The GreyLord's Lament: Part I


Hint of Shadows





This begins in a small town called SilverHold, in Northern Solamnia.  The adventurers are all 1st level, or should be at beginning this quest.





This should begin as adventurers enter the only inn in town, a place called a depressing "The Bloody Wound."  





1-"As you enter the Inn, myriads of dour grizzled men look up from their tankards of ale. They seem tired and worn, as if exhausted by something more than a day's work.  Their eyes and faces, haggered and drawn seem almost haunted by something inexplicable.  Questions seem to arise, as you wonder what could cause such general malaise among the populace. 





Only one seems much more cheerful than the general air of depression, a bright looking chap dressed in the Red Robes of a Wizard of High Sorcery.  As he sees you enter, he motions for you to come sit with him and orders a round of drinks for your party as an invitation."





If the party does not sit with the Red Robe, they will not get much information from the populace, except for the following comments.





"Why don't cha mind your own business."





"Whatcha doin pryin where there's no need to pry"





"If sa you be so curious, why don't cha just go down that guildin hole of mein ghosts at the northeast edge of town."





The Innkeeper has maps, and if the players are inquisitive he will sell them a map of the town, which includes the location of the Haunted Mine, which will be the dungeon for this adventure.





If the party does elect to sit with the old man, he starts some general conversation, and introduces himself.





"Ah, yes, you would like to know who I am.  Would you now.  Well, it has been said that we Wizards are a secretive bunch, so you will understand that I like my privacy.  However, you may call me Vlandigorn, a messenger of sorts, sent to find you.  We have interest in a party of adventurers, such as yourselves, for a slight problem found in this town.  There is a mine, rather dusty and deserted, at the edge of town, called simply by the inhabitants, the Haunted Mine.





A Decade ago, the mine was rich, and overflowing with Iron, which brought great wealth to this area.  It all ended in what most thought was a normal event, a cave in.  It seemed normal enough, though several many of the miners lost their lives in it, but then, only days afterwards, Skeletons, Zombies, and other such undead began appearing, haunting the mines, and driving the miners away.





A rumor began, one stating that in the cave in was a young wizard, of the Black Robes, who had been inspecting the mines that day in search of an investment with some money that he acquired from his various dark dealings.  His soul could not rest, and it was he, and his darkened spirit that has caused this haunting.





The townspeople have started a new mine to the south of town, but it is said that the howls and wails of the damned fill those mines, the sounds of the bereaved and deserted souls to the darkness calling to the miners to return and save them from their dark fate.  The townspeople are simple folk, but the situation has caused most to leave, and the few remaining, to curl up within their own shells in order to retain some sense of sanity.





I am hoping that you are brave enough to enter this mine, and rescue this town from the dismal affair that has plagued it these past ten years."





Vlandigorn will give them a map, which will point out where they can find the mines if they agree.  If pushed for a reward, Vlandigorn will at first say...





"There is treasure enough in the mines that you should not need more."





If pushed, or if the party seems to wish to leave, he will say, 





"Though there is treasure in the mines to be had, if you so seek such a reward, then a reward you can have.  I will give you each 500 Steel if you can return here after having destroyed the threats in the mine."  (Vlandigorn somehow WILL know if they have suceeded, and cannot be fooled into thinking they have conquered the mines until they actually have done so).





Once the party has agreed, Vlandigorn will buy them all meals, and pay for a weeks worth of lodging for them at the inn.  There is a small blacksmithy in town that can provide any martial or simple weapons they desire (it cannot provide exotic weapons), Leather armor, Studded Leather Armor, shields, Chaimail Waistcoat, Chainmail, Splintmail, Banded Mail, Rope, Grappling hooks, torches, lantern, oil, Tinderboxes, and backpacks or sacks.





Once they are ready, the party can go to the mines to the Northeast, if they have chosen to do so.





2 - When coming to the mines, the following should be said.  





"It looks no more than a hole in the side of a hill, burrowing ever inward.  The air around you is silent, and perhaps that is the oddest thing, for no birds sing, and not even the wind makes a sound.  There seems to be nothing guarding the entrance, but appearances can be deceiving."





It is now time that the adventurers enter the main mine shaft.  On the ground, covering from one side of the entrance to the other, is a Trap, requiring a CD 8 to detect.  If there is a rogue among the group, the trap is DC 12 to disable. If triggered, 6 foot long bone spears shoot up out of the ground dealing 1d6 damage to whoever triggered it, plus anyone within two meters of them.





