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Introduction
A Sword’s Worth is a Dungeons & Dragons® adventure suitable for four 5th level player characters (PCs).

   Encounter Level: A Sword’s Worth is an adventure set for four 5th level characters but can accommodate a larger party.  Just increase the amount of creatures encountered by 1 for every 2 extra party members.  Also, the design of the module is to make the encounters more difficult then the party can handle.  Combat is not what shall win the adventure for the party, but tactics and intelligence.

ADVENTURE BACKGROUND

The PCs may not initially know the background information, but they may learn it throughout the course of the adventure.

   The village of Cretp has been a long kept secret held by the lords of Serpent Keep throughout the years.  The reason being is that the village is populated by Yuan-ti. 

   The Yuan-ti have been producing a magical weapon known as the Snake sword for the Knights of Serpent Keep.  The secret of how to design such an item has been a closely guarded secret and now that those very knights are going off to war with the Silver Empire they are in desperate need of those swords.  The knights have been arranging a deal for the Yuan-ti to supply them with those weapons and the first shipment is to be delivered soon.

   The Silver Empire once controlled the country Coleskia, from which the Knights of Serpent Keep dwell.  They have long since harbored a hatred of each other, but the Empire is not stupid.  Their knowledge of the Knights abilities in the field is complete and they know they can not win in a direct battle of arms.  So they have hired a band of pirates to intercept the weapons for their use.

ADVENTURE SYNOPSIS

A Sword’s Worth is an open-ended module that has a possibility of four different endings; one being the death of the player characters (PCs).  The PCs will be able to interact with the Knights, the pirates, and the Yuan-ti themselves.

   Cretp: The village of the Yuan-ti is located within the jungle known as the Tigerwoods.  This is the main setting for the adventure, as the PCs will encounter all three factions within the village limits.

   Knights of Serpent Keep: The adventurers may be able to count on the knights’ aid during the adventure especially if they agree to assist them on their endeavor

   Pirates: This is a more difficult situation for the adventurers.  The pirates deal in gold; their loyalty to the Empire is based on just that.  If by some means the PCs try to deal with the pirates its possible, but they must be willing to commit some borderline evil acts.

   Yuan-ti: The serpent-men are a factor in the adventure.  Their chaotic-evil nature makes them a deadly ally or adversary.  They will try to turn the situation to their advantage whenever the opportunity arrives.

CHARACTER HOOKS

Player characters can find the village of Cretp bordering on the Tigerwoods.  The PCs can be drawn to the village for a variety of reasons.  Use the hooks below to draw the PCs into the adventure, each PC needs not the same hook.

   War: A great battle is about to erupt between the Silver Empire and Coleskia.  The Empire often allies itself with the drow and now you seek to find the Knights to join their cause.  Rumor has it a band of knights are venturing to a small village in the Tigerwoods.

   Contracted: A war is about to begin and the knights have begun to assemble for war.  A party of knights has gone to secure some weapons from a village in the Tigerwoods and have yet to return.  You’ve been hired to learn of their fate and return with the weapons.

   Goblins: Everywhere you turn, an insurrection in the goblinoid population has spread.  The villages in the area have no militia protection and you’ve decided to offer your services.

THE VILLAGE OF CRETP

The village itself is the backdrop for this particular adventure and therefore it will be written in more detail then villages in other modules.

   Cretp is built into the southern border of the jungle known as the Tigerwoods.  The village is populated by Yuan-ti, a crossbreed of snakes and humans.  They are a highly religious group that worships the snake god Slurge who is also a war god.

   The village is built into a circular shape, with its straw and bamboo huts found amongst the base of the trees.  Each structure is only a single story tall, including the two taverns and the solitary inn found on the edge of the bay.

   The center of the village stands an open structure with no doors or ceiling.  This is a temple devoted to Slurge.  It has a basement hidden under the structure where the abominations of this tribe dwell.

