.





"The conjurer smiles, looking at his fatal wounds, a crooked smile...'It is not finished.'  He simple states, and then, his body starts to disappate.  It changes, creating a stone, and emanating around the stone, a strange portal which leads to some strange world on the other side.  Suddenly, feet behind you alert you to another's precense.  





'The Portal.'  Blood Eagle states, 'And my way home.  You MUST destroy the stone as soon as I am through.' He tells you, 'or other men, more powerful, and more evil than this one will follow, and from them, who can say how your world will fare.'





Blood Eagle bids farewell to the adventurers and goes through.  The stone has 300 Hitpoints, and when it is destroyed, it will explode, dealing 10d6 fireball damage to all within a 20 foot radius.





And thus the tower is left empty with the adventurers atop it.  Perhaps it could be made into another Tower of High Sorcery, or a Wizard's Tower, or some other use, that should be up to the adventurers.





For any who survive this adventure award them 10000 XP each.





If the Party was able to meet and get past the dragon on level 11, as well as slaying the dragon atop the tower, also award the party 50000 XP as a whole.