Once inside the main shaft goes downwards for around 60 meters before it splits into two different tunnels.  There is one tunnel that goes to the left (2a), and one that goes to the right (2b)





2a - About 20 meters down this tunnel the light can no longer reach it.  Thus without any light source the adventurers will be in complete darkness.  Also, at this point a side tunnel splits from this tunnel to their left leading to (2c).  





Continuing down this tunnel Adventurers will stumble across a group of three creatures huddled together in the middle of the hall.





"As you stumble through the shallow end of the mineshaft, you come to a group of three creatures hunched over something in the darkness.  They seem human in form, but they are hard to really see.  They hear you approach, and stand up, as if to greet you.  They smile as they do, displaying gruesome looking teeth, and red eyes.  Their clothes are torn, and to your horror, you see that they were feasting upon some poor woman who they seems to have only died within the past few minutes.  The blood still runs from her torn open body."





These are ghouls.  They are a CR 2 (combined party)





Attacks - Bite +3, melee; 2 claws +0 melee


Reach 5ft.


Special - paralysis (DC14 if to save from paralysis if hit, paralysis lasts for 1d6+2 minutes)


Feats - Multiattack, weapon Finesse (Bite)


AC 14





Ghoul #1 HP - 13


Ghoul #2 HP - 10


Ghoul #3 HP - 18





the Ghouls have nothing of interest upon them.





The woman's body is still warm, apparently she wandered a little to close to these mines in which these foul vermin roam.





Further down the tunnels, around 50 meters, the party come to a widening of the corridor.  It is almost like a chamber of sorts.





"As you enter this semi-room, you can't help but notice the many bodies scattered around it, almost as if kept in some sort of stasis.  In the middle of the room a pile of various trinkets are piled up, no doubt items the ghouls have taken from their victims.  In the middle of the room, a pillar stands with a sphere of some sort of glowing light resting upon it."





The bodies seem cold to the touch, and if the party members touch any part of the treasure in the middle of the room, or the pillar the following happens.  There is no way to disable this, however, they can spot/ or find this trap on a DC check of 10 and experience of 1,350 XP for the party.





"The light suddenly winks out, with a light tinkle sound of breaking glass.  To your horror, the bodies around the room begin to shuffle, and move.  They are ghouls, and it seems you have somehow unwittingly released them."





The ghouls won't be completely coherent for a few minutes, a time which the party can use to escape, or they can battle it out right there.  The Ghouls have the same statistics as those are above with the following stats.  There are 8 ghouls.





CR - 4





Ghoul #1 - 7 HP


Ghoul #2 - 8 HP


Ghoul #3 - 12 HP


Ghoul #4 - 4 HP


Ghoul #5 - 17 HP


Ghoul #6 - 19 HP


Ghoul #7 - 5 HP


Ghoul #8 - 13 HP





The treasure in the middle of the room does not consist of much, more like small pieces of string, rotten fruit, etc.





The shaft continues on the otherside of the chamber, a short ways to come to a a dead end, in yet another chamber.  In it a larger sized Ghoul sits, staring at the party intently.





"The Ghoul stands, a grimace on it's face.  'My maaaaster shaan't be haaaappy."  It growls.  "Aaaadventers, very baaad."  Perhaaaps you kill me, perhaaaaps, you won't, but either way, very baaaad."  





The Ghoul will just observe the party, unless attacked, in which case it will fight back.  It has the same statistics as the ghouls above except for the following differences.





Cr - 1 (multiply XP gained by 2)





Master Ghoul - 30 HP





In this chamber there is also a small mine elevater worked on pulleys and rope that decends to the lower levels, 1000 meters down.  This leads to (3).





2b - No light can penetrate into this shaft, and thus the adventurers will need a light source or go around in the dark.





around 90 meters down, they will hit a trap.  It needs a DC 14 to spot.  It is a DC 10 to disarm/disable.  If they wander into it, Bones sharpened into stakes will shoot out from all sides of the tunnels to do 1d6 damage to anyone caught in it.





20 meters beyond this, the adventurers will come to what appears to be a deserted track for mine cars.  There is a body here.





"The body is badly decomposed, and the rotting flesh makes you almost nauseated.  The clothes are still in somewhat good shape however, and the burnt out torch indicates that this brave prospector was probably looking for treasure.  Unfortunately for him, something else found him first."