   The Yuan-ti of the village average all three of the sub-races (Pureblood, Halfbloods, Abominations), but because they know that humans are coming the Halfbloods and abominations have gone into hiding, leaving the purebloods to deal with the visitors.

   The clerics of the tribe are the abominations and they are the ones with the ability to forge the snake swords.  Until the trade of the weapons, they remain with the abominations under the church.

EVENTS

The adventure in the village is event-based and for convenience sake, consider the day the PCs arrive as day 1.

   The events may transpire sooner or later then planned based on the actions of the party.  Surprisingly the weather remains well during the next month, other then a few minor quakes caused by a wizard (the basis for another adventure, and the background war).

Timeline Events
   Day One: The PCs arrive in Cretp.  The people of the village are suspicious of anyone who is not wearing the armor of the knights.  Meriktal the monk shadows the PCs this day (Spot check DC 20).

   Day Two - Day: The village constantly speaks of the arrival of the knights.  They prepare the church and businesses shut down for the day.

   Day Two – Night: The event “Pirates” takes place.  If the PCs fight the pirates and survive, the Yuan-ti will ask them for assistance.

   Day Three – Day: An ambush occurs outside of town.  Run the event “Goblins”.  The knights’ survival depends on the actions of the Yuan-ti and the PCs.

   Day Three – Night: The Yuan-ti believes that there’s a traitor amongst them and they will assume it’s the PCs.

   Day Four: Yuan-ti scouts will return and inform the village that the pirate ship is still on the coast.  This may also be time to run the event "Selfish Love”.

   Day Five: The Pirates will raid the village once more trying to find the clerics responsible for the creation of the snake swords.  They will come into town secretly unless the village is prepared.  The appropriate event to run is “Second Coming”.

   Day Six & On: Depending on events, the PCs have several options.  They can go after the snake swords and raid the pirate ship.  That can be accomplished in the section titled “Pirate Ship”.

  They can join the pirates and help finish the job they started.  The information for that is in the section “Destruction”.

  Finally the other option is to join the Yuan-ti in controlling both the knights and pirates and make themselves stronger.  The section is entitled “Conversion”.

Pirates (Event)

The second night of the PCs visit is when pirates attack the village.  The lake in which their ship is located is some 3 miles to the south (an hour’s walk by foot) so the pirates have considerable distance to travel by land.

   There are 40 pirates who surround the village waiting for the 1st mate’s order to attack.  When so ordered they rush in and kill the first person they see (treat as a surprise attack).  They know that these creatures are Yuan-ti so if they see a weaker target (i.e. the PCs) they will divert their attention towards them.

m Pirates (40): see appendix for stats.

Tactics: The pirates will not fight alone, only in pairs.  If split from their group they will backtrack to reunite with their partner before pressing an attack or find a new partner if their old one is dead.  During the battle the pirates will attempt to flank their opponents and try to force them away from the center of the village.  They will try NOT to be obvious about it however as they are trying to cause a distraction for the first mate and their sorcerer.

They won’t fight to the death; instead if they take heavy damage the pirates will retreat towards another group (Strength in numbers).  If another group is unavailable, they will begin their retreat into the Tigerwoods and circle around towards the pirate ship.

The real reason behind the attack is to cause a diversion for the 1st mate and his sorcerer companion (who says his a psionicist).  These two enter the church at the center of town and seek out the snake swords.  Using a locate object spell as well as detect magic to determine their location.  Upon finding them they cast multiple Sleep spells on the hatch, open it up, and take the swords while leaving the inhabitants sleeping.  The whole process takes 1d10 + 3 rounds.  Once the swords are in their possession, the 1st mate will sound his whistle and the pirates will retreat at the first possible convenience.

m 1st Mate: see appendix for stats.

m Benoit: see appendix for stats.

If the PCs somehow find these two before their mission is complete, the tactics listed below are to be used.

Tactics: The 1st mate will draw his scimitar of speed and attack the party.  Benoit will back him up with Glamour Missiles (a spell described in full in the appendix).  After 2 rounds the sorcerer will cast invisibility spell on the 1st mate and use his own ring for them to vanish undetected (using the after effects of Glamour Missile to cover their tracks).  They will improvise to such effect if the party somehow circumvents their tactics.

If PCs attempt to follow the pirates immediately, Benoit casts Major Image to appear as if he summoned a large Umber Hulk.  The image will attack the PCs but will hit the ground around them tossing huge mounds of dirt about.

   The pirates should be able to retreat to safety using this spell.  But being on the safe side and not knowing if the sorcerer can handle the escape properly, the captain has set up his own measures along the route consisting of 2 bribed Hill Giants.

m Hill Giants (2): 98 & 76.  See appendix for stats.

Tactics: These giants have no actual set tactics.  They believe themselves so powerful that the “Head On” approach will work.  But no amount of money is worth death.  If the PCs begin to inflict major damage, they will surrender.  

They will tell the PCs who paid them and have a 50% chance of joining the party so they can get revenge against the pirates for almost getting them killed.  If one giant is killed in the battle, there is a 75% chance that the remaining one will join the PCs.

Goblins (Event)

This event happens on day 3 during the day whether or not the PCs are around.  If they are still in the village they will begin to hear sounds of battle.  The Yuan-ti will be curious, but won’t venture from the village unless the PCs decide to investigate.  If such is the case, Meriktal will accompany them if he’s still alive.

   If the PCs do not investigate only 1 knight will survive the battle and make it to Cretp.  He will make it to the village before moonrise.

   If the PCs go to investigate, they will come across a large band of Goblins attacking a caravan of knights.  The odds are severely in the goblins’ favor and the knights’ seem to be fighting a losing battle.  Already 15 of the original 25 knights are face down dead, along with 30 of the goblin attackers (which numbered 70).

   Meriktal won’t hesitate if in the party to join in the fray.  As he charges he lets out a battle cry.  If the PCs don’t join him he’ll call out to them on the fly asking for them to help the knights escape.

m Goblins (40): see appendix for stats.

m Knights of Serpent Keep (10): see appendix for stats.

Tactics: The goblins have the knights encircled.  Any knight that tries to break through is attacked en mass.  

   Meriktal will attack from behind with a quick flurry and retreat drawing away a score of goblins if possible.

   The goblins won’t consider the PCs a threat until they actually inflict damage.  They’ll assume they are here to assist them in defeating the knights.  If attacked by the PCs they’ll attempt to spread out and hold them at bay, opening their circle wider.

   If an opening forms in the goblins’ lines the knights will attempt to for their retreat there.  

   The Goblins won’t press the attack if the knights are able to run to the Yuan-ti village.  Again the creatures aren’t stupid enough knowing that the inhabitants are indeed Yuan-ti.

Selfish Love (Event)

This particular event is completely optional and assumes one member of the party is female.

   Keldar lost his mate a few years earlier to the attack of encroaching Hill giants and has been lonely ever since.  Yuan-ti when bonded, do so once in their entire life, so Keldar is left without the many heirs his peers have.  Because no body has ever been found, Keldar still has a chance for his mate’s return but his mind has snapped.

   A female PC is the perfect choice.  With the Yuan-ti’ natural ability to Polymorph Other, Keldar has a chance at recreating his mate.  He will approach the female PC and comment on her beauty even if she has none.  He’ll also tell her he expects no return of his views if she so desires and will give here a gift of a gem encrusted circlet.  The circlet is a one use magical item that will work only on the head of a female character.  The PC will have to make a Will save in secret (DC 20) or have affectionate feelings for Keldar.  Each day following, the PC must make another Will save (DC 20) or she will not want to leave his side. If the PC fails 3 checks in a row the spell permanently binds the charm on the character and she is willing to do anything for Keldar, even allow him to Polymorph her into his Yuan-ti mate.  Keldar is not a possessive mate either, he will just want to impregnate her and she may leave if she so choose as long as she returns before she is due to give birth (DM’s discretion is needed here).