The body will have 5 Steel Pieces on it.  Only around 10 meters beyond this, they will hear something.





"It starts as almost barely audible, but in seconds, the undeniable click of bones against a hard surface becomes noticeable.  Something is wandering your way."





Six skeletons, wielding clubs are wandering up the passageway.





CR 2





AC 14


Attacks  2 Claws +0


Damage 1d4 claws





Skeleton #1 - 5 HP


Skeleton #2 - 8 HP


Skeleton #3 - 2 HP


Skeleton #4 - 4 HP


Skeleton #5 - 6 HP


Skeleton #6 - 9 HP





Once past these, the chamber seems to widen.  Another trap is in store for the party.  100 meters past where they encountered the Skeletons, a Magical electrical trap is placed.  It needs a DC 12 Spot or Search check to detect.  It will take a DC 15 to disable.  Each time one walks through it they will take 1d4 damage.





20 meters past this, the corrider widens, and opens up into a chamber which is a dead end.  Inside the chamber is a small army of danger.





Six more Skeletons and a Huge Skeleton





CR - 4





The Skeletons have the same statistics as those above with the following HP





Skeleton #1 - 12 HP


Skeleton #2 - 4 HP


Skeleton #3 -  6 HP


Skeleton #4 - 3 HP


Skeleton #5 - 1 HP


Skeleton # 6 - 3 HP





The Huge Skeleton is as follows





AC 13


Attacks 2 claws +4


Damage  Claw 1d8 +4


28 HP





If the party wins, there is a rope, that they can climb down to the next level.  It is a 1000 meter climb/descent that leads to (3)





2c - Only about 30 meters from the start of this, there is a pit trap.  It is a DC 7 to spot, and cannot be disarmed.  It is in the middle of the passage and can be skirted around.





100 meters beyond this, the adventurers will see the following.





"There is what seems to be a cage, with a humanoid figure guarding it.  As you draw closer, you can see that the figure is a large Ghoul.  It's gruesome features and ragged clothes stand almost rigid at attention, guarding the poor figure in the cage, a figure that looks much like a human being."





If the party goes any closer, or attempts to free the man, they are attacked.





CR - 1 (multiply XP by 2)





AC - 14


Reach - 5 ft.


Attacks - Bite +3 melee; 2 claws +0 melee


Special (Paralysis, DC 14 save, lasts 1d6 +2 minutes)


HP - 25





If they win they fight, the man looks crazily at them from a bone cage.  If the cage is opened the following occurs.





"The man, looks at you frantically, and backs away.  'Don't you know where you are?'  He screams at you wildly.  'They're here, they're everywhere, they will get you, they will eat you, there is no escape!'  He cries."





He seems almost to be unable to be calmed.  If you have a bard that can soothe his fears with a song, or someone heals him, he will add this."He sits up, and for an instant, lucidity seems to grab hold of him.  'Here, I know what you face, I was once one of you, you know.  I have been there, I have seen what none have seen, and I can help you defeat it.  Drink this when you face the master, and know it was I Xinkid that presered you.'  With that he hands you a flask of liquid and goes back to his huddling in the corner of his cage wailing."





The flask contains a potion that will give the imbiber immunity from level drains for a matter of 1d10 +5 rounds.  There is enough in the flask for 1 dose for each party member.





There is nothing more in this shaft, and the party can return to (2a).





3 - There are two entrances to this level.  The first is via a rope and pulley elevator which if the party goes up leads to the end of (2a), the other is a mere rope that leads to the end of (2b).





"You find yourself in a circular chamber, with a torch burning in the middle.  Three doors lead from this area, one to the North, one to the East, and one to the south.  They are all wooden doors made from Pine."





Listen checks will reveal the following.  A trinkling sound like water from the North Door, the sound of shuffling from behind the south door, and silence behind the East door.





The North Door leads to (3a), the East Door leads to (3b), and the South Door leads to (3c)





3a - In the middle of this room there is a fountain of water. 





"The room is empty, excluding a door on the opposite wall, and a small simple fountain that appears much like a well, with a spout coming out from the middle of it.  The water seems very clean, pure, and clear."