Second Coming (Event)

The pirates have learned that the swords had yet to be completed.  The sorcerer aboard ship has informed them it’s a clerically created weapon and so the clerics are needed to complete it.

   Unless the village is prepared for such a raid, the pirates will sneak in undetected, this time seeking out the abomination clerics of the Yuan-ti.  There is a chance the PCs will detect the pirates if they are still within the village.  Make each of them make a Spot check (DC 22) to notice one of the lurking pirates.

   Again if the pirates are undetected as they reach the church, the sorcerer will cast multiple sleep spells on the secret hatch to put the clerics to sleep.  They will then begin to cart the clerics out of town.  The PCs will have yet another chance to spot them (DC 16).

   The pirates will take them back to the ship if not detected.

m Pirates (40): see appendix for stats.

m 1st Mate: see appendix for stats.

m Benoit: see appendix for stats.

m Yuan-ti (50): see appendix for stats.

Tactics: The pirates 1st priority is to return with the clerics and will try to rush the 3 abomination clerics away while the rest cover their retreat by forming a defensive line.  The 1st mate will center that line and stand some 15 feet in front of the sorcerer who will launch Glamour Missiles at the lead attackers to hold them back and stun them.  They will hold the ground for 4 rounds after the clerics have been taken away and retreat (full run) until they converge with the hill giants (if the PCs have not yet encountered them in the event “Pirates”) or another band of pirates (20 more).  The Yuan-ti are now willing to join the fray to retrieve their clerics and now no longer consider their ruse of being human a priority.  They will attack the knights savagely and without mercy whether or not their companions approve.

   Once the line is secure, the sorcerer and 1st mate will leave the battle (if they are still alive) and return to the ship.  The remaining pirates will fight to the last man unless their opponents retreat.

If the PCs pursue the pirates after the battle, the ship will have begun to set sail to return back to the Silver Empire.  Several longboats remain on the shore in case some of the pirates survived and/or retreated and is the only way to reach the ship before it disappears forever.

Pirate Ship (Section)

This section entails the events if the PCs do the “heroic” actions expected of them.  The winds are not strong enough to get the ship away before the PCs can row a longboat to its side and board the ship.  The pirates aboard ship have a chance of detecting the PCs before they arrive (Spot check DC 16) and also have a chance of identifying them before they board.

   If they board the ship without any of the knights (if they are still alive) or Yuan-ti, the pirates will ask them if they are willing to work for them as they are willing to share their gold from the mission to save on bloodshed.  If the PCs agree and meet the captain’s approval, go to the section entitled “Destruction”.

   In any rate, if the PCs board the ship they will be identified.  If they board and attack or refuse to the terms of the pirates a battle ensues. The only way to avoid combat is to sneak aboard ship, which is difficult at best.

m Pirates (120): see appendix for stats

Note – The above total changes with the number dead from previous encounters.  The DM is to keep track of such details.

m * 1st Mate: see appendix for stats.

m * Benoit: see appendix for stats.

m Captain Bern’an: see appendix for stats

* -- If still alive.

Tactics: Using the confines of the ship, the pirates will attempt to force the PCs overboard by sheer numbers.  It is possible for agile or quick PCs to find defensible positions on the ship to hold off such tactics.  The captain will remain on the poop deck shouting orders unless confronted himself.  Only then will he engage in combat.

The swords are located below deck in the hold along with the Yuan-ti clerics if they were captured as well.  There are 20 guards unless the PCs are spotted boarding; in which case they would be on deck.

The ship itself is a caravel design and it is possible for the PCs to own it if they defeat the pirates.  As for the treasure that these pirates have amounted, it cannot be found aboard ship as they hid it before taking the mission.