A detect magic spell will show that the water is magical.  A successful Identification of the water will show that it is Water of Ghoulish make.  Anyone who drinks this water must make a save of FORT 15, or suffer enormous stomach pains and be incapacitated for 1d6+3 rounds.  If they fail the first save, they must make an additional save at FORT 16, or be changed into a Ghoul with all the appropriate statistics for a Ghoul.





The opposite door leads to (3d)





3b - As the party enters the chamber they will see the following.





"There is what appears to be a hideous statue of some sort of demonic creature with wings squatting in the center of this room.  Held in both hands, one on the hilt, the other on the blade, is held a sword. As you enter the room, you feel almost as if you are being watched and observed.  On the opposite side of the room a door leads onwards."





This creature is a Gargoyle.  It can only be spotted as something other than a statue on a DC check of 20.  If the party tries to take the sword, it will attack them, and gain surprise to anyone who does not make a Ref Save of DC 17.  It will throw the sword at any that appear to be a mage, or spellcasters.  The sword is a +1 weapon.





CR 4


AC - 16


Attacks -  2 claws +6 melee, bite +4 melee, gore +4 melee


Damage - Claw 1d4, bite - 1d6, gore - 1d6


Special Qualities - Damage reduction 15/negated by +1 weapons or better, freeze/resistant to cold





reach - 5 ft.


Saves Fort +8, Ref +6, Will +1





HP 35





If the party ignores it, once all the members are past it, it will launch a sneak attack at the last person in the party to pass it.





The door on the opposite side leads to (3d)





3c - Inside, there are zombies, as the players will see almost immediately.





"As you open the door, you can't but help notice the four figures that are sitting around a table, staring vacantly at eachother.  As they hear you enter, the shamble to their feet, dragging their limbs with them.  Rotting flesh falls off their bodies, as vacant eyeholes stare emptily at you.  Their bodies shows that they used to be that of large creatures, perhaps even Ogres, but now, animated in death, they are only Zombies with only one thought on their minds apparently, to destroy you!  They grab assorted weapons to use against you."





CR 3





Large Zombies





AC 11


Reach 10 ft.





Zombie #1


Attacks - Bastard Sword 


Damage - 1d10 +4


20 HP





Zombie #2


Attacks - Spear


Damage 1d6 + 4


17 HP





Zombie #3


Attacks - Slam +4 Melee


Damage 1d8 + 4


27 HP





Zombie #4


Attacks - Great Sword


Damage 2d6 + 4


25 HP





There is a door opposite of this that leads to 3e.  There is also a some Splintmail in the corner made for a mediumsized humanoid.  It is slimy and has blood and other unidentifiable substances on it, but otherwise it is in good condition, and if cleaned, would be almost like new.





3d - As soon as the party enters here, they know they have problems.  





"A group of figures that have stood silently in the middle of this otherwise barren chamber, turn their heads toward the door as it opens.  Toothless grins of death's own mirth open wide as the forms full of rotting flesh and dripping body parts see you.  Zombies!  You don't even have to say the words before the creatures come shambling toward you enmass.





There are  7 Zombies in all.





CR 3





AC - 11


Reach - 5 ft.


Attacks - Slam +2


Damage - Slam  1d6 + 1





Zombie #1 - 16 HP


Zombie #2 - 12 HP


Zombie # 3 - 10 HP


Zombie # 4 - 11 HP


Zombie # 5 - 19 HP


Zombie # 6 - 7 HP


Zombie # 7 - 14 HP





There is a door opposite of here that leads to 3f





3e - The Museum.  This room has various peices of artwork.





"As you enter this chamber, you notice that there are around eight paintings and sketches on the wall, as well as about three statues placed at the borders of the room.  Several chairs are in the center of the room placed  in a tasteful formation around a table.  A door leads from this chamber to the areas beyond."





The door is trapped and touching the door, or stepping within 3 feet of it will set it off.  The trap fills the room with an instant ball of flame that deals out 1d6 points of damage.  It will continue to do this each time the conditions to set it off are met.  It needs a DC 12 to spot, and a DC 9 to Disable for a Rogue.  The trap is linked to the three statues.  Each of the statues has a head, which must be turned to their right in order to disable the trap.  The statues appear as follows to the players.





"The three statues appear as old wizened men with short goatees, and deep hollow eyes.  Their crooked noses, and even more crooked smiles makes you think they were not especially concerned with the common good.  Their necks seem a little exaggerated, almost as if they were longer than humanly possible.  Thinner than you would think, you could almost imagine that the statues were levers of some sort."