   Let the PCs decide what to do after beating the pirates, but if any of the knights are with them, they will urge the PCs to return the swords with them along with any of the clerics if they have been captured as well. Any more information can be found in the section entitled Conclusion.

Destruction (Section)

This section assumes that the PCs have joined in league with the pirates to destroy the Yuan-ti and knights for profit or their own designs.  The reasons behind joining the pirate cause doesn’t truly matter, just the results.

   The pirates will assemble another crew of 40 to accompany the PCs (if possible of course) back to the Yuan-ti village to finish the destruction.  They will also inform the PCs about the Yuan-ti race if they are still in the dark.

   Using the information provided previously in the module, the DM should know how the Yuan-ti are setup within the village.  Provide the information of how many are still in the village and those that aren’t, then decide where they are in the immediate vicinity.  This needs to be determined to know whether or not the Yuan-ti will have backup in the combat if engaged in the village.

   The village of Cretp is home to 50 Yuan-ti of Pureblood and Halfblood descent.  No abominations should be found in the village as the pirates attempted to kidnap them earlier in the event “Second Coming”.  Those that avoided capture are the lone exception.

   This event is free formed based on the DMs discretion as to whether or not the Yuan-ti are prepared for the PCs treachery based on previous experience in this very module.

m Yuan-ti (50): see appendix for stats.

m Knights of Serpent Keep (10): see appendix for stats. Note: If still alive.

Tactics: When confronted the Yuan-ti will liberally use their psionic abilities to their advantage.  They will try to remain separate from each other until they can organize a proper ambush.  They are also quite willing to use their polymorph other abilities to change the PCs into harmless animals, and then killing them with ease.

   The Knights of Serpent Keep on the other hand; if still alive will attempt to form up into a tight unit.  They will use shield wall techniques if outnumbered until they can find an opening to strike in a wedge formation.

If the PCs are victorious, head to the section entitled Conclusion.

Conversion (Section)

If the PCs have been susceptible to the Yuan-ti throughout the module, they will take the PCs aside and attempt to have them join the village proper.  They will want the PCs to recover the snake swords and the kidnapped clerics; if any.  This leads into the section “Pirate Ship” found earlier.  After a successful completion of their task, the Yuan-ti assist any surviving knight on their way and begin a ceremony to convert the PCs into Yuan-ti.

   The ceremony will take place on the first night after the ordeal is complete.  The ritual involves several highly toxic snake poisons when mixed bringing the PCs into a hallucinatory state.  During which time they are highly susceptible to the Yuan-ti Polymorph Other ability.  

   Clerics and Druids will be polymorphed into Yuan-ti abominations.

   Wizards, Sorcerers, Bards, and Rogues will be polymorphed into Yuan-ti Halfbloods.

   Finally Fighters, Rangers, Barbarians, Paladins, and Monks will become Yuan-ti Purebloods.

   The only exception to this ceremony is if any of the PCs are already Yuan-ti (i.e. event Selfish Love).

Conclusion (Section)

The module may end in truly in only 3 ways.  The first is if the PCs die, followed by either vanquishing the pirates or in joining them.

   If the PCs defeated the pirates, returned the swords and clerics back to the village of Cretp,  then there is nothing much left to do.  The clerics will complete the enchantment of the swords and if any knights remain; will hand over the commissioned weapons.  However if none remain and the PCs have not chosen to convert to the Yuan-ti side, they will be asked to return the weapons to the knights on the battlefield in the far off country of Hallidon.  The Yuan-ti are willing to pay the PCs 50 gp for their troubles if they accept.

   If however the PCs joined the pirates and razed the village, then the pirates will return aboard ship.  The PCs have the option of signing on with the crew and joining these pirates or venturing as far as the Silver Empire for payment and then going their separate ways.  If the PCs attempt to take over the ship, they may still do so.  Use the stats and information in the section “Pirate Ship” to handle that event.

Appendix

Below are statistics for any creature or items that the PCs might come across during their adventure.  They are separated into three categories: Monsters, Named Creatures (in alphabetical order by name), and Magic Items.  Also a new spell called Glamour Missile is described at the very end of this appendix.

Creatures
m Goblin: CR ¼; SZ M (humanoid); HD 1d8; hp 4; Init +1; Speed 30; AC 12 (+1 size, +1 Dex,); Atk Club (1d6); Face 5ft X 5ft; Reach 5ft; SQ Darkvision 60ft; SV Fort +0, Ref +3, Will +0; Str 8, Dex 13, Con 11, Int 10, Wis 11, Cha 8; AL N; 

Skills: Hide +6, Listen +3, Move Silently +5, Spot +3. 

Feats: Alertness

Equipment: Club, Explorer’s Outfit.

m Hill Giant: CR 7; SZ L (giant); HD 12d8+48; Init -1; Speed 40; AC 20 (-1 size, -1 Dex, +9 natural, +3 hide); Atk huge greatclub +16/+11 melee (2d6+10); Face 5ft X 5ft; Reach 10ft; SQ Rock Catching; SV Fort +12, Ref +3, Will +4; Str 25, Dex 8, Con 19, Int 6, Wis 10, Cha 17; AL NE; 

Skills: Climb +9, Jump +9, Spot +4. 

Feats: Cleave, Power Attack, Weapon Focus (greatclub) .

Equipment: Greatclub, Hide armor, and 35 gp.

m Knights of Serpent Keep: CR 4; SZ M (humanoid); HD 4d10; hp 42; Init +5; Speed 30; AC 17 (+1 Dex, +6 splint mail,); Atk longsword +9 melee(1d8+5); Face 5ft X 5ft; Reach 5ft; SV Fort +6, Ref +2, Will +2; Str 16, Dex 13, Con 14, Int 10, Wis 12, Cha 8; AL LN; 

Skills: Climb +2, Jump +2, Ride +3. 

Feats: Weapon Focus (longsword), Improved Initiative, Power Attack, Weapon Specialization (longsword), and Cleave.

Equipment: Longsword, Splint mail armor, leather backpack, punching dagger, and 18 gp.

m Pirates: CR 4; SZ M (humanoid); HD 4d6; hp 24; Init +7; Speed 30; AC 15 (+3 Dex, +2 leather); Atk Rapier +5 melee (1d6+1, 18-20/X 2); Face 5ft X 5ft; Reach 5ft; SV Fort +3, Ref +8, Will +2; Str 12, Dex 16, Con 13, Int 14, Wis 10, Cha 8; AL NE; 

Skills: Hide +10, Move Silently +10, Tumble +10, Open Lock +12,  Listen +7, Spot +7, Search +9, Appraise +9, Disable Device +11,  Use Magical Devise +6. 

Feats: Improved Initiative, Alertness.

Equipment: Rapier, leather armor, and 12gp.

m Yuan-ti: CR 5; SZ M (humanoid); HD 7d8+7; hp 38; Init +5; Speed 30; AC 14 (+1 Dex, +1 natural, +2 leather); Atk Scimitar+10/+5 melee (1d6+2, 18-20/X 2); Face 5ft X 5ft; Reach 5ft; SA Spell-like abilities, psionics; SQ Spell resistance 16; SV Fort +3, Ref +6, Will +9; Str 15, Dex 13, Con 13, Int 8, Wis 18, Cha 16; AL CE; 

Skills: Concentration +11, Knowledge +9 (Religion), Knowledge +9 (Arcana), Hide +8, Listen +15, Spot +15.

Feats: Improved Initiative, Alertness, Blind-fight, Dodge, Expertise.

Equipment: Scimitar, leather armor, and 12gp.