The paintings are actually stuck to the walls, and are not removeable.  "The paintings are of various creatures, that of a Skeleton, a Ghoul, an winged demon of some sort, a Zombie, a Larger type of Ghoul that you cannot name, Ogre Zombies, and Imp, and a forlorn looking man."  These paintings are also flameproof against the fire that may afflict them.





The door is also locked and a DC 10 of open locks is needed to open the door.  Beyond the door is another corridor that winds around in a semicircle before coming to What seems to be a Dead End.  Either a spot check of DC 13, or a Search check of DC 13 needs to be made in order to find another hidden door.  This door opens to 3f.  If players locate it, they also earn an award of 300 XP apiece.





3f -  Read to the players.  "The corridor beyond the door resumes it's normal dirt surroundings as found in a mineshaft, supported by beams, and leads onwards.  Rail Tracks for what you would surmise would be mine cars, extend off into it's depths.  Beside the shaft, however, is a stone corridor with steps leading downwards."





The mineshaft continues to (3g).  The stairs lead down to (4)





3g - The mineshaft continues onwards and downwards for another 2000 meters.  Various mine cars litter the way.  There are signs of activity, and if one has the Feat of Tracking, it is readily apparent that the mine is in use by the current undead inhabitants.  At the end of the tunnels the party will find a group of zombies and skeletons busy at work, carving away at the tunnels for Iron.





CR 2





3 Skeletons





AC 13


Attacks - 2 claws +0 melee


Damage - Claw 1d4


Reach - 5 ft.





Skeleton #1 - 7 HP


Skeleton #2 - 8HP


Skeleton #3 - 4 HP





2 Zombies





AC 11


Attacks - Slam +2 Melee


Damage - Slam 1d6 +1 


Reach - 5 ft.





Zombie #1 - 13 HP


Zombie #2 - 15 HP





On them you will find 3 potions of Undead Striking.  If thrown at an undead creature, and it strikes the creature, The potion will explode doing 3d8 damage.





There is also 2 Oils of Enchantment.  If used on a weapon, it will enchant the weapon to a +1 weapon for 1 hour.  If used on Armor it will make the Armor gain a +1 AC bonus for 1 hour.





4 - The stairs lead down to a small area like a door room.  It is a small 5 ft by 5 ft area, that has only a door mat, and a door.  





"The stairs end in a small barren chamber with only two items within.  A doormat, and a small winged imp.  Behind the Imp is a door.  Upon seeing you, the Imp gesture you toward the door, and mutters something foul to itself, than smiles as it alights into the air upon tiny wings.  'My mazter awaitz inzide for youz.' It announces, making motions for you to enter into the door."





This of course is a trap.  It needs a DC 9 to spot.  There is no way to disarm the trap.  If the door is opened, Flame will engulf the entire area doing 2d6 damage. A reflex save of  DC 14 will half the damage taken.   If threatened in anyway the Imp takes the following actions."





"The imp shys away from your party, holding it's hands up to its face.  'Pleaze, dontz threatenz me, I onlyz want the bestz for my masterz.  Truez, I triez to lurez you intoz trapzee there behindz door, butz youz be tryings to hurts my master. I wontz help you find the rightzee door, but I knowz I cantz win against you eitherz."





If the party tries to force it to reveal the location of the secret door, it will fight them.  





Imp


CR 2


AC 18


Attacks Stink +8 melee


Damage 1d4 + poison (DC 14 Fort, or temporarily lose 1d4 DEX, and on second and subsequent stings, 2d4 DEX).





Special Abilities.  Can polymorph as a standard action, Damage Reduction 5, and only hit by silver or magic weapons, regenerates 2 HP per round unless hit by magic, silver, acid, or holy items or weapons.  It also can cast suggestion at a DC 16 WILL Save, and will cast it on whomever it believes is the leader of the group to try to convince them to leave).





The secret door can be found on a Search or Spot Check of DC 8.  If located and the party goes through, the Imp will make no move to hinder them.  The Door leads to (4a).





4a - Inside this door lies a room, filled with treasure.  Chests of Steel pieces, and coins lie scattered about.  Inside, a large creature with skin drawn taught around it's bones, and a grim look upon it stands, with two lesser of the same type of creature at either side.