Spell-like Abilities: Animal Trance, Cause Fear, deeper darkness, entangle, neutralize poison, suggestion, and polymorph other.  These abilities function as if cast by an 8th level sorcerer (Save DC 13 + spell level).

Psionics: Detect Poison (as 6th level sorcerer), Alternate Form(assume tiny  to large viper), Chameleon Power(+8 circumstance to hide), Produce Acid(1d6 damage skin to skin contact), Aversion(Intense fear Will save DC 17 or avoid snakes for 10 minutes).

Named Creatures
m Benoit: male human Sor 6; CR 6; SZ M (humanoid); HD 6d4; hp 25; Init +6; Speed 30; AC 13 (+1 Dex, +2 leather); Atk Shortspear +3 melee (1d8); Face 5ft X 5ft; Reach 5ft; SV Fort +4, Ref +5, Will +7; Str 11, Dex 14, Con 13, Int 10, Wis 12, Cha 16; AL NE; 

Skills: Spellcraft +9,  Concentration +10. 

Feats: Toughness, Improved Initiative, Combat Casting.

Equipment: Shortspear, leather armor, backpack, Wand of Sleep(20 chgs) and 34gp.

Spells Prepared(6/7/6/4): 0 – Daze(2), Detect Magic, Light, Ray of Frost, Read Magic; 1st- Glamour Missile(3), Sleep(2), True Strike, Unseen Servant; 2nd- Invisibility, Knock, Levitate, Locate Object, Web(2); 3rd- Fly, Haste, Lightning Bolt, Major Image.

m Captain Bern’an: male human Rog 10; CR 10; SZ M (humanoid); HD 10d6; hp 60; Init +7; Speed 30; AC 17 (+3 Dex, +4 leather+2); Atk Rapier +12/+7 melee (1d6+5, 18-20/X 2); Face 5ft X 5ft; Reach 5ft; SV Fort +5, Ref +13, Will +4; Str 12, Dex 17, Con 13, Int 14, Wis 10, Cha 8; AL NE; 

Skills: Hide +16, Move Silently +16, Tumble +16, Open Lock +18,  Listen +15, Spot +15, Search +15, Appraise +15, Disable Device +17,  Use Magical Devise +12. 

Feats: Improved Initiative, Alertness, Lightning Reflexes, Combat Reflexes.

Equipment: Rapier +3, leather armor +2, and 34gp.

m Keldar: Male Yuan-ti Ftr 1; CR 5; SZ M (humanoid); HD 7d8+7; hp 53; Init +5; Speed 30; AC 14 (+1 Dex, +1 natural, +2 leather); Atk Scimitar+10/+5 melee (1d6+2, 18-20/X 2); Face 5ft X 5ft; Reach 5ft; SA Spell-like abilities, psionics; SQ Spell resistance 16; SV Fort +3, Ref +6, Will +9; Str 15, Dex 13, Con 13, Int 8, Wis 18, Cha 16; AL CE; 

Skills: Concentration +11, Knowledge +9 (Religion), Knowledge +9 (Arcana), Hide +10, Listen +15, Spot +13.

Feats: Improved Initiative, Alertness, Blind-fight, Dodge, Expertise.

Equipment: Scimitar, leather armor, circlet* ,  and ruby (30gp)

Spell-like Abilities: Animal Trance, Cause Fear, deeper darkness, entangle, neutralize poison, suggestion, and polymorph other.  These abilities function as if cast by an 8th level sorcerer (Save DC 13 + spell level).

Psionics: Detect Poison (as 6th level sorcerer), Alternate Form(assume tiny  to large viper), Chameleon Power(+8 circumstance to hide), Produce Acid(1d6 damage skin to skin contact), Aversion(Intense fear Will save DC 17 or avoid snakes for 10 minutes).