"You see a creature, undead, and grim, standing before you.  Two lieutenants, or what could be lieutenants stand at either side, bristling as they see you.  The Lead creature, larger than the other two, and more fearsome in appearance, smiles.  The points of it's teeth glisten in the magical light that illuminates this chamber, and shines on the steel pieces scattered about.  Behind it roars a huge fire, heating this chamber far hotter than what is comfortably tolerable.  It is there, you surmise, for refining the iron, and utilizing the riches which this creature has undoubtably used for it's own purposes.





'I greet you.' The creature begins, 'Though I am certain my minions have already done so for me.  I would welcome you, but that would be an obvious mistruth.  You have come far, battled much, and yet, now, as you have come here, I must bid you ado, for there can only be one master of these mines, and one conqueror supreme, and that is me.  I came here long ago, looking for riches.  I was not disappointed.  The fools, a short contrivance and a little usage of power, and the mines were clear for my purposes.  If they only knew, but even if they did, they have not the power  to defeat me.  You, you have been the lone hope of this forgotten villa, and soon, that will be gone as well.'  With a hiss, he motions to his lessers, and all three attack."





These are Wights.





Master Wight





CR 3 (multiply the XP by 2)


AC - 15


Attacks - Slam +3


Damage - Sam 1d4+ Energy Drain


Specials - Energy Drain gives a negative level (reduces the character's level by 1).  If they are 1st level already, that character will die and turn into a wight in 1d4 rounds, at whihc oint it will be under the command of the leader.  





Special - Damage Reduction  12/+1 (only hurt by +1 weapons or better, unless takes dm over 12 points, any damage over this is applied as normal).





Reach - 5 ft.


HP - 50








Wights





CR - 4


AC - 15


Attacks - Slam +3


Damage Slam 1d4 + Energy Drain





Special - Energy Drain (as described above)


Reach - 5 ft.





Wight #1 - 16 HP


Wight # 2 - 22 HP





If you are victorious, all the Creatures and traps in the rest of the mines are disabled.  All the magic disappates, with the exception of the Ghouls in 2a and 2c.  Though the magic enchanting the well is gone, the ghouls remain with their spells and traps.  





In addition, there are around 3,000 Steel pieces scattered around the room, along with another 200 Platinum, which the party can gather.





One the Master Wight's body the adventurers find a very unusual piece of metal, which is unidentifiable.  Along with it a note is attached.





"To the Steel MInes Necromancer,





The Silverhold thieves guild, though small, have supplied you with the desired piece of metal.  with our portion of the deed done, we now expect that you will supply us with the dragon eggs  promised, as well as the magical items you have assured us you possess.  we shall endeavor to use them to our profit, and relish the delivery of said items, lest our current employers enact vengeance upon thee.  all said, your transition from man to undead is your business, unless you have other transactions for us to deal with, stay out of our way, and we shall stay out of yours.





Sincerely





Zilgoth, the Master Rogue."








Or in other words.





To the Steel Mines Necromancer,





The Silverhold thieves guild, though small, have supplied you with the desired piece of metal.  with our portion of the deed done, we now expect that you will supply us with the dragon eggs  promised, as well as the magical items you have assured us you possess.  we shall endeavor to use them to our profit, and relish the delivery of said items, lest our current employers enact vengeance upon thee.  all said, your transition from man to undead is your business, unless you have other transactions for us to deal with, stay out of our way, and we shall stay out of yours.





Sincerely





Zilgoth, the Master Rogue





Once the mines are cleared the adventurers can continue on to the next phase.  At (5).





5 - The adventurers have cleared the mines, and as such, whether they were on a quest for Vlandigorn or not, he will try to contact them.  If he has promised them a reward, he will pay them 500 gp.  He will inquire if they found any notes or such.  





"Vlandigorn beams in happiness.  'You have done well, and restored much of the balance to this town.  Hopefully it can become the thriving center of commerce it once was again.'  Vlandigorn's face beams even brighter if possible."





If the adventurers have shown him the note found on the Master Wight, he will return it to them, but say





"This troubles me, I think deeper things are afoot then I, or the Towers of High Sorcery were previously led to believe."





Whether he has seen the note or not, he will say the following.





"I have suspicions of more trouble in this town, this time stemming from the thieves guild.  Return when you have rested and trained, and I have another task for you, one which will delve into this matter further."





Each of the party members gain 2000 XP for completing the adventure, and when they have trained up and gained the appropriate levels, can return to Vlandigorn for part two of the GreyLord's Lament.