* circlet is special magical item explained in Selfish Love Event.

m Meriktal: Male Yuan-ti Mnk 1; CR 5; SZ M (humanoid); HD 7d8+7; hp 46; Init +5; Speed 30; AC 14 (+1 Dex, +1 natural, +2 leather); Atk +12/+7 melee (1d6+2); Face 5ft X 5ft; Reach 5ft; SA Spell-like abilities, psionics; SQ Spell resistance 16; SV Fort +3, Ref +6, Will +9; Str 15, Dex 13, Con 13, Int 8, Wis 18, Cha 16; AL LE; 

Skills: Concentration +11, Knowledge +9 (Religion), Knowledge +9 (Arcana), Hide +10, Listen +15, Spot +13.

Feats: Improved Initiative, Alertness, Blind-fight, Dodge, Expertise.

Equipment: Leather armor.

Spell-like Abilities: Animal Trance, Cause Fear, deeper darkness, entangle, neutralize poison, suggestion, and polymorph other.  These abilities function as if cast by an 8th level sorcerer (Save DC 13 + spell level).

Psionics: Detect Poison (as 6th level sorcerer), Alternate Form(assume tiny  to large viper), Chameleon Power(+8 circumstance to hide), Produce Acid(1d6 damage skin to skin contact), Aversion(Intense fear Will save DC 17 or avoid snakes for 10 minutes).

m 1st Mate Deveron: male human Ftr 7; CR 7; SZ M (humanoid); HD 7d10; hp 68; Init +8; Speed 30; AC 17 (+3 Dex, +3 leather+1); Atk Scimitar of Speed +12/+7 melee (1d6+9, 18-20/X 2); Face 5ft X 5ft; Reach 5ft; SV Fort +8, Ref +6, Will +4; Str 16, Dex 17, Con 14, Int 10, Wis 12, Cha 8; AL NE; 

Skills: Hide +10, Move Silently +10, Tumble +10,  Listen +15, Spot +15, Search +15,  Use Magical Devise +12. 

Feats: Weapon Focus (Scimitar), Power Attack, Weapon Specialization (Scimitar), Cleave,  Improved Initiative, Alertness, Lightning Reflexes, Combat Reflexes.

Equipment: Scimitar of Speed +3, leather armor +1, and 47gp.

Magic Items
u Snake sword: The snake sword is a holy weapon that can be only crafted by Yuan-ti abomination clerics.  The hilt of the weapon is crafted as a coiled snake.  When a warm hand reaches for the hilt, the snake uncoils and wraps around the hand, finishing by attaching its fangs into the wielder’s hand.  A wielder must make a successful Fortitude save at DC 20 or suffer a permanent loss of 1 point of Constitution.  After 3 successive saves the wielder is immune to the poison.  In combat the weapon functions as a +2 longsword.  Victims of the weapon must make a successful Fortitude save DC 20 or suffer the above-mentioned penalty.

Note: The snake swords mentioned in this module are incomplete and function only as a regular longsword.

   Caster Level: 11th; Prerequisites: Strength 13, Enchant Arms and Armor, Animate Object, Poison; Market Price: 9,302 gp. Weight: 4 lbs.

Magic Spells

Glamour Missile

Illusion (Glamour)

Level: Sor/Wiz 1

Components: V,S

Casting Time: 1 action

Range: Medium (100ft + 10ft per level)

Targets:  Up to five creatures.

Duration: Instantaneous

Saving Throw: Special

Spell Resistance: Yes

This spell is the illusion equivalent of Magic Missile.  Upon casting, a dart of magical energy erupts from the caster's fingertip and strikes any target the caster chooses.  The missile strikes and erupts into a magical burst of multi-colored hues.  Any opponent who can see the effect must make a Will save or be stunned for 1d4 –1 rounds.  If the missile is aimed to strike an opponent, the victim must make a will save or suffer 1d4 points of damage on top of save or be stunned.

   For every two levels past 1st, the caster gains an extra missile to fire, to a maximum of five.  Each missile can be fired at different targets or all at the same target.
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